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Rule 1.  THE GAME, FIELD PLAYERS AND EQUIPMENT
SECTION 1. GENERAL PROVISIONS
Article 1. The Game.
The game shall be played between 2 teams of 11 players each with 5 linemen which are ineligible receivers.  10 players are required to start the game and avoid a forfeit.  The game may be continued with less than 10 players, as long as the team has a chance to win.

Article 2.  Supervision.
The game shall be played under the supervision of 2 to 4 officials.  The officials are: Referee, Line Judge, Back Judge and Field Judge.  It is strongly recommended that a minimum of three officials be used. 

Article 3. Team Captains.
Each coach shall designate to the Referee the team captains.  Each team chooses 3 captains for each game. A speaking captain must be selected to make all decisions.  The captain’s first choice of any penalty option shall be irrevocable.  Decisions involving penalties shall be made before any charged time-out is granted to either team.

Article 4.  Persons Subject to the Rules.
Team representatives, including players, substitutes, replaced players, coaches, trainers, spectators and other persons affiliated with the team are subject to the rules of the game and shall be governed by decisions of officials assigned to the game.

SECTION 2. THE FIELD
Article 1.  Inbounds/Out-of-Bounds.
The lines bounding the sidelines and the end zones are out-of-bounds in their entirety, and the inbounds area is bound by the lines.  The entire width of each goal shall be a part of the end zone.

Article 2. Team Box.
A team box shall be designated for each team, coaches and authorized team attendants.  This team box shall be located 2 yards from the sideline and between the 20 and 35 yard lines.

SECTION 3.  GAME EQUIPMENT
Article 1.  The Ball.
The official ball shall be pebble-grained leather and meet the recommendations of size and shape for a regulation football.  The home team shall provide the Referee with the official game ball when requested.

Article 2.  Down Marker.
A down marker shall be used to indicate the number of the down and placed at the zone line-to-gain.  It shall be positioned 2 yards out-of-bounds and operated under the jurisdiction of the Line Judge for 3 and 4 Person Crews and by the Referee for a 2 Person Crew.

SECTION 4. PLAYER EQUIPMENT - REQUIRED
Article 1. Jersey.
Players of opposing teams must wear contrasting colored jerseys, without pockets.  The visiting team is responsible for avoidance of similarity of colors, but if there is any doubt, the Referee may request the home team to change.  Jerseys must be long enough so they remain tucked in the pants during the entire down.

Article 2.  Pants/Shorts.
Each player must wear pants or shorts without any belt(s), Belt loop(s), pocket(s) or exposed drawstrings.  The pants or shorts must be a different color than the flags.

Article 3.  Flag Belt.
Each player must wear a one piece belt, without any knots, at the waistline with two flags permanently attached, one flag on each side.  Penalty: Live Ball Foul. Failure to have the flag belt legally attached at the snap, 5 yards from the previous spot.

Article 4.  Shoes.
Shoes shall be made of a canvas, leather or synthetic material which covers the foot attached to a firm sole of leather, rubber or composition material which may have cleats or be cleat-less.  Cleats are limited to studs or projections which do not exceed ½ inch in length and are made with non-abrasive rubber or rubber-type synthetic martial which does not chip or develop a cutting edge.

Article 5. Mouth and Tooth Protector.
A mouth piece MUST be worn by all players.

Article 6.  Arm Bands.

The 5 lineman must wear an armband to reflect they are ineligible receivers.
Article 7. Penalty.
Failure to wear required equipment in Articles 1-5. Penalty: Live Ball or Dead Ball Foul. 5 yards.

SECTION 5. PLAYER EQUIPMENT - OPTIONAL
Article 1. Ace Bandage.
Players may use an ace bandage.  It can be anchored at each end by tape.

Article 2. Gloves.
Players may wear gloves which must consist of a soft, pliable and non-abrasive material.

Article 3.  Head wear.
Players may wear a knit or stocking cap.  The cap will have no bill.  Players may wear a headband.  Rubber or cloth elastic bands may be used to control hair.

Article 4.  Knee Pads.
Players may wear soft, pliable basketball or wrestling knee pads on the leg, knee and/or ankle.

Article 5. Glasses.

Players may wear pliable athletic glasses.

Article 6. Forearm Pads.
Players may wear soft, pliable forearm pads on the forearm only.

