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1. 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.

2. 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.

3. The offensive team takes possession of the ball at
its 5-yard line and has three (3) plays to cross
midfield. Once a team crosses midfield, it has
three (3) plays to score a touchdown.

4. |If the offense fails to score, the ball changes
possession and the new offensive team starts its
drive on its own 5-yard line.

5. If the offensive team fails to cross midfield,
possession of the ball changes and the opposition
starts its drive from its own 5-yard line.

6. All possession changes, except interceptions,
start on the offense’s 5-yard line.

7. Teams change sides after the first half.
Possession changes to the team that started the
game on defense.




Boundary Lines

The outer perimeter lines around the field. They include the sidelines
back of the end zone lines.

Line of Scrimmage

(LO% an imaginary lineunning through the point of the football and across
the width of the field.

Lineto-Gain

The line the offense must pass to get a first down or score.

Rush Line

Offense

An imaginary line running across the width of the field seven yards (int
defensive side) from the line of scrimmage.

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/
from passing the ball by pulling his/her flags or by blocking the pass.

Downs (12-3)
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must cross the line to gain to get another set of downs or to score.

Refers to the period of time that the play is in action. Generally used in re

Live Ball| to penalties. Live ball penalties are considered part of the play and mus
enforced before the down is considered complete.
Dead Ball| Refers to the period of time immediately before or after a play.
Sound made by an official usingvhistle that signifies the end of the play ¢
Whistle | a stop in the action for a timeout, halftime or the end of the game.

Inadvertent Whistle
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Charging

An illegal movement of the batiarrier directly at alefensive player who haj
established position on the field. This includes lowering the head or initig
contact with a shoulder, forearm or the chest.




An illegal act by the badlarrier to prevent a defender from pulling theall-
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Shovel Pass A jegal pitch attempted beyond the line of scrimmage.

Lateral | A hackward or sideway toss of the ball by tigk-carrierbeyond theLOS.

Unsportsmanlike Conduci

A rude, confrontational or offensive behavior or language.
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specific league before participating.

V. Equipment

1.

The league provides each player with an official flag belt and NFL FLAG teaniTjeaseswill use
footballs provided by their league.

Players must wear shoes. Cleats may not be allowed at certain locations. Thissp#icifeed in the
tournament details you receive prior to the tournament. However, cleats efbosedmetal are never
allowed andmust be removed.

Players may tape their forearms, hands and fingers. Players may wear gloves, elbamgpadsepads.
Braces with exposed metals are not allowed.

Players must remove all jewelry, hats andrdgs. Winter beanies are allowed.
t £ I & Ssbya fustdStdkked into shorts or pants if they hang below the belt line.

Werecommend players wear shorts or pants that do not have pockets. Shorts or pants with belt loops or
pockets must be taped. Games will not be delayed for a player to tape upfgocke

a. Flag belts cannot be the same color as shorts or pants.
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The field dimensions are 3@rdsby 70 yards
with two 10yardend zonesand a midfield
line-to-gain. Nerun zones precede each line
to gain by 5 yards. However, some
tournaments may use smalléelds because
of field space available or to complete
tournament scheduling on time.

No-run zones are in place to prevent teams
from conducting power run plays. While in
the norun zones (a fyard imaginary zone
before midfield and before the end zone),
teams cannot run the ball in any fashion. All
plays must beass playseven with a
handoff.

Stepping on the boundary lineconsidered
out of bounds.

Each offensive team approachesly TWO
no-run zones ireach drivglone zone 5 yards
from midfield to gain the first dowrand one
zone 5 yards from the goal line

to score a TD).
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VI. Rosters

1. Home teams wear dark color jerseys. Visiting teams wear light color jerseys.
2. Teams must consisff at least five players with a maximum of 10 players.

3. The league age cutoff is Augusf3Whatever age the player is on or before August 8ithat year is the
league ageExample. (i player turns 9 on Septemberot later, he is league age)

4. YSpstarts with7 on 7 playersand a minimum o6 for age 410 and 6 on &nd a minimum of 5 for ages 11
and up. TournamentTeams must start games with a minimum of five players. In the event of an injury, a
team with insufficient substitute players may play with four players on the field but no fewer than four.

5. YSAFLule: the opposing team will redudbe numbers of players to match the team with the short
number of players. 5 vs 5,vs6.

1. Games are played on4f-minute continuous clock with tw@0-minute halves unless one team gains a 28
point advantage, which will then end the game. Clock stops only for timeouts or injuries.

2. Halftime is one minute.

3. Each time the ball is spotted, a team has 30 seconds to shap the ball. Teams will oeesianing
before a delayof-game penalty is enforced.

4. Each team has one 3&cond timeout per half.
5. Officials can stop the clock at their discretion.

6. Inthe event of an injury, the clock will stop then restart when the injured player is removed from the field
of play.

7. If the score is tied at the end of 40 minuté@stournament and playoffs onlyan overtime period will be
used to determine a winneil here is no overtime during regular season gam@sertime formatis as
follows:




a.

A coin flip will determine the tea that chooses to be on offense or defense first.

| f 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 titgrwho

gets to choose to be on offense or defense to start out during every round of overtime.

The referee will determine which end of the field the overtime will take place on.
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2NJ (0 KS R-gardSinedoSt@aipoimisn 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 orttyeconverting a oneor two-point play of their own.

example Team A starts on offense and chooses to go for one point from-tregc
line and is successful. Team B is then on offense and can choose to either go for one point
from the 5yard line to tie and force a second round of overtime or to go for two points from
the 10vyard line for the win.

If the second team on offense in an atime round fails to beat or match the team that went first, the

team that went first wins.
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total score. The losing team will not receive any additional points.

Example: End of regulation time, score is1#4 Team A scores one point and Team B score two points.
Team B wins with a final score of-18. Points ar@nly added to total score from final round of overtime.

All regulation period rules and penalties are in effect.

There are no timeouts.

Touchdown:6 points

PAT(point after touchdown)L point (5-yard line) or2 points(10-yard line)
Note: 1-point PAT is pass onl2:point PAT can be run or pass.

A team that scores a touchdown must declare whether it wishes to attemgpairit
conversion (from the ard line) or a Zoint conversion (from the 19ard line).Any
change, one a decision is made to try for the extra point, requires a charged timeout.
A decision cannot be changed after a penalty. Interceptions on conversions cannot be
returned.

Safety:2 points(tournamentsonly)y 2 al FS{i & Qa8 RdzNAy 3 NB3IdzZ F NI I YSa | yR




a. A safetyoccurs when the baltarrier 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 boundknéeeir
or arm touches the ground, a fumble occurs in the end zone or if a snapped ball lands in or beyond the end
zone.

After one team is winning by 28 points or more, the game is over. O@8s0a morepoint advantage is
gained, no PAT will be attemptechd game will continue iscrimmagemode for remainder of the game.

5. Forfeits are scored 28 for the winning team.

IX. Coaches

1.

Coaches are expected to adhere to NFL aL
FLAG philosophies, coaching guidelines and
code of conduct.

Coaches are allowed on the field to direct
players according to need and division.

Coaches must move to the sidelines before
the snap of the ball.

5-6 coaches may remain on the field

7-8 coaches may run in a play but must be
off the field before the balis snapped.

The ball is live at the snap of the ball and remains live until the official whistles the ball dead.

The official will indicate the neutral zone and line of scrimmage.

I tis an automatic dead ball foul if any player afahse or offense enters the neutral zorRegardinghe
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move back behind the line of scrimmage.

A player who gains possession in the air issaered inbounds as long as one foot conaesvn in the field
of play.

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. This will result imgpartsmanlike conduct penalty.



















