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FORMAT

1. AUGUST 1ST 2025 IS THE DATE USED TO DETERMINE ELIGIBILITY FOR AGE DIVISIONS.
2. ROSTERS MUST BE CONFIRMED 2 WEEKS PRIOR TO EACH TOURNAMENT.

3. ONLY ONE HEAD COACH AND ONE ASSISTANT COACH ARE ALLOWED ON THE SIDELINES
DURING GAMES. ALL TEAM PHOTOGRAPHERS, MANAGERS, POSITION COACHES, TEAM MOMS,
FANS, ETC., MUST REMAIN A MINIMUM OF 10 YARDS OFF THE FIELD OR IN A DESIGNATED
SPECTATOR VIEWING AREA. (UNLESS A MEDIA PASS IS PURCHASED. MEDIA PASSES
DEPEND ON AVAILBILITY). THIS WILL BE STRICTLY ENFORCED.

4. TEAMS MUST BE AT THEIR FIELD BY GAME TIME.

5. NLG RESERVES THE RIGHT TO CANCEL OR CHANGE THE LOCATION OF A
TOURNAMENT. IF A TOURNAMENT IS CHANGED OR CANCELED, NLG WILL NOT
REIMBURSE ANY TEAM, PLAYERS, OR SPECTATORS FOR ANY EXPENSES INCURRED
INCLUDING BUT NOT LIMITED TO AIRFARE, GROUND

TRANSPORTATION, LODGING, AND FOOD.

6. DEPOSITS ARE NON REFUNDABLE OR TRANSFERABLE.
IF YOU PULL OUT MORE THAN 2 WEEKS PRIOR TO THE
EVENT DATE YOU WILL RECEIVE A CREDIT TO A FUTURE
NLG EVENT MINUS THE DEPOSIT.

ANY BACK OUTS LESS THAN 2 WEEKS

PRIOR TO THE EVENT WILL RESULT

IN NO REFUND.

7. ALL DECISIONS MADE BY NLG ARE FINAL.



1. COACHES, FAMILY MEMBERS, PARENTS, AND SPECTATORS ARE REQUIRED TO
OBSERVE THE CONTEST FROM DESIGNATED AREAS.

2. COACHES ARE PERMITTED TO COACH ON THE SIDELINE AT ALL TOURNAMENTS.

3. COACHES MUST AGREE TO SIGN A COACHES CODE OF CONDUCT AND STRICTLY ADHERE
TO OUR GUIDELINES FOR COACH CONDUCT AND ATTITUDE.

a. IF A COACH DISPLAYS ANY TYPE OF NEGATIVITY TOWARD THEIR PLAYERS,
COACHES OR STAFF, THE COACH WILL BE REMOVED FROM THE FIELD IMMEDIATELY AND
UNABLE TO COACH FOR THE REMAINDER OF THE TOURNAMENT. THIS WILL BE
EXPLAINED IN GREATER DETAIL AT THE COACHES MEETING PRIOR TO THE
TOURNAMENT.

4. ALL FAMILY MEMBERS, PARENTS AND SPECTATORS WILL OBSERVE PLAY FROM THE

DESIGNATED AREAS.
PARTICIPANTS, COACHES, PARENTS AND FAMILY
MEMBERS MUST CONDUCT THEMSELVES
APPROPRIATELY DURING TOURNAMENT.

5. INAPPROPRIATE, RUDE OR CONFRONTATIONAL BEHAVIOR
BY ANY COACH, TEAM OR PARENT(S) MAY LEAD TO A
TEAM’S DISQUALIFICATION FROM A TOURNAMENT AT

THE SOLE DISCRETION OF NLG.

6. MISCONDUCT BY ANY INDIVIDUAL MAY LEAD
TO REMOVAL FROM THE PREMISES AT THE SOLE
DISCRETION OF NLG.
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1. PARTICIPATION REQUIREMENTS AND REGISTRATION GUIDELINES ARE ON THE SPORTS
THREAD REGISTRATION PAGE.

2. AN NLG TOURNAMENT MEDICAL RELEASE FORM, SIGNED BY A PARENT OR LEGAL
GUARDIAN, MUST BE SUBMITTED BY THE PARTICIPANT. PARTICIPANTS WILL NOT BE
ELIGIBLE TO PLAY WITHOUT A MEDICAL RELEASE FORM SUBMITTED AT REGISTRATION.

3. ALL PLAYERS ARE REQUIRED TO PURCHASE AN SPORTS THREAD ID FOR AGE/BACKGROUND
VERIFICATION.

4. NO ROSTER SUBSTITUTIONS WILL BE ALLOWED AFTER THE FINAL ROSTER IS SUBMITTED.
5. NLG RESERVES THE RIGHT TO DISQUALIFY PLAYERS AND/OR TEAMS IF

INDIVIDUALS DO NOT MEET THE TOURNAMENT REQUIREMENTS SET FORTH IN THE
CURRENT CALENDAR YEAR.

6. THE TOURNAMENT WILL BE HELD RAIN OR SHINE.

ROSTERS

1. TEAM ROSTERS MUST CONSIST OF AT LEAST 5 PLAYERS WITH A MAXIMUM OF 12 PLAYERS. AT LEAST
1 COACH MUST BE ON THE ROSTER WITH A MAXIMUM OF 2 COACHES ON THE ROSTER.

a. TEAMS MAY PLAY WITH NO MORE THAN 5 PLAYERS AND NO LESS THAN 4 PLAYERS ON THE FIELD.

b. IN THE EVENT OF AN INJURY, A TEAM WITH INSUFFICIENT SUBSTITUTE PLAYERS MAY
PLAY WITH 4 PLAYERS ON THE FIELD BUT NO FEWER THAN 4.

2. YOU MUST USE A TIMEOUT TO CHALLENGE A ROSTER DURING GAME PLAY. AN NLG DIRECTOR WILL
STOP THE GAME AT AN APPROPRIATE TIME IN THE GAME. BOTH ROSTERS WILL BE CHECKED.

a. IF A ROSTER IS RULED ILLEGAL, THE TEAM AT FAULT WILL FORFEIT THE GAME, AWARDING THE
OTHER TEAM A 28-0 VICTORY

b. IF A ROSTER IS PROVEN LEGAL, THE GAME

WILL RESUME AS SCHEDULED OR THE

SCORE OF THE GAME WILL BE RECORDED.
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POOL PLAY

1. TEAMS WILL PLAY A MINIMUM OF 2 OR 3 GAMES IN POOL PLAY. (UNLESS NOTED BY FFL)

DIVISIONAL TIE BREAKERS

1. TWO TEAMS TIED FOR ONE PLACE.
a. HEAD-TO-HEAD COMPETITION
b. TOTAL POINTS ALLOWED DURING TOURNAMENT PLAY
c. TOTAL POINTS SCORED DURING TOURNAMENT PLAY
d. COIN TOSS

2. THREE OR MORE TEAMS TIED FOR ONE PLACE.
a. TOTAL POINTS ALLOWED DURING TOURNAMENT PLAY
b. TOTAL POINTS SCORED DURING TOURNAMENT PLAY
c. COIN TOSS IF TWO TEAMS ARE STILL TIED. DRAWING IF THREE TEAMS ARE

STILL TIED.

