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THE GAME
QUARTERS
. 10 MINUTE QUARTERS ¢ RUNMING CLOCK
TIMEOUTS & PLAY CLOCK
+ TIMEQLITS - 1:30 SEC PER HALF
* PLAY CLOCK - 30 SECONDS
HALFTIME
*  HALFTIME IS 2 MIN
PLAYERS
*  MUST HAVE 5 PLAYERS TO BEGIN THE GAME
CLOCK STOPPAGE
REFEREE MAY STOP THE CLOCK AT THEIR OWM DISCRETION
AFTER THE PAT ATTEMPT {30 SECOMD PLAY CLOCK STARTS)
CLOCK WILL STOP WITH 1 MIN LEFT IN EACH HALF {ONLY APPLIES IF THE
SCORE IS WITHIN 19 POINTS.
SCORING
*  OFFEMSIVE TOUCHDOWNS ARE WORTH & POINTS
+ PAT 1 POINT, K-2, FOUR YARD LINE, 3-4 51X YARD LINE. 2 POINTS FROM
THE 10 YARD LINE
COACHES
+  OME COAGH IN THE HUDDLE. AFTER HUDDLE BREAKS GOWCH CAN HELFP
WITH ALIGHRENT. COACH 1S MOT ALLOWED TO CHANGE THE PLAY AFTER
THE HUDDLE |5 BROKEM (NO AUDIELES), 4 COACHES PER TEAM (DMLY 1
CAN BE ON THE FIELD AT A TIME).
OVERTIME
. COIM TOSE DETERMINES POSSESSION
. EACH TEAM 1 PLAY FROM THE 7 YARD LINE
. IF GAME |5 STILL A TIE, THE GAME ENDS IN A TIE

OFFENSE
POSSESSIONS
. ALL WEW POSSESSIONS INCLUDING ALL TURNCWVERS AND
TOUCHOOWNS BEGIN OMN THE 40
* AFTER EAGH PLAY BALL SPOTTED IN GENTER OF THE FIELD
INTERCEPTIONS! FUMBELES
IMTERCEPTIONS & FUMBLES ARE BLOWN DEAD (FUMELES ARE NOT LOST)
SPOTTING THE BALL
. AFTER EACH PLAY, BALL 15 SPOTTED IN CENTER OF THE FIELD
EE]"IEI'-.‘#L OFFENSE
BEFQORE A PLAY STARTS, JERSEY MUST BE TUCKED IN AMD BELTS AND
FLAGS PROPERLY SECURED.
CIMLY QME PLAYER IM MOTION AT A TIME
LATERALS ARE PERMITTED BEHIND THE LINE OF SCRIMMAGE
SPINMING IS PERMITTED, SPINNING OUT OF CONTROL IS NOT
MO JUMPING OR DIVING TO ADVANGE THE BALL
PASSING GAME
QB HAS A7 SECOND PASS CLOCK. PLAY 15 CALLED DEAD IF NOT THROWM.
*  IF BALL 15 HANDED OFF PASS CLOCK 15 NO LOMGER IN AFFECT
+ PASSES MUST BE THROWHN FORWARD AMD RECENED BEYOMND THE LINE
OF SCRIMMAGE. BUBBLE SCREEMNS ARE OK
SCREENING 15 ALLOWED
HEGEWIHG
ALL PLAYERS ELIGIBLE TO RECEIVE A PASS INCLUDING QB AFTER A HAND
OFF,
+  |F FLAG FALLS OUT WITH OUT COMTACT WITH A CATCH PLAY IS DEAD
WHERE THE CATGH WAS MADE
+ WH AND DEFENDER BOTH GCOME DOWWN WITH THE BALL, TIE GOES TO THE
WH
*  WH CANNOT GO OUT OF BOUNDS BEFOAE CATCHING A PASS
FIRST DOWNS
. 20 YARD LIME WITHIN 4 DOAWNS
. DEFENSIVE PENALTY OCCURS WITH THE RESULT BEING AMD

ALITOMATIC FIRST DIOWN
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RUNNING GAME
. MO LIMIT O THE AMOUNT OF HAMDOFFS PER PLAY
. QB CAN RUM ONLY IF HANDED THE BALL AFTER A
HAMD OFF PLAYER WHO TAKES A HANDOFF CAM
THROW A PASS
. THE RUMMER IS RESPONSIBLE TO avOID COLLIDING
WITH DEFEMDERS THAT LIE IN HIS OR HER PATH.
DEFENSE
GENERAL DEFENSE
+ DEFENDERS CANMNOT PASS THE LIME OF SCRIMMAGE
LINTIL THE BALL |5 HANDED OFF
+ DEFEMDERS CAN OMLY ATTEMPT TO GRAB THE FLAG
* |F DEFEMDER PULLS JERSEY OR SHORTS AND DOES
MOT LET GO A HOLDING PENALTY WILL BE CALLED
+ 1 YARD CUSHIOM BEFORE THE SMAP OF THE BALL

FLAG PULLING/GUARDING

OFFENSEIVE PLAYER CANMMOT USE ITS JERSEY, OR HAD
TO HIDE OR PROTECT THE FLAG

+ LEGAL FLAG PULL, CAN OMLY TAKE PLACE IF
OFFENSIVE PLAYER HAS CONTROL OF THE BALL

+ DEFEMDERS CAN DIVE TO PULL THE FLAG BUT CAMNNOT
TACKLE THE OFFENSIVE PLAYER

+«  NO STRIPPING OF THE BALL

+  FLAGS CAN ONLY BE PULLED OM A OFFENSIVE PLAYER
WITH POSSESSION OF THE BALL

NO RUN ZOMES
= k-2, 3 YARD LIME. 3-4 5 YARD LIME. A PASS MUST BE
THROWM FROM THESE YARD LINES, PLAY 1S BLOWN
DEAD IF A RUN QCCURS WITH A LOSS OF DOWN
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