SECTION 6.  PLAYER EQUIPMENT - ILLEGAL

Article 1. Illegal Equipment.
A player wearing illegal equipment shall not be permitted to play.  This applies to any equipment which, in the opinion of the Referee, is dangerous or confusing.  Types of equipment or substances which shall always be declared illegal include:

A.
Head wear containing any hard, unyielding, stiff material, including billed hats, or items containing exposed knots.

B.
Jewelry.

C.
Pads or braces worn above the waist.

D.
Shoes with metal, ceramic, crew-in, or detachable cleats.  EXCEPTION: Screw-in cleats are allowed if the screw is part of the cleat.

E.
Shirts or jerseys which do not remain tucked in.  Any hood on a coat, sweatshirt, or shirt which does not remain tucked in.

F.
Pants or shorts with any belts(s), belt loop(s), pocket(s) or exposed drawstring(s).

G.
Leg and knee braces made of hard, unyielding material, unless covered on both sides.

H.
Any slippery or sticky foreign substance on any equipment or exposed part of the body.

I.
Exposed metal on clothes or person.  

J.
Towels attached at the player’s waist (flag only).

Penalty: Unsportsmanlike Conduct, 10 yards.

SECTION 7. PLAYER EQUIPMENT - MISSING OR ILLEGAL
When any required player equipment is missing or when illegal equipment is found on any incoming substitute or player, correction must be made before participation.  An official’s time-out shall be declared to permit prompt repair of equipment which becomes illegal or defective through use.

RULE 2. PERIODS, TIME FACTORS, SUBSTITUTIONS

SECTION 1. THE START OF EACH HALF

Article 1. Coin Toss.
Three minutes before the start of the game the Referee shall designate which captain shall call the fall of the coin, then toss a coin in the presence of the opposing captains.

The captain winning the toss shall have a choice of options for the first half or shall defer his/her option to the second half.  The options for each half shall be:

A.
To choose whether his/her team will start on offense or defense.

B.
To choose the goal his/her team will defend.  The captain, not having the first choice of options for a half, shall exercise the remaining option.

Article 2. Change Periods.
Between the first and second and between the third and fourth periods, the teams shall change goals.  Team possession, number of the next down, and the zone line-to-gain remain unchanged.

Article 3. Start Each Half.
Unless moved by penalty, the ball shall be snapped on the 20 yard line to start each half.

SECTION 2. GAME TIME
Article 1.  Playing Time and Intermissions.
Playing time shall be 48 minutes, divided into two halves of 24 minutes each.  The intermission between halves shall be 10 minutes.  When overtime is used, there will be a 3 minute intermission.

Article 2.  Game Timer.
It is recommended that playing time be kept on a stop watch operated by the Back Judge.

Article 3.  Two Minute Warning.
Approximately 2 minutes before the end of the second and fourth periods the Referee shall stop the clock and inform both captains of the playing time remaining in that period.  The clock starts on the snap.  The Back Judge will announce to the captains the remaining time and status of the clock after every play during the final 2 minutes of the second and fourth periods.

SECTION 3. TIE GAME
Article 1.  Mandatory Meeting.
If a game ends with a tie score, the officials must bring all players and coaches of both teams to the center of the field.  They will discuss the tie breaker procedures and answer all questions prior to the coin toss.  After this meeting the captains will stay while the remaining players and coaches return to their respective team box.

Article 2.  Coin Toss.
A coin will be flipped by the referee to determine the options as in the start of the game.  The home team captain shall call the toss.  There will be only one coin flip during the overtime.  If additional overtime periods are played, captains will alternate choices.  The winner of the toss shall be given options of offense, defense, or direction.  The loser of the toss shall make a choice of the remaining options.  ALL OVERTIME PERIODS ARE PLAYED TOWARD THE SAME GOAL LINE.
Article 3.  Tie Breaker.
Unless moved by penalty, each team will start 1st and goal from the 10 yard line.  The object will be to score a touchdown.  An overtime period consists of a series of 4 downs by each team.  If the score is still tied after one period, play will proceed to a second period but no more than three periods per team to determine a winner, if any.  If the first team which is awarded the ball scores, the opponent will still have a chance to win the game.  Unless moved by penalty, they will start 1st and goal from the 10 yard line.  Tries will be attempted and scored as indicated in Rule 7.  If the defense intercepts a pass and returns it for a touchdown, they win the game.  If they do not return the interception for a touchdown, the series is over, the ball will be placed at the 10 yard line and the original defense will begin their series of 4 downs, if available.  Each team is entitled to one time-out only, during the entire overtime.