PLAYOFFS AND CHAMPIONSHIP
1. PLAYOFF AND CHAMPIONSHIP GAMES WILL BE SCHEDULED AFTER POOL
PLAY RESULTS ARE RECEIVED AND CONFIRMED.
2. PLAYOFF ROUNDS ARE SINGLE ELIMINATION.
3. DIVISIONAL PLAYOFF SEEDS ARE DETERMINDED
a. OVERALL RECORD
b. POINTS ALLOWED
¢. POINTS SCORED

d. COIN TOSS



1. PRIOR TO THE START OF THE GAME, THE REFEREES WILL DO AN EQUIPMENT AND FOOTBALL CHECK.

2. AT THE START OF EACH GAME, CAPTAINS FROM BOTH TEAMS MEET AT MIDFIELD FOR THE COIN
TOSS TO DETERMINE WHO STARTS WITH THE BALL. THE VISITING TEAM CALLS THE TOSS.

3. THE WINNER OF THE COIN TOSS HAS THE CHOICE OF OFFENSE OR DEFENSE. THE LOSER OF THE COIN
TOSS HAS THE CHOICE OF DIRECTION. POSSESSION CHANGES TO START THE SECOND HALF TO THE
TEAM THAT STARTED THE GAME ON DEFENSE.

4. THE OFFENSIVE TEAM TAKES POSSESSION OF THE BALL AT ITS 5-YARD LINE AND HAS FOUR (4) DOWNS
TO CROSS MIDFIELD. ONCE A TEAM CROSSES MIDFIELD, IT HAS THREE (3) DOWNS TO SCORE A
TOUCHDOWN.

a. IF THE OFFENSIVE TEAM FAILS TO CROSS MIDFIELD, ON 3 DOWNS, AND ELECT TO "PUNT" ON
4TH DOWN, POSSESSION OF THE BALL CHANGES AND THE OPPOSITION STARTS
ITS DRIVE FROM ITS OWN 5-YARD LINE. IF THE OFFENSIVE TEAM GOES FOR IT
ON 4TH DOWN AND DOES NOT CROSS FIELD, THE OPPOSING TEAM WILL START
ITS POSSESSION FROM THE SPOT.

b. ANY TIME PRIOR TO MAKING THE BALL, ‘READY FOR PLAY’ THE REFEREE
MUST ASK THE OFFENSIVE TEAMS HEAD COACH TO DECLARE ‘PUNT OR PLAY’,
THE COACH MUST ANSWER AT THAT TIME OR RISK A DELAY OF GAME
PENALTY AT THE REFEREES DISCRETION.
c. TEAMS MAY USE A TIMEOUT ONLY TO CHANGE THE DECLARATION OF
“PLAY” AT ANY TIME PRIOR TO THE EXPIRATION OF THE PLAY CLOCK.
d. IF THE DECLARATION IS “PUNT” THE BALL CHANGES POSSESSION AND
WILL BE PLACED AT THE OPPOSING TEAM’S 5-YARD LINE, 1ST DOWN, WITH
NO OPTION TO

CHANGE THE DECLARATION.

e. IF THE OFFENSE FAILS TO SCORE, AFTER CROSSING MIDFIELD, THE
BALL CHANGES POSSESSION AND THE NEW OFFENSIVE TEAM STARTS
ITS DRIVE ON

ITS OWN 5-YARD LINE.
f. TEAMS CHANGE SIDES AFTER THE FIRST HALF. POSSESSION

CHANGES TO THE TEAM THAT STARTED THE GAME ON
DEFENSE



terminology
s

BOUNDARY LINES- THE OUTER PERIMETER LINES AROUND THE FIELD. THEY INCLUDE THE SIDELINES AND
BACK OF THE END ZONE LINES.

LINE OF SCRIMMAGE- (LOS) AN IMAGINARY LINE RUNNING THROUGH THE POINT OF THE
FOOTBALL AND ACROSS THE WIDTH OF THE FIELD.

LINE-TO-GAIN- THE LINE THE OFFENSE MUST PASS TO GET A FIRST DOWN OR SCORE.

RUSH LINE -AN IMAGINARY LINE RUNNING ACROSS THE WIDTH OF THE FIELD SEVEN YARDS
(INTO THE DEFENSIVE SIDE) FROM THE LINE OF SCRIMMAGE.

OFFENSE- THE TEAM WITH POSSESSION OF THE BALL.
DEFENSE- THE TEAM OPPOSING THE OFFENSE TO PREVENT IT FROM ADVANCING THE BALL.

PASSER- THE OFFENSIVE PLAYER THAT THROWS THE BALL AND MAY OR MAY NOT BE THE
QUARTERBACK.

RUSHER- THE DEFENSIVE PLAYER ASSIGNED TO RUSH THE
QUARTERBACK TO PREVENT HIM/ HER FROM PASSING THE
BALL BY PULLING HIS/HER FLAGS OR BY BLOCKING THE
PASS.

LIVE BALL- REFERS TO THE PERIOD OF TIME THAT THE PLAY IS
IN ACTION. GENERALLY USED IN REGARD TO PENALTIES. LIVE
BALL PENALTIES ARE CONSIDERED PART OF THE PLAY AND
MUST BE ENFORCED BEFORE THE DOWN IS CONSIDERED
COMPLETE.

DEAD BALL- REFERS TO THE PERIOD OF TIME
IMMEDIATELY BEFORE OR AFTER A PLAY.



terminology

WHISTLE- SOUND MADE BY AN OFFICIAL USING A WHISTLE THAT SIGNIFIES THE END OF THE
PLAY OR A STOP IN THE ACTION FOR A TIMEOUT, HALFTIME OR THE END OF THE GAME.

INADVERTENT WHISTLE- OFFICIAL’'S WHISTLE THAT IS PERFORMED IN ERROR.

CHARGING- AN ILLEGAL MOVEMENT OF THE BALL-CARRIER DIRECTLY AT A DEFENSIVE
PLAYER WHO HAS ESTABLISHED POSITION ON THE FIELD. THIS INCLUDES LOWERING THE
HEAD OR INITIATING CONTACT WITH A SHOULDER, FOREARM OR THE CHEST.

FLAG GUARDING- AN ILLEGAL ACT BY THE BALL-CARRIER TO PREVENT A DEFENDER FROM
PULLING THE BALL-CARRIER’S FLAGS BY STIFF ARM, LOWERING ELBOW OR HEAD OR BY
BLOCKING ACCESS TO THE RUNNER’S FLAGS WITH A HAND, ARM OR BALL.

SHOVEL PASS- A LEGAL FORWARD PASS ACROSS THE LOS UNDERHAND, BACKHAND OR BY
PUSHING THE BALL FORWARD.

LATERAL- A
BACKWARD OR
SIDEWAY TOSS OF
THE BALL BY THE

BALL-CARRIER.

UNSPORTSMANLIKE- CONDUCT A
RUDE, CONFRONTATIONAL OR
OFFENSIVE BEHAVIOR OR
LANGUAGE.



equipment

1. PARTICIPANTS MUST BRING THEIR OWN FLAG BELTS AND MOUTH GUARDS TO THE TOURNAMENT.
ALL PLAYERS MUST WEAR A MOUTHGUARD. EXTRA BELTS AND MOUTH GUARDS WILL BE
AVAILABLE FOR PURCHASE.

