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Word from the editor

The 2015 Flag Football rule book is the third redigdition. Compared to the major revisions in 212013, the
2015 revisions are smaller in scope, but the latigonal Rules Group will continue to make revisiassthe game
evolves going forward.

Important changes for 2015 are:

« Fumble definition added and now ruled differentiyrfi passes.

e Coin toss option added.

* New penalty for Pass Interference.

< lllegal contact fouls get an automatic first dowby Defense.

e Failing to return an opponent's flag added as aspbrismanlike act.

« New Signal for illegal participation and illegaltstiitution.

A lot of editorial changes have been made to imeribe English, and new drawings for officials' silgnhave been
added. The Interpretations are revised and somapgga have been added, others have been deleted.

The most significant change is the definition dfimble and a separate ruling. A fumble is no lorgmmalized but the
ball is dead when it hits the ground or is caughatbeammate.

The winner of the coin toss has now the optiortdat svith the ball in the first or second half.

The penalty for Pass Interference is changed tgaids from the basic spot. Additionally a loss ofw if by Offense
and an automatic first down if by Defense. Half ditance rules apply.

The penalty for illegal contact now includes aroaudtic first down if by Defense.

Failure to leave a pulled flag at or near the plabere it was pulled or immediately return it te thpponent from
whom it was pulled is now a foul.

Thanks for special assistance in improving thesrtbeErwin Aigner (AUT), Martin Cockerill (GBR), Cistian Freund
(GER), Roland Frei (SUI), David Fried (USA), Magriusuesgaard (DEN), Tsutomu Negishi (JPN), KK P&®R),
Toni Peltola (FIN), Alexandre Roger (FRA), Guidohtauri (SUI) and Robert St Pierre (CAN).

A special thank goes to Alexandre, Magnus and Mdoti their extra work in editing the rules.

If you have questions about the rules or interpiatia, feel free to contact me and the InterpretestiClub.

Wolfgang Geyer (AUT)

Member of IFAF Rules Committee
wolfgang.geyer@afboe.at

Cover: photography provided courtesy of hollyfottted by Wolfgang Geyer
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Flag Football Rules

IFAF Flag Football Rules are based on IFAF TacldetBall Rules.

To keep the Flag rules short and simple, a lohimigs are not explained. Only important or spettialgs have been
determined and ruled. Even so this Flag Footbakk&Book will cover everything to play Flag withdutowing the
Tackle rules. If there is a need for more informat{e.g. specifications of ball) you will have tmk in the Tackle
Rules Book (e.g. R 1-3-1). As a coach or officialiwill need to refer to and understand rule book as well as the
flag rule book.

The Football Code is an integral part of the Flagr  ules.

The referee will decide according to the Tackle rul  es on any ruling which is not covered by this Rule
Book.

Flag football is non-contact. Blocking, tackling an d kicking are not allowed.

The structure of these rules will follcthe Tackle Rules, bithe content and numbering will nnecessarily
corresponding.

National Changes

For national competition games it is possible targje rules as follows:

R 1-1-1 Field dimensions can be changed due to gamer age.
Length (excluding end zones) can be shorteneditmianum of 40 yd (36,60 m) or lengthened to a
maximum of 60 yd (54,90 m), end zones can be shedt¢o a minimum of 8 yd (7,30 m) and width can be
narrowed to a minimum of 20 yd (18, 30 m) or widgt@ a maximum of 30 yd (27,45 m).
Safety area cannot be altered.
It is possible either to reduce length and/or esnikz and/or width or to extend length (end zonegd) 0
and/or width. It is not possible to reduce lengtd axtend width or reverse.
Its recommended that if the field length is altetteeh the field width should be altered by half émeount by
which the length is altered in order to maintaie talative field dimensions.

R 1-1-1 Minimum field markings are side lines, glias and end lines.

R 1-1-1 Pylons or disk markers are only recommended.