Article 4.  Tie Breaker During Super Bowl
After 3 attempts by each team to break tie, unless moved by penalty, each team will start all subsequent tries 1st and goal from the 5 yard line.

SECTION 4.  TIME-OUTS
Article 1.  Charged Time-Outs.
Each team is entitled to 3 charged time-outs during each half.

Article 2.  Length of Time-Outs.
A charged time-out requested by any player which is legally granted shall be one minute and can be shortened if both teams are ready.  Other time-outs may be longer only if the Referee deems it necessary.

Article 3. Coaches Challenge.
Each coach will be entitled to challenge a rule made on the field.  The challenge shall be ONLY on a rule, NOT a call.  Should the rule be upheld, the challenging team shall be penalized 15 yards.

RULE 4. BALL IN PLAY, DEAD BALL, OUT-OF-BOUNDS

SECTION 1. BALL IN PLAY - DEAD BALL
Article 1.  Dead Ball Becomes Live.
A dead ball, after having been declared ready for play, becomes a live ball when it is snapped legally.

Article 2.  Ball Declared Dead.
A live ball becomes dead and an official shall sound the whistle or declare it dead:

A.  When it goes out-of-bounds.

B.  When any part of the runner other than a hand(s) or foot (feet) touches the ground.

C.  When a touchdown, touchback, safety, or successful Try is made.

D. When the ball strikes the ground.

E.  When a runner has a flag belt removed legally by an opponent.

F.  When a runner steps out of bounds (one foot).

G.  When the ball is fumbled

RULE 5. SERIES OF DOWNS, AND NUMBER OF DOWNS

SECTION 1. A SERIES - HOW STARTED, HOW BROKEN, RENEWED
Article 1.  Series of Downs.
A team shall have 4 consecutive downs to advance to the next zone.

Article 2.  Zone Line-to-Gain.
The zone line-to-gain in any series shall be the zone in advance of the ball, unless distance has been lost due to penalty or failure to gain.  The zone line-to-gain shall be the 40 & 20 yard lines.

Article 3.  Awarding a New Series.
A new series of downs shall be awarded when a team moves the ball into the next zone on a play free from penalty; or a penalty against the opponents moves the ball into the next zone.

RULE 6.  SNAPPING, HANDING AND PASSING THE BALL

SECTION 1. THE SCRIMMAGE
Article 1. The Start.
All plays must be started by a legal snap from a point on the inbounds line.  There will be NO silent count (Example: quarterback must be heard calling down, set, hut).  Silent count penalty: unsportsmanlike conduct, 10 yard penalty.  The ball may be moved with approval by the Referee due to poor field conditions.

Article 2.  Ball Responsibility.
Offense is responsible for retrieving the ball after a down.  The Referee will place the ball on the scrimmage line.

Article 3.  Stances.
Offensive and Defensive linemen must use a 3 point stance.

Article 4.  Kicking.
No Kick-offs or punts permitted.

Article 5.  Running.
The quarterback can run with the ball past the line of scrimmage.

Article 6.  Play Clock.
A team will have 40 seconds to get play off.

Article 7. Blitzing.
One blitzing linebacker can remain standing.  All other linemen must use a 3 point stance.

SECTION 2.  LEGAL PASS
Article 1.  Legal Forward Pass.
All players, except for center, tackles & guards, are eligible to receive passes.

RULE 7.  SCORING PLAYS
SECTION 1.  TOUCHDOWN
Article 1. Touchdown Values
All touchdowns are 6 points.  1 extra point from the 3 yard line, 2 extra points from the 10 yard line.

Article 2. Interception on Extra Point Try.
An interception, by the defense, during an offensive extra point try that is run back for a touch down, shall result in two points for the defense, regardless of where the try was being attempted.

RULE 8. CONDUCT OF PLAYERS AND OTHERS

SECTION 1. UNSPORTSMANLIKE CONDUCT
Article 1.  Prohibited Acts.
There shall be no unsportsmanlike conduct by players, substitutes, coaches or others subject to the Rules.  Examples include, but are not limited to:

A. 
Attempting to influence a decision by an official.

B.  
Disrespectfully addressing an official.

C. 
Indicating objections to an official’s decision.

D.  
Holding an unauthorized conference, or being on the field illegally.

E.  
Using profanity, taunting, insulting or vulgar language or gestures.

F.
Intentionally contacting a game official physically during the game by persons subject to the Rules (DQ).

G.
Fighting an opponent (DQ).

H.
Leaving the team area and entering the playing field during a fight (DQ).

I.
Intentional clipping. (DQ).

Penalty: Unsportsmanlike Conduct, 10 yards, and if flagrant, the offender shall be disqualified.  In Article 1, sections F, G, H, & I the offender will be disqualified.  In Article 1, section E, the team will be penalized and an automatic first down.  Coach will be warned 1st time, 2nd time $25 fine, 3rd time suspended.  A parent who is out of line will result in the team getting a warning, the second time will be a 15 yard penalty and parent ejected from field.
Article 2.  Player Ejection.
Any acts of cheap shots, tackling, elbowing or other un-sportsman-like conduct not already covered, will result in the player being ejected from the game and will miss one additional game.  In addition to that, it will be an automatic first down.

SECTION 2. RUNNER
Article 1. Guarding the Flag Belt.
Runners shall not flag guard by using their hands, arms or the ball to deny the opportunity for an opponent to pull or remove the flag belt.  Penalty: 10 yards.

Article 2. Stiff Arm.
The runner shall be prohibited from contacting an opponent with extended hand or arm.

Article 3.  Helping the Runner.
The runner shall not grasp a teammate or be grasped, pulled or pushed by a teammate.  Penalty: 5 yards.

RULE 9. ENFORCEMENT OF PENALTIES

SECTION 1. PROCEDURE AFTER A FOUL
Article 1. Captain’s Choice.
When a foul occurs during a live ball, the Referee shall, at the end of the down, notify both captains.  He/she shall inform the captain of the offended team regarding the rights of penalty acceptance or declination and shall indicate to him/her the number of the ensuing down, distance to be gained, and status of the ball for each available choice.  The distance penalty for any foul may be declined.  If the penalty is declined or if there is a double foul, there is no loss of distance.  A captain’s choice of options may not be revoked.

SUMMARY OF FOULS AND PENALTIES
Loss of 5 Yards
1. Required Equipment Worn Illegally

2. Delay of Game (Dead Ball)

3. Illegally Conserving or Consuming Time

4. Substitution Rules Infractions

5. Encroachment (Dead Ball)

6. False Start (Dead Ball)

7. Illegal Snap (Dead Ball)

8. Offensive Player Not Within 15 Yards of the Ball

9. Infraction of the Scrimmage Formation

10. Player Out-of-Bounds When the Ball is Snapped

11. Offensive Player Illegally in Motion

12. Player Receiving the Snap Within 2 Yards of the Scrimmage Line

13. Illegal Shift

14. Intentionally Throwing a Backward Pass or Fumble Out-of-Bounds (Loss of Down)

15. Illegal Forward Pass (Loss of Down)

16. Intentional Grounding (Loss of Down)

17. Helping the Runner

Loss of 10 Yards
18. Illegal Player Equipment

19. Forward Pass Interference-Offensive (Loss of Down)

20. Forward Pass Interference-Defensive (Automatic First Down and ball placed at spot of foul)

21. Illegally Secured Flag Belt on a Touchdown (Loss of Down if by the Offense) (Automatic First Down if by the Defense)

22. Unsportsmanlike Player Conduct

23. Spiking, Kicking, or Throwing the Ball During a Dead Ball

24. Unsportsmanlike Conduct by Coaches, Substitutes or Others

25. Strip or Attempt to Strip the Ball

26. Contact with Opponent on the Ground

27. Throw runner to the Ground

28. Hurdle any Player

29. Contact Before or After the Ball is Dead

30. Unnecessary Contact of any Nature

31. Tackle the Runner

32. Roughing the Passer (Automatic First Down)

33. Illegal Offensive Screen Blocking

34. Guarding the Flag Belt

35. Stiff Arm

36. Obstructing or Holding the Runner

37. Batting a Free Ball

38. Illegal Kicking

39. Illegal Participation

40. Illegal Substitute/Replaced Player

41. Illegal Flag Belt Removal

42. No silent count 

Disqualification Associated with Certain 10 Yard Penalties
Flagrant Unsportsmanlike Player Conduct

Intentionally Kicking at or Swinging an Arm, Hand or Fist at any Opposing Player

Flagrant Spiking, Kicking or Throwing the Ball

Flagrant Unsportsmanlike Conduct by Players, Coaches, Substitutes or Others Subject to the Rules

Intentionally Contacting an Official

Flagrant Personal Fouls

Tackle the Runner

Intentional Tampering With Flag Belt-Offense (Loss of Down)

Intentional Tampering With Flag Belt-Defense (Automatic First Down)