2. ALL PLAYERS MUST WEAR FLAGS THAT ARE A CONTRASTING COLOR FROM THEIR SHORTS.
a. FLAG POPPERS MUST BE OF SMOOTH AND TRADITIONAL NATURE.
b. FLAGS MUST BE AT LEAST 14 INCHES IN LENGTH FROM THE POPPER.
¢. FLAGS MAY NOT BE CUT OR ALTERED.
d. POPPERS AND BELT ATTACHMENT MUST BE THE SAME COLOR.

e. FLAGS MUST BE PUSHED FULLY IN & PLAYERS MUST BE ABLE TO PULL THEIR OWN FLAG OUT
WITH ONE HAND IN A FLUID MOTION. ILLEGAL FLAGS WILL RESULT IN EJECTION OF THAT
PLAYER FROM THE GAME OR TOURNAMENT AT NLG DIRECTOR’S DISCRETION.

3. ALL TEAMS CAN USE A NFL OR FFL BRANDED FOOTBALL. TEAMS ARE ALLOWED TO USE 1 SIZE UP IF
DESIRED.

4. PLAYERS MAY WEAR CLEATS. HOWEVER, CLEATS WITH EXPOSED METAL ARE NEVER ALLOWED
AND MUST BE REMOVED.

5. PLAYERS MAY TAPE THEIR FOREARMS, HANDS AND FINGERS. PLAYERS MAY WEAR GLOVES, ELBOW
PADS AND KNEE PADS. BRACES WITH EXPOSED METALS ARE NOT ALLOWED.

6. PLAYERS MUST REMOVE ALL HANGING JEWELRY. SOFT BRIM BUCKET HATS/BEANIES ARE ALLOWED.
HARD BRIM HATS MUST BE WORN BACKWARDS. PLAYERS MAY WEAR PROTECTIVE EYE WEAR AS LONG
AS THEY ARE WORN ON EYES. PLAYERS MAY WEAR SOFT SHELL HELMETS/BANDS BUT THEY MUST BE
SECURED AT ALL TIMES.

7. PLAYERS MUST HAVE SHORTS OR PANTS WITHOUT POCKETS. YOU
CAN NOT TAPE POCKETS. ( ZIPPER POCKETS ARE ALLOWED)

8. WHILE ON THE PLAYING FIELD PLAYERS' JERSEYS MUST BE TUCKED INTO SHORTS OR PANTS IF THEY
HANG BELOW THE BELT LINE.

9. ELECTRONIC COMMUNICATION BETWEEN ANY PLAYER WITH THEIR COACH OR SPECTATOR FOR THEIR

TEAM
IS PROHIBITED. IF A TEAM OR INDIVIDUAL IS FOUND TO BE USING ELECTRONIC COMMUNICATION WITH A
PLAYER, OR COACH, AT ANY TIME, THAT TEAM WILL BE DISQUALIFIED IMMEDIATELY FROM PLAY. THIS
DOES NOT LIMIT POSSIBLE ADDITIONAL DISCIPLINE AT THE SOLE DISCRETION OF NLG STAFF.
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nnnnnn FOOTBALL CLUB

LEGAL ILLEGAL
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REGULAR POPPERS ONLY
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FEMALE is the part <" .
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FEMALE & MALE POPPERS MUST BE THE SAME COLOR

FLAGS MUST BE PUSHED FULLY IN & PLAYERS MUST BE FEMALE & MALE POPPERS THAT ARE NOT THE SAME COLOR
ABLE TO PULL THIER FLAG OUT WITH ONE HAND IN A POPPERS THAT DO NOT GO ALL OF THE WAY IN

Male Popper is the
part connecting to
the flag

FLUID MOTION

BELT IS TIGHTLY FASTENED TO WAIST WITH FLAGS ON THE HIPS
QB WRISTER IS WORN ON THE PLAYERS ARM CAN NOT WEAR QB WRISTER ON BELT AS WELL AS GLOVES AND TOWELS

FFL FOOTBALLS

PEE-WEE JUNIOR YOUTH PRO
6U,7U,8U 9U,10VU 11U,12U,13U,14U 15U,17U0
8U GIRLS, 10U GIRLS 12U GIRLS 14U GIRLS,HIGH SCHOOL GIRLS
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1. THE FIELD DIMENSIONS ARE 25 YARDS BY 64 YARDS WITH TWO 7-YARD END ZONES, AND A MIDFIELD
LINE-TO-GAIN. NO-RUN ZONES PRECEDE EACH LINE-TO GAIN BY 5 YARDS. *HOWEVER, SOME TOURNAMENTS MAY
USE SMALLER FIELDS BECAUSE OF FIELD SPACE AVAILABLE OR TO COMPLETE TOURNAMENT SCHEDULING ON
TIME.

2. NO-RUN ZONES ARE IN PLACE TO PREVENT TEAMS FROM CONDUCTING POWER RUN PLAYS. WHILE IN
THE NO-RUN ZONES (A 5-YARD IMAGINARY ZONE BEFORE MIDFIELD AND BEFORE THE END ZONE),
TEAMS

CANNOT RUN THE BALL IN ANY FASHION. ALL PLAYS MUST BE PASS PLAYS, EVEN WITH A HANDOFF OR LATERAL.

3. STEPPING ON THE BOUNDARY LINE IS CONSIDERED OUT OF e bown
BOUNDS. (ANY PLAYER WHO STEPS OUT CAN NOT BE THE FIRST (5
TO POSSES THE BALL)

ot ~ 4

—

4. THE REFEREE WILL PLACE THE BALL IN THE MIDDLE OF THE
FIELD PRIOR TO THE ‘READY TO PLAY’. THE BALL MAY NOT BE

PLACED CLOSER THAN 10-YARDS TO ANY BOUNDARY.
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1. TOURNAMENT GAMES ARE PLAYED ON A 24 MINUTE CONTINUOUS CLOCK WITH TWO 12 MINUTE
HALVES, UNLESS ONE TEAM GAINS A 28-POINT ADVANTAGE, WHICH WILL THEN END THE GAME. CLOCK
STOPS ONLY FOR HALFTIME, TIME OUTS, INJURIES AND THE OFFICIALS DISCRETION.

2. HALFTIME IS ONE MINUTE.

3. EACH TIME THE BALL IS SPOTTED AND REFEREES ARE SET, A TEAM HAS 25 SECONDS TO SNAP THE BALL.
4. EACH TEAM HAS THREE 30-SECOND TIMEOUTS PER GAME.

5. OFFICIALS CAN STOP THE CLOCK AT THEIR DISCRETION.

6. IN THE EVENT OF AN INJURY, THE CLOCK WILL STOP THEN RESTART WHEN THE INJURED PLAYER IS
REMOVED FROM THE FIELD OF PLAY.

10



overtime

1. IF THE SCORE IS TIED AT THE END OF REGULATION PLAY, AN OVERTIME PERIOD WILL BE USED TO
DETERMINE A WINNER.

2. OVERTIME FORMAT IS AS FOLLOWS:

A. HOME TEAM CALLS THE TOSS TO DETERMINE THE TEAM THAT CHOOSES TO BE ON OFFENSE OR
DEFENSE FIRST.

i. IF A SECOND ROUND OF OVERTIME MUST BE PLAYED, THE TEAM THAT LOST THE COIN

TOSS WILL GET TO CHOOSE OFFENSE OR DEFENSE FOR THE START OF THE SECOND

ROUND OF OVERTIME. THIS PROCESS CONTINUES WITH TEAMS ALTERNATING WHO GETS

TO CHOOSE TO BE ON OFFENSE OR DEFENSE TO START OUT DURING EVERY ROUND OF

OVERTIME.

ii. THE REFEREE WILL DETERMINE WHICH END OF THE FIELD THE OVERTIME WILL TAKE PLACE
ON.