R 1-1-1 Down indicator is only recommended.

R 1-1-1 Score board is only recommended.

R 1-1-1 Team rosters can consist of more than Zpa

R 1-1-1 Teams can have players of different sex.

R 1-1-4 Officials only recommended.

R 1-2-1 Game balls need not to be leather.

R 1-3-1 Flags need not to be pop-flags in youth game

R 1-3-1 Mouthpiece only recommended.

R 1-3-2 Head wear could be legal, if it does notaewysr or offend other players.

R 3-2-1 Time can be changed due to competition er ag

R 3-3-2 Number of Timeouts can be changed due to competiticage.

Indoor Flag Football

Additional possible changes:

R 1-1-1 Field dimensions can be changed as bigeagame site allows.
R 1-1-1 Marking of field will be made with pylons disk markers.

R 1-3-1 Shoes must have flat, not colored, not mdploiff soles.

R 3-2-5 Clock stops only in the last minute of ehalf.

R 5-1-1 Series of downs can be reduced to 3 downs.

R 5-1-1 Middle line can be deleted (no first dowrsgible).

All other rules are conduct rules and may not be al  tered.

Page 3 of 33



Flag Football Rules 2015

Diagram of Field

The field shall be a rectangular area with dimemsiand lines as indicated in the diagram.

Field dimensions:

Field of play: length 50 yd (45,75 m), additionabezones 10 yd (9,15 m), width 25 yd (22,90 m).
Total required space for one field including safatga is 76 yd (69,55 m) x 31 yd (28,40 m).
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Measurements shall be from the inside edges dfrtbe (goal line is part of end zone), width oEl§¥ inches (10 cm).
The no-running lines should be dashThe Z-point-try mark should be yard (0,9( m) long with the mid-point
12 yards (11,0 m) from the middle of the goal line.

Safety area is 3 yd (2,75 m) outside the side lamebthe end lines. The safety area need not bieaghar
If two fields are next to each other the minimurstaince in between is 6 yd (5,50 m).

Field equipment:

Pylons or disk markers shall be placed at the e¢erokthe 8 intersections of the side lines with goal lines and end
lines.

Disk markers can be placed at the intersectionkeo$ide lines with the middle line and no-runniings.

A down indicator shall be operated 2 yards outsidene side line.

A visible score board shall be operated near #id.fi
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RULE 1 Game, Field, Ball and Equipment

SECTION 1. General Provisions

ARTICLE 1. The Game

The game shall be played between 2 teams of nat than 5 players each, on a rectangular field dtidaregulation
ball. For details see Diagram of Field.

Team rosters consist of a maximum of 12 playeien(fhe field with 7 substitutes). Teams may plathvai minimum
of 4 players. If less than 4 players are availathie game is forfeited by the side that is unabligeld a team.

Teams can have only players of the same sex.

ARTICLE 2. Winning Team and Final Score

Each team shall be allowed opportunities to advémedall across the other team’s goal line by inmior passing it.
The teams shall be awarded points for scoring d@augito rule and the team having the larger scbteeaend of the
game, including extra periods, shall be the winrtegmm.

ARTICLE 3. Supervision
The game shall be played under the supervisionasfr@ore officials.

ARTICLE 4. Team Captains and Coaches
Each team shall designate to the referee no mareZiplayers as its field captains and no more ghemaches.

SECTION 2. The Ball

ARTICLE 1. Specifications
The ball shall be made of leather, new or nearly, of regulation size, weight and presswith no alterations. Each
team may use its own legal ball.

ARTICLE 2. Special Sizes

For women games youth size balls (ex. TDY) shoeldised.