B. EACH TEAM WILL TAKE TURNS GETTING ONE (1) PLAY FROM THE DEFENSE’S 5-YARD LINE FOR
ONE POINT OR THE DEFENSE’S 10-YARD LINE FOR TWO POINTS. WHETHER TO GO FOR ONE OR
TWO POINTS IS UP TO THE OFFENSIVE TEAM. WHETHER OR NOT THE TEAM THAT BEGINS ON
OFFENSE CONVERTS THE TEAM THAT STARTED ON DEFENSE GETS A CHANCE ON OFFENSE TO
WIN OR TIE BY CONVERTING A ONE- OR TWO-POINT PLAY OF THEIR OWN.
i. EXAMPLE: TEAM A STARTS ON OFFENSE AND CHOOSES TO GO FOR ONE POINT
FROM THE 5YARD LINE AND IS SUCCESSFUL. TEAM B IS THEN ON OFFENSE AND
CAN CHOOSE TO EITHER GO FOR ONE POINT FROM THE 5-YARD LINE TO TIE AND
FORCE A SECOND ROUND OF OVERTIME OR TO GO FOR TWO POINTS FROM THE 10-
YARD LINE FOR THE WIN.
ii. IF THE SECOND TEAM ON OFFENSE IN AN OVERTIME ROUND FAILS TO BEAT OR
MATCH THE TEAM THAT WENT FIRST, THE TEAM THAT WENT FIRST WINS.
C. STARTING WITH THE 2ND OVERTIME, BOTH TEAMS MUST "GO FOR TWO" FROM THE 10-YARD LINE
D. STARTING WITH THE 3RD OVERTIME, EACH TEAM
WILL GET 1 PLAY FROM THE 5 YARD LINE GOING OUT
FROM THE ENDZONE. THE TEAM WITH THE MOST
YARDS WILL BE THE WINNER. THE TEAM WITH THE
MOST YARDS WILL BE AWARDED 1 POINT ADDED TO
THEIR FINAL SCORE.

E. FINAL SCORE WILL BE RECORDED TO INCLUDE ALL POINTS
SCORED FOR EACH TEAM

F. ALL REGULATION PERIOD RULES AND PENALTIES ARE IN EFFECT.
G. THERE ARE NO TIMEOUTS.

H. INTERCEPTIONS ARE RETURNABLE IN OT, AND WORTH 2 POINTS.

i. INTERCEPTIONS RETURNED FOR A SCORE IN THE FIRST OR
SECOND OVERTIME PERIOD, THE GAME IS OVER.

11



SCORING

1. TOUCHDOWN: 6 POINTS (AFTER A TD IS SCORED, THE REFEREE WILL HAVE THE PLAYER
PULL THEIR OWN FLAGS. IF DEEMED ILLEGAL THE TD DOES NOT COUNT AND THE PLAYER IS
EJECTED FROM THE GAME OR TOURNAMENT AT FFL DIRECTORS DISCRETION. PLAYERS
MUST BE ABLE TO PULL THEIR OWN FLAGS.)

2. PAT (POINT AFTER TOUCHDOWN) 1 POINT (5-YARD LINE) OR 2 POINTS (10-YARD LINE)
a. NOTE: 1 POINT PAT IS PASS ONLY; 2 POINT PAT CAN BE RUN OR PASS.

3. SAFETY. 2 POINTS
a. A SAFETY OCCURS WHEN THE BALL-CARRIER IS DECLARED DOWN IN HIS/HER
OWN END ZONE. RUNNERS CAN BE CALLED DOWN WHEN THEIR FLAGS ARE PULLED
BY A DEFENSIVE PLAYER, A FLAG FALLS OUT, THEY STEP OUT OF BOUNDS, THEIR
KNEE OR ARM TOUCHES THE GROUND, A FUMBLE OCCURS IN THE END ZONE OR IF A
SNAPPED BALL LANDS IN OR BEYOND THE END ZONE.

4. EXTRA POINTS THAT ARE INTERCEPTED AND ;RETURNED EQUALS 2 POINTS

5. A TEAM THAT SCORES A TOUCHDOWN MUST DECLARE WHETHER IT WISHES TO
ATTEMPT A 1-POINT CONVERSION (FROM THE 5YARD LINE) OR A 2-POINT
CONVERSION (FROM THE

10-YARD LINE). ANY CHANGE, ONCE A DECISION IS MADE TO TRY

FOR THE EXTRA POINT, REQUIRES A CHARGED TIMEOUT. A

DECISION CANNOT BE CHANGED AFTER A PENALTY.

6. AFTER ONE TEAM IS WINNING BY 28 POINTS OR MORE,
THE GAME IS OVER. ONCE A 28 OR MORE POINT
ADVANTAGE IS GAINED, NO PAT WILL BE ATTEMPTED.

7. FORFEITS ARE SCORED 28-0 FOR THE WINNING TEAM.

8. THE OFFICIALS WILL ANNOUNCE THE FINAL SCORE.
IF A COACH DOES NOT AGREE, THEY

MUST ASK THE REFEREE FOR

CLARIFICATION.

ONCE SCORECARDS ARE TURNED IN,

THE SCORE IS FINAL.

12



COACHES
..., H

1. COACHES ARE EXPECTED TO ADHERE TO NLG’S PHILOSOPHIES, COACHING GUIDELINES AND CODE OF
CONDUCT.

2. ONLY TWO COACHES PER TEAM ARE ALLOWED ON THE SIDELINES. HAVING MORE COACHES THAN PERMITTED
COULD LEAD TO AN EJECTION OR FORFIET.

a. COACHES ARE PERMITTED TO COACH ON THE SIDELINE.

b. COACHES MUST REMAIN ON THE SIDELINE EXCEPT TO ATTEND TO
AN INJURED PLAYER.

C. ALL TEAM PHOTOGRAPHERS, MANAGERS, POSITION COACHES,
TEAM MOMS, FANS, ETC. ARE REQUIRED AND MUST REMAIN A
MINIMUM OF 10 YARDS OFF THE FIELD OR IN A DESIGNATED
VIEWING AREA.

d. TEAMS MAY HUDDLE ON THE SIDELINE WITH THEIR COACH TO GET THE
PLAY BUT THE PLAY CLOCK WILL NOT STOP ONCE THE BALL IS
SIGNALED ‘READY FOR PLAY’.

€. COACHES, THIS IS YOUR RESPONSIBILITY TO KEEP YOUR FANS AND
ANY OTHER TEAM ASSOCIATED MEMBERS IN THE DESIGNATED AREAS.

..., H
L2220

LIVE BALL/ DEAD BALL
e,
1. THE BALL IS LIVE AT THE SNAP OF THE BALL AND REMAINS LIVE UNTIL THE OFFICIAL WHISTLES THE BALL
DEAD.

2. THE OFFICIAL WILL INDICATE THE NEUTRAL ZONE AND LINE OF SCRIMMAGE.

a. IT IS AN AUTOMATIC DEAD BALL FOUL IF ANY PLAYER ON DEFENSE OR OFFENSE ENTERS
THE NEUTRAL ZONE. IN REGARD TO THE NEUTRAL ZONE, THE OFFICIAL MAY GIVE BOTH TEAMS
A “COURTESY” NEUTRAL ZONE NOTIFICATION TO ALLOW THEIR PLAYERS TO MOVE BACK
BEHIND THE LINE OF SCRIMMAGE.