For youth games aged under 16 youth size ballsT{@¥. should be used. Balls need not to be leather.
For youth games aged under 13 junior size ballsTBX¥) should be used. Balls need not to be leather

SECTION 3. Equipment

ARTICLE 1. Mandatory Equipment

Players of opposing teams shall wear jerseys dfasting colors. If the teams are using similasggs, the home team

has the option which team has to change jerseys.

a. Players of a team shall wear jerseys of the sarog, cut and style. The jerseys must be full-trend tucked into
the pants with contrasting Arabic numerals at |6asthes (15 cm) in height on baAll players of a team must
have different numbers from 1 to 99. Jerseys motsbe taped or tied in any manner.

b. Players shall wear shorts or pants of the sareg, @ut and style without pockets, press studdlips. Players
cannot tape or secure their shorts or pants to thisetegulation.

c. Tightly fixed flag belts with sockets and 2 flag®p-flags). Every effort must be made to keepftaggon each hip
of the player. These flags by a size of 2 inchn & 15 inch (38 cm) must not be altered or cue $backets must
not be glued or changed in any way and placeddi dmwnwards and outside. The flags must be cledslple,
hang down freely and must not be covered in anyliyathe player’s uniform. The flags have to be e @olor
different to all colors of the pants. Players, wtith deliberately manipulate their flags, will bgeeted from the
game.

d. All players must wear an intra-oral mouthpieca @isible color and with no pesticking out more than 0,5 inch
(1,25 cm).

ARTICLE 2. lllegal Equipment

Shoes with cleats longer than 0,5 inch (1,25 shgyp pointed as spikes or made of any metallieniad
Any kind ofshoulder pads, helmets or head wear (caps, hoaddahnas, headbands or similar).

Any kind of protectors which endanger other piaye.g. sharp edged knee braces).

Glasses nimedically prescribed and not made out of non-breaknaterial.

Jewelry must be removed or covered up completely.

Uniform attachments like towels or hand warmers.

Adhesive material, paint, grease or any othppsliy substance applied to equipment or on a @Egyenrson,
clothing or attachment that affects the ball oopponent.

h. Any electronic, mechanical or other signal devifer the purpose of communicating with a coach.

ARTICLE 3. Coaches Certification
Before the game the head coach shall give a rtstae referee and certify that all players hawerttandatory
equipment and have been informed what constitlieggl equipment.

@"poooTe
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RULE 2 Definitions

SECTION 1. Areas and Lines

ARTICLE 1. The Field

The field is the area within the safety area ardsipace above.

ARTICLE 2. Field of Play

The field of play is the area within the boundangs (side lines and end lines) other than thezenés.
ARTICLE 3. End Zones

The end zones are the 10-yard areas at both erids tiéld between the end lines and the goal lines

ARTICLE 4. No-Running Zones
The No-Running Zones are the 5-yard areas at btk ef the field in front of the goal lines.

ARTICLE 5. Goal Lines

Goal lines, one for each team, shall be establishegposite ends of the field of play. The gaa4 and goal line
pylons are in the end zone. Each goal line is giaatvertical plane separating an end zone fronfighe of play when
the ball is touched or is in player possessionptaee extends beyond the side lines. A team’s lguais the one it is
defending.

ARTICLE 6. Middle Line

Midway between the goal linesthe middle line. The line to gain for a new seis the middle of the field of pla(i.e.
the middle of the middle lir), hereafter called middle for short.

ARTICLE 7. In Bounds, Out of Bounds

The area enclosed by the side lines and end kni@shbiounds and the area surrounding and incluthegide lines and
end lines is out of bounds.

ARTICLE 8. Team Area

The team area is outside the safety area and betleao-running lines along the side line.

SECTION 2. Team and Player Designations

ARTICLE 1. Offense and Defense
The Offense is the team which puts the ball in gy snap, the Defense is the opposing team.

ARTICLE 2. Snapper

The snapper is the offensive player who snapsdhe b

ARTICLE 3. Quarterback

The quarterback is the offensive player who fiestisgpossession of the ball after the snap.

ARTICLE 4. Passer

The passer is the offensive player who throws allpgss.