3. A PLAYER WHO GAINS POSSESSION OF THE BALL IN THE AIR IS CONSIDERED IN BOUNDS AS LONG AS
THE FIRST FOOT OR A BODY PART OTHER THAN THE HAND CONTACTS THE GROUND IN THE FIELD OF
PLAY WITH POSSESSION.

4. THE DEFENSE MAY NOT MIMIC THE OFFENSIVE TEAM SIGNALS BY TRYING TO CONFUSE THE
OFFENSIVE PLAYERS, WHILE THE QUARTERBACK IS CALLING OUT SIGNALS TO START THE PLAY. OTHER
UNFAIR ACTS WOULD BE; NOT RETURNING FIVE (5) ELIGIBLE PLAYERS TO THE FIELD OF PLAY AFTER
HALFTIME, A TEAM OR OFFICIALS TIME

OUT PRIOR TO THE ‘READY TO PLAY’ SIGNAL BY THE REFEREE. THIS WILL RESULT IN AN
UNSPORTSMANLIKE CONDUCT PENALTY.

5. SUBSTITUTIONS MAY BE MADE ON ANY DEAD BALL.

13
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LIVE BALL/ DEAD BALL

6. ANY OFFICIAL CAN WHISTLE THE PLAY DEAD.

7. PLAY IS RULED “DEAD” WHEN:

a. THE BALL HITS THE GROUND.

. IF THE BALL HITS THE GROUND AS A RESULT OF A BAD SNAP,THE BALL IS THEN PLACED WHERE
THE BALL HIT THE GROUND.

b. THE BALL-CARRIER’S FLAG IS PULLED.

¢. THE BALL-CARRIER STEPS OUT OF BOUNDS.

d. A TOUCHDOWN, PAT OR SAFETY IS SCORED.

e. THE BALL-CARRIER’S KNEE OR ARM HITS THE GROUND.

f. THE BALL-CARRIER’S FLAG FALLS OUT.

g THE RECEIVER CATCHES THE BALL WHILE IN POSSESSION OF ONE OR NO FLAG(S).
h. THE 7 SECOND PASS CLOCK EXPIRES.

i. INADVERTENT WHISTLE

J» BALL-CARRIER LEAVES THEIR FEET DIVING OR TO HURDLE A PLAYER.

*NOTE: FUMBLES/ LOSS OF POSSESSION: GROUND CONTACT MUST BE MADE FOR THE PLAY TO BE DEAD
AT THAT SPOT. A FUMBLE IS LOSS OF POSSESSION BY A PLAYER, RESULTING IN THE BALL CONTACTING
THE GROUND.

8. IF INADVERTENT WHISTLE OCCURS THE OFFENSE ~ HAS TWO OPTIONS:

A) TAKE THE BALL WHERE THE
WHISTLE BLEW AND THE DOWN IS
CONSUMED

B) REPLAY THE DOWN FROM THE

ORIGINAL LINE OF SCRIMMAGE.
{[F IT OCCURS ON THE LAST PLAY OF THE HALF OR GAME,
THE OFFENSE WILL BE AWARDED ONE UNTIMED DOWN AND
GIVEN THOSE TWO OPTIONS.

9. A TEAM IS ALLOWED TO USE A TIMEOUT TO QUESTION AN
OFFICIAL’S RULE INTERPRETATION. IF THE OFFICIAL’S RULING IS
CORRECT, THE TEAM WILL BE CHARGED A TIMEOUT. IF THE RULE

IS INTERPRETED

INCORRECTLY, THE TIMEOUT WILL NOT BE CHARGED AND THE
PROPER RULING WILL BE ENFORCED. OFFICIALS SHOULD ALL AGREE
UPON ANY CONTROVERSIAL CALL IN ORDER TO GIVE EACH TEAM THE
FULL BENEFIT OF EACH CALL.

10. OFFICIALS SHOULD ALL AGREE IN ORDER TO CHANGE A CALL ON THE
FIELD THAT IS IN DISPUTE
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RUNNING

1. THE BALL IS SPOTTED WHERE THE BALL IS WHEN THE FLAG IS PULLED.

2. THE QUARTERBACK CANNOT DIRECTLY RUN WITH THE BALL. THE QUARTERBACK IS THE
OFFENSIVE PLAYER WHO RECEIVES THE SNAP UNDER CENTER DIRECTLY, OR IN SHOTGUN
FORMATION.

3. DIRECT HANDOFFS, PITCHES, AND LATERALS ARE PERMITTED BEHIND THE LINE OF
SCRIMMAGE ONLY. IF THIS TAKES PLACE AFTER THE BALL CARRIER CROSSES THE LINE OF
SCRIMMAGE, THE PLAY IS TO BE BLOWN DEAD BY THE OFFICIAL. THE BALL SHALL BE
PLACED AT THE SPOT POSSESSION WAS LOST FOR THE SUCCEEDING PLAY.
a. “CENTER SNEAK” PLAY IS NOT ALLOWED. THE QB MAY NOT HANDOFF, PITCH
OR LATERAL THE BALL FIRST TO THE CENTER.
b. ANY PLAYER WHO RECEIVES A HANDOFF, BACKWARD PASS, PITCH OR LATERAL CAN
THROW THE BALL FROM BEHIND THE LINE OF SCRIMMAGE.
c. ONCE THE BALL HAS BEEN HANDED OFF, IN FRONT, BEHIND OR TO THE SIDE OF THE
QUARTERBACK, OR A BACKWARD PASS, PITCH OR LATERAL HAS OCCURED, THE
SEVEN-SECOND PASSING CLOCK IS ELIMINATED AND ALL DEFENSIVE PLAYERS ARE
ELIGIBLE TO RUSH.

4. DEFINITION OF A “LEGAL HANDOFF” - TOTAL LOSS OF POSSESSION DIRECTLY FROM 1
OFFENSIVE PLAY TO ANOTHER.

5. NO-RUN ZONES ARE LOCATED 5 YARDS BEFORE EACH END ZONE AND 5 YARDS ON
EITHER SIDE OF MIDFIELD ARE DESIGNED TO AVOID SHORT-YARDAGE POWER-RUNNING
SITUATIONS. TEAMS ARE NOT ALLOWED TO RUN IN THESE ZONES IF THE SUBSEQUENT LINE
IS LIVE. (REMINDER; EACH OFFENSIVE TEAM APPROACHES ONLY TWO NO-RUN ZONES IN
EACH DRIVE — ONE 5 YARDS FROM MIDFIELD TO GAIN THE FIRST DOWN AND ONE 5 YARDS
FROM THE GOAL LINE TO SCORE A TD).

6. RUNNERS ARE NOT PERMITTED TO JUMP, LEAP OR HURDLE, IN THE OFFICIALS JUDGEMENT,
WHILE ADVANCING THE BALL. THE PLAY IS TO BE BLOWN DEAD AND BALL SPOTTED WHERE IT
WAS WHEN THEY LEFT THE GROUND.
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RUNNING

7. BALLCARRIERS MAY LEAVE THEIR FEET AND THE PLAY WILL CONTINUE FOR SPINNING,
JUMP CUTS, QB’S PASSING PROGRESSION OR IF THERE IS A CLEAR INDICATION THAT HE/SHE
HAS DONE SO TO AVOID A COLLISION WITH ANOTHER PLAYER AND THE PLAY WILL CONTINUE
WITHOUT STOPPAGE. HOWEVER, IF WHILE LEAVING THE GROUND, CONTACT

IS MADE UNNECESSARY ROUGHNESS OR AN ILLEGAL CONTACT PENALTY MAY BE ENFORCED BY
THE OFFICIAL.

8. NO BLOCKING OR “SCREENING” IS ALLOWED AT ANY TIME.

9. OFFENSIVE PLAYERS IN CLOSE PROXIMITY OF THE BALL-CARRIER MUST STOP THEIR
MOTION ONCE THE BALL HAS CROSSED THE LINE OF SCRIMMAGE. NO RUNNING WITH THE
BALL-CARRIER.

10. FLAG OBSTRUCTION — ALL JERSEYS MUST BE TUCKED IN BEFORE PLAY BEGINS. THE
FLAGS MUST BE ON THE PLAYER’S HIPS AND FREE FROM OBSTRUCTION. DELIBERATELY
OBSTRUCTED FLAGS WILL BE CONSIDERED FLAG GUARDING.

11. ONCE THE BALL IS ADVANCED BEYOND THE LOS, THE CURRENT BALL-CARRIER IS THE
ONLY PLAYER ALLOWED TO HAVE POSSESSION OF THE BALL UNTIL THE PLAY IS DEAD.

16



PASSING

1. ONLY 1 FORWARD PASS THROWN FROM BEHIND THE LINE OF SCRIMMAGE IS
PERMITTED EACH OFFENSIVE PLAY. THE BALL MUST BE OUT OF HAND PRIOR TO
BREACHING THE LINE OF SCRIMMAGE.
a. PASSES MAY BE THROWN FORWARD OR BACKWARDS BEHIND THE LINE OF SCRIMMAGE.
b. THERE IS NO INTENTIONAL GROUNDING.
c. FORWARD PASSES BEHIND THE LOS IS PERMITTED UNLESS YOU ARE IN A
“NO RUN ZONE”. ALL FORWARD PASSES IN A “NO RUN ZONE” MUST GO
BEYOND THE LINE OF SCRIMMAGE.
d. THE QUARTERBACK MAY THROW THE BALL AWAY TO AVOID A SACK.
FORWARD PASSES IN A “NO RUN ZONE” MUST GO BEYOND THE LINE OF
SCRIMMAGE

2, THE QUARTERBACK HAS A SEVEN-SECOND “PASS CLOCK.” IF A PASS IS NOT THROWN
WITHIN THE SEVEN SECONDS, THE PLAY IS DEAD, THE DOWN IS CONSUMED AND THE BALL IS
RETURNED TO THE LINE OF SCRIMMAGE. ONCE THE BALL IS HANDED OFF, PITCHED OR
LATERALED BEHIND THE LINE OF SCRIMMAGE, THE 7-SECOND RULE IS NO LONGER IN
EFFECT.

a. IF THE QB IS STANDING IN THE END ZONE AT THE END OF THE 7-SECOND

CLOCK, THE BALL IS RETURNED TO THE LINE OF SCRIMMAGE (LOS).

b. IF THE QUARTERBACK THROWS THE BALL AND THEN CATCHES IT, THE PLAY IS

DEAD AND TREATED LIKE AN INCOMPLETE PASS

e e
RECEIVING

1 + ALL PLAYERS ARE ELIGIBLE TO RECEIVE PASSES (INCLUDING THE QUARTERBACK IF THE BALL HAS BEEN HANDED OFF, PITCHED OR LATERALED
BEHIND THE LINE OF SCRIMMAGE).

2- ONLY ONE PLAYER IS ALLOWED IN MOTION AT A TIME AND MUST BE OFF OF THE LINE OF SCRIMMAGE. NO MOTION IS PERMITTED TOWARD THE
LINE OF SCRIMMAGE.

3- A PLAYER MUST HAVE AT LEAST ONE FOOT OR OTHER BODY PART IN BOUNDS, CONTACTING THE GROUND FIRST WITH POSSESSION.
4- IN THE CASE OF SIMULTANEOUS POSSESSION BY BOTH AN OFFENSIVE AND DEFENSIVE PLAYER, POSSESSION IS AWARDED TO THE OFFENSE.

5- INTERCEPTIONS ARE RETURNABLE. IF RETURNED FOR A SCORE DURING REGULAR GAME PLAY, THE SCORE WILL BE WORTH SIX POINTS, TWO
POINTS IF RETURNED DURING CONVERSIONS AND/OR OVERTIME.
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1. ALL PLAYERS WHO RUSH THE PASSER MUST BE A MINIMUM OF SEVEN YARDS FROM THE LINE OF
SCRIMMAGE WHEN THE BALL IS SNAPPED. UP TO TWO (2) PLAYERS CAN RUSH THE QUARTERBACK.
RUSHERS MUST IDENTIFY THEMSELVES BY RAISING THEIR HAND AND KEEPING IT IN THE AIR BEFORE
THE SNAP. RUSHERS DO NOT HAVE TO RUSH BUT IF THEY CHOOSE TO THEY MUST RUSH THE PASSER
IMMEDIATELY AFTER THE SNAP. DELAYED RUSH IS NOT PERMITTED, BY RULE. PLAYERS NOT RUSHING
THE QUARTERBACK CAN DEFEND THE LINE OF SCRIMMAGE

2. ONCE THE BALL IS HANDED OFF, PITCHED OR LATERALED BEHIND THE LINE OF SCRIMMAGE THE
SEVEN-YARD RULE NO LONGER IS IN EFFECT AND ALL DEFENDERS MAY GO BEHIND THE LINE OF
SCRIMMAGE.

3. A SPECIAL MARKER, OR THE REFEREE, WILL DESIGNATE A RUSH LINE SEVEN YARDS FROM THE
LINE OF SCRIMMAGE. DEFENSIVE PLAYERS SHOULD VERIFY THEY ARE IN THE CORRECT POSITION
WITH THE OFFICIAL ON EVERY PLAY.
A ALEGAL RUSH IS:
i. ANY RUSH FROM A POINT 7-YARDS FROM THE DEFENSIVE LINE OF SCRIMMAGE.

ii. A RUSH FROM ANYWHERE ON THE FIELD AFTER THE BALL HAS BEEN HANDED OFF,
PITCHED OR LATERALED BY THE QUARTERBACK.

B. A PENALTY MAY BE CALLED IF:

i. THE RUSHER LEAVES THE RUSH LINE BEFORE THE SNAP AND CROSSES THE LINE OF
SCRIMMAGE BEFORE A HANDOFF, PITCH, LATERAL OR PASS — ILLEGAL RUSH (5-YARDS FROM
THE LINE OF SCRIMMAGE AND FIRST DOWN).

ii. ANY DEFENSIVE PLAYER CROSSES THE LINE OF SCRIMMAGE BEFORE THE BALL IS
SNAPPED — OFFSIDES (5-YARDS FROM LINE OF SCRIMMAGE AND FIRST DOWN).

iii. ANY DEFENSIVE PLAYER NOT LINED UP AT THE RUSH LINE CROSSES THE LINE OF
SCRIMMAGE BEFORE THE BALL IS PASSED, PITCHED, LATERALED OR HANDED OFF —
ILLEGAL RUSH (5-YARDS FROM THE LINE OF SCRIMMAGE AND FIRST DOWN).

iv. IF THE OFFENSE DRAWS THE RUSHER(S) TO JUMP THE SEVEN-YARD MARKER PRIOR TO
THE SNAP OF THE BALL, THAT RUSHER(S) CANNOT RUSH DURING THAT

PLAY. HOWEVER, ANY OTHER DEFENDER THAT IS

SEVEN YARDS BACK MAY RUSH INSTEAD. JUMPING THE

RUSH IS NOT A PENALTY UNTIL THE RUSHER CROSSES

THE LINE OF

SCRIMMAGE PRIOR TO THE HANDOFF, PITCH, LATERAL OR

PASSED BALL.

C. SPECIAL CIRCUMSTANCES:

i. TEAMS ARE NOT REQUIRED TO RUSH THE QUARTERBACK
WITH THE SEVEN SECOND CLOCK IN EFFECT.

ii. TEAMS ARE REQUIRED TO IDENTIFY THEIR RUSHERS BEFORE THE PLAY
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4. PLAYERS RUSHING THE QUARTERBACK MAY ATTEMPT TO BLOCK A PASS; HOWEVER, CONTACT TO THE
QB, UNLESS RULED INCIDENTAL BY THE OFFICIAL, WOULD RESULT IN A ROUGHING THE PASSER
PENALTY.

5. THE OFFENSE CANNOT IMPEDE THE RUSHER IN ANY WAY. THE RUSHER HAS THE RIGHT TO A CLEAR PATH
TO THE QUARTERBACK, REGARDLESS OF WHERE THEY LINE UP PRIOR TO THE SNAP. THE PATH IS SET PRE-
SNAP FROM THE RUSHER OR RUSHERS DIRECTLY TO THE QB. PATH DOES NOT MOVE ONCE THE
QUARTERBACK MOVES. IF THE “PATH OR LINE” IS OCCUPIED BY A MOVING OFFENSIVE PLAYER, THEN IT IS THE
OFFENSE’S RESPONSIBILITY TO AVOID THE RUSHER. ANY DISRUPTION TO THE RUSHER’S PATH AND/OR
CONTACT WILL RESULT IN AN IMPEDING THE RUSHER PENALTY. IF THE OFFENSIVE PLAYER DOES NOT MOVE
AFTER THE SNAP, THEN IT IS THE RUSHER’S RESPONSIBILITY TO GO AROUND THE OFFENSIVE PLAYER AND TO
AVOID CONTACT.

6. A SACK OCCURS IF THE QUARTERBACK’S FLAGS ARE PULLED BEHIND THE LINE OF
SCRIMMAGE. THE BALL WILL BE SPOTTED WHERE POSSESION OF THE BALL IS ONCE THE FLAG
IS PULLED.

A. A SAFETY IS AWARDED IF THE SACK TAKES PLACE IN THE OFFENSIVE TEAM’S END ZONE

flag pulling

1. A LEGAL FLAG PULL TAKES PLACE WHEN THE BALL-CARRIER IS IN FULL POSSESSION OF THE BALL.

2. DEFENDERS CAN DIVE TO PULL FLAGS BUT CANNOT TACKLE, HOLD OR RUN THROUGH THE BALL-
CARRIER WHEN PULLING FLAGS.

3. IT IS ILLEGAL TO ATTEMPT TO STRIP OR PULL THE BALL FROM THE BALL-CARRIER’S POSSESSION AT ANY TIME.

4. IF A PLAYER'S FLAG INADVERTENTLY FALLS OFF DURING A PLAY WHILE THAT PLAYER HAS POSSESSION, THE
PLAYER IS DOWN IMMEDIATELY AND THE PLAY ENDS. THE BALL IS PLACED WHERE THE FLAG LANDS.

5. IF A PLAYER WHO HAS ONE OR NO FLAGS IN THEIR BELT TAKES POSSESSION OF THE BALL, THE PLAY IS
DEAD AT THAT SPOT ON THE FIELD.

6. A DEFENSIVE PLAYER MAY NOT INTENTIONALLY PULL THE FLAGS OFF OF A PLAYER WHO IS NOT IN
POSSESSION OF THE BALL.

1.

FLAG GUARDING IS AN ATTEMPT BY THE BALL CARRIER TO OBSTRUCT THE DEFENDER’S ACESS TO THE FLAG BY STIFF
ARMING, DROPPING THE HEAD, HAND, ARM, OR SHOULDER OR INTENTIONALLY COVERING THE FLAG WITH THE
FOOTBALL JERSEY



formations

1. OFFENSES MUST HAVE A MINIMUM OF ONE PLAYER ON THE LINE OF SCRIMMAGE (THE
CENTER) AND UP TO FOUR PLAYERS ON THE LINE OF SCRIMMAGE. THE QUARTERBACK
MUST BE OFF THE LINE OF SCRIMMAGE.

a. TEAMS MAY SHIFT FORMATIONS PRIOR TO THE SNAP AS LONG AS THEY ARE
SET FOR AT LEAST 1 SECOND BEFORE THE BALL IS SNAPPED.

b. ONE PLAYER AT A TIME MAY GO IN MOTION AT LEAST 1 YARD BEHIND THE LINE OF
SCRIMMAGE.

2. MOVEMENT BY A PLAYER WHO IS SET OR A PLAYER WHO RUNS TOWARD THE
LINE OF SCRIMMAGE WHILE IN MOTION IS CONSIDERED A FALSE START.

3. THE CENTER MUST SNAP THE BALL WITH A RAPID AND CONTINUOUS MOTION
BETWEEN HIS/HER LEGS TO A PLAYER IN THE BACKFIELD, AND THE BALL
MUST COMPLETELY LEAVE HIS/HER HANDS.
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1. IF THE FIELD MONITOR OR REFEREE WITNESSES ANY ACTS OF INTENTIONAL TACKLING, ELBOWING, CHEAP
SHOTS, BLOCKING OR ANY UNSPORTSMANLIKE ACT, THE GAME WILL BE STOPPED AND THE PLAYER WILL BE
EJECTED FROM THE GAME. THE DECISION IS MADE AT THE REFEREE’S DISCRETION. NO APPEALS WILL BE
CONSIDERED.

FOUL PLAY WILL NOT BE TOLERATED!

2. OFFENSIVE OR CONFRONTATIONAL LANGUAGE IS NOT ALLOWED. OFFICIALS HAVE THE RIGHT TO
DETERMINE OFFENSIVE LANGUAGE. IF OFFENSIVE OR CONFRONTATIONAL LANGUAGE OCCURS, THE
REFEREE WILL GIVE ONE WARNING. IF IT CONTINUES, THE PLAYER OR PLAYERS WILL BE EJECTED FROM
THE GAME.

3. PLAYERS AND COACHES MAY NOT PHYSICALLY OR VERBALLY ABUSE ANY OPPONENT, COACH OR OFFICIAL.
4. BALL-CARRIERS MUST MAKE AN EFFORT TO AVOID DEFENDERS WITH AN ESTABLISHED POSITION.

5. DEFENDERS MUST GIVE FREE RELEASES OFF THE LINE OF SCRIMMAGE TO OFFENSIVE
PLAYERS AND ARE NOT ALLOWED TO RUN THROUGH THE BALL-CARRIER WHEN PULLING
FLAGS. ROUGH PLAY WILL NOT BE TOLERATED

6. FANS MUST ALSO ADHERE TO GOOD SPORTSMANSHIP AS WELL:

a. YELL TO CHEER ON YOUR PLAYERS, NOT TO HARASS OFFICIALS OR
OTHER TEAMS.

b. KEEP COMMENTS CLEAN AND PROFANITY FREE.
¢. COMPLIMENT ALL PLAYERS, NOT JUST ONE CHILD OR TEAM.

7. FANS ARE REQUIRED TO KEEP FIELDS SAFE AND KIDS FRIENDLY:
a. KEEP YOUNGER KIDS AND EQUIPMENT SUCH AS COOLERS, CHAIRS
AND TENTS A MINIMUM OF 10 YARDS OFF THE FIELD IN THE END ZONE AREA.
b. STAY IN THE END ZONE AREA, NOT BETWEEN FIELDS.
C. DISPOSE OF ALL TRASH IN DESIGNATED TRASH CANS.
d. NO LOUD OR OFFENSIVE MUSIC SHOULD BE PLAYED.

8. UNSPORTSMANLIKE CONDUCT PENALTIES:

a. DEFENSE + 10 YARDS FROM LINE OF SCRIMMAGE AND AUTOMATIC
FIRST DOWN

b. OFFENSE - 10 YARDS FROM LINE OF SCRIMMAGE AND LOSS OF DOWN

. TWO (2) UNSPORTSMANLIKE PENALTIES ON ANY PLAYER OR COACH IN

A GAME IS AUTOMATIC DISQUALIFICATION FROM THAT GAME AND MAY LEAD
TO ADDITIONAL DISCIPLINE
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penalties
I
1. GENERAL
a. THE REFEREE WILL CALL ALL PENALTIES.
b. REFEREES DETERMINE INCIDENTAL CONTACT THAT MAY RESULT FROM NORMAL RUN
OF PLAY.
c. ALL PENALTIES WILL BE ASSESSED FROM THE LINE OF SCRIMMAGE, EXCEPT AS NOTED.
(SPOT FOULS)
d. ONLY THE TEAM CAPTAIN OR HEAD COACH MAY ASK THE REFEREE
QUESTIONS ABOUT RULE CLARIFICATION AND INTERPRETATIONS. PLAYERS
MAY NOT QUESTION CALLS.
e. GAMES OR HALVES MAY NOT END ON A DEFENSIVE PENALTY UNLESS THE OFFENSE
DECLINES IT.
f. PENALTIES ARE ASSESSED LIVE BALL THEN DEAD BALL. LIVE BALL PENALTIES
MUST BE ASSESSED BEFORE PLAY IS CONSIDERED COMPLETE.
g. PENALTIES WILL BE ASSESSED HALF THE DISTANCE TO THE GOAL YARDAGE
WHEN THE PENALTY YARDAGE IS MORE THAN HALF THE DISTANCE TO THE
GOAL.
h. SPOT FOULS IN END ZONE: DEFENSIVE (BALL ON ONE-YARD LINE, FIRST
DOWN)/ OFFENSIVE (SAFETY)

2. DEFENSIVE SPOT FOULS
a. DEFENSIVE PASS INTERFERENCE AUTOMATIC FIRST DOWN
b. HOLDING +5 YARDS AND AUTOMATIC FIRST DOWN

c. STRIPPING +5 YARDS AND AUTOMATIC FIRST DOWN

3. OFFENSIVE SPOT FOULS

a. SCREENING, BLOCKING OR RUNNING WITH THE BALL -5
YARDS AND LOSS OF DOWN

b. CHARGING -5 YARDS AND LOSS OF DOWN

c. FLAG GUARDING -5 YARDS AND LOSS OF DOWN

d. HOLDING/ ILLEGAL CONTACT -5

YARDS AND LOSS OF DOWN
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penalties

4. DEFENSIVE PENALTIES
a. DEFENSIVE UNNECESSARY ROUGHNESS + 10 YARDS AND AUTOMATIC FIRST DOWN
b. DEFENSIVE UNSPORTSMANLIKE CONDUCT *+ 10 YARDS AND AUTOMATIC FIRST DOWN
c. OFFSIDE +5 YARDS FROM LINE OF SCRIMMAGE AND AUTOMATIC FIRST DOWN
d. ILLEGAL RUSH (STARTING RUSH FROM INSIDE 7-YARD MARKER) +5 YARDS FROM
LINE OF SCRIMMAGE AND AUTOMATIC FIRST DOWN
e. ILLEGAL FLAG PULL (BEFORE THE RECEIVER HAS THE BALL) +5 YARDS FROM
LINE OF SCRIMMAGE AND AUTOMATIC FIRST DOWN
f. ROUGHING THE PASSER +5 YARDS FROM LINE OF SCRIMMAGE AND AUTOMATIC FIRST
DOWN
g. TAUNTING 15 YARDS FROM LINE OF SCRIMMAGE AND AUTOMATIC FIRST DOWN
h. ILLEGAL EQUIPMENT -5 YARDS FROM LINE OF SCRIMMAGE AND LOSS OF DOWN (PLAYER

EJECTION)

5. OFFENSIVE PENALTIES
a. OFFENSIVE UNNECESSARY ROUGHNESS -10 YARDS AND LOSS OF DOWN
b. OFFENSIVE UNSPORTSMANLIKE CONDUCT ~10 YARDS AND LOSS OF DOWN
c. OFFSIDE / FALSE START -5 YARDS FROM LINE OF
SCRIMMAGE AND LOSS OF DOWN
d. ILLEGAL FORWARD PASS (ANY PASS RECEIVED OR
LANDS BEHIND THE LINE OF SCRIMMAGE IN A “NO RUN
ZONE” OR THROWING A PASS AFTER CROSSING THE LINE
OF SCRIMMAGE) -5 YARDS FROM LINE OF SCRIMMAGE AND
LOSS OF DOWN
e. OFFENSIVE PASS INTERFERENCE -5 YARDS FROM LINE
OF SCRIMMAGE AND LOSS OF DOWN
f. ILLEGAL MOTION (MORE THAN ONE PERSON MOVING) -5
YARDS FROM LINE OF SCRIMMAGE AND LOSS OF DOWN
DELAY OF GAME -5 YARDS FROM LINE OF SCRIMMAGE
AND LOSS OF DOWN
g. IMPEDING THE RUSHER -5 YARDS
FROM LINE OF SCRIMMAGE AND LOSS
OF DOWN
h. ILLEGAL PROCEDURE -5 YARDS FROM LINE OF
SCRIMMAGE AND LOSS OF DOWN
i. ILLEGAL EQUIPMENT -5 YARDS FROM LINE OF
SCRIMMAGE AND LOSS OF DOWN (PLAYER
EJECTION)
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/U & 6U GUIDELINES

1. ‘NO RUN’ ZONES ARE ELIMINATED. TEAMS MAY RUN THE BALL ANYWHERE ON THE FIELD.

2, DEFENDERS MAY NOT RUSH THE PASSER UNLESS THERE IS A LEGAL HANDOFF EXECUTED IN
THE BACKFIELD.

3. ONE OFFENSIVE COACH IS ALLOWED ON THE FIELD BUT MUST BE BEHIND THE PLAY AND NOT
INTERFERE.

a. ONE DEFENSIVE COACH MAY GO ON THE FIELD PRE SNAP BUT MUST BE OFF
BEFORE THE BALL IS SNAPPED.
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