ARTICLE 5. Runner

The runner is a player in possession of a live. ball

ARTICLE 6. Blitzer

The blitzer is a defensive player who crosses thiensnage line while the ball is live and before thearterback has
released the ball.

Blitzers can get the right of way, if they raiseedrand clearly above the head at least duringagtesecond before the
snap. The rush has to be immediately after the, spapk and straigtto near the point where the quarterback receives
the snap. If a blitzer is giving an invalid signalshingslowly, aimingat another spot «changing direction during the
rush, he loses the right of way.

ARTICLE 7. Player Out of Bounds

A player or ball is out of bounds whany part of his body touches anything out of bounds
ARTICLE 8. Disqualified Player

A disqualified player is one who is declared iniblig for further participation in the game.

ARTICLE 9. Home Team
If neither team is at its home venue or at tournan{@emese than 2 teamthen the team listed first will be designated
the hometeam. The secorlisted team will be the visiting team.
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SECTION 3. Down, Scrimmage and Play Classification

ARTICLE 1. Down

A down is a unit of the game that starts with alegpap after the ball is ready for play and endderwthe ball next
becomes dead. Between downs is the interval duvhigh the ball is dead. A play is the action betwé®e 2 teams
during a down.

ARTICLE 2. Scrimmage Line

When the ball is made ready for play the scrimmiaggefor each team is the vertical plane that paiseugh the point
of the ballclosest to its own goal line and extends to the Bies.

A player has crossed the scrimmage line if one gfants body has been beyond his scrimmage line.

ARTICLE 3. Forward Pass Play

A legal forward pass play is the interval betwegs 4nap and when a legal forward pass beyond thersage line is
completed or intercepted. Also any forward pasmfbehind the scrimmage line becoming incomplet®oched by
the defense is considered as forward pass play.

ARTICLE 4. Running Play
A running play is any live ball action other thamat during a legal forward pass play.
Passes completed behind the line of scrimmageeged &nd are running plays.

SECTION 4. The Ball Live or Dead
ARTICLE 1. Live Ball
A live ball is a ball in play. A pass that has get touched the ground is a live ball in flight.
ARTICLE 2. Dead Ball
A dead ball is a ball not in play.

ARTICLE 3. When Ball Is Ready for Play
A dead ball is ready for play when the ball is pldon the ground and the referee blows his whistle.

SECTION 5. Forward, Beyond and Forward Progress

ARTICLE 1. Forward, Beyond
Forward, beyond or in advanof denotes direction toward tlopposing team's end linBackward or behind denotes
the direction towards a team's own end line.

ARTICLE 2. Forward Progress
Forward progress is a term indicating the end shadement by the ball carrier or airborne passivecef either team
and applies 1the most forward point of the ball wherbecomes deaby rule between the etlines.

SECTION 6. Spots

ARTICLE 1. Enforcement Spot
An enforcement spot is the point from which thegignfor a foul is enforced.

ARTICLE 2. Dead ball Spot
The dead ball spot is the point at which the bedldmes dead.

ARTICLE 3. Spot of the Foul
The spot of the foul is the point at which thatlfoacurs. If out of bounds, it shall be transmittedhe side line. If
behind the goal line, the foul is in the end zone.

ARTICLE 4. Out-of-Bounds Spot
The out-of-bounds spot is the point at which thik liecomes dead because of being out of bounds.

SECTION 7. Foul, Penalty and Violation

ARTICLE 1. Foul
A foul is a rule infraction for which a penaltypsescribed. A flagrant foul is a rule infractiorattplaces an opponent in
danger of injury.

ARTICLE 2. Penalty

A penalty is a result imposed by rule against antfzat has committed a foul and may include onaare of the
following: loss of yardage, loss of down, automéditist down or disqualification. If the penalty iolves loss of a down,
the down shall count as 1 of the 4 in that series.

ARTICLE 3. Violation
A violation is a rule infraction for which no penbais prescribed, it does not offset a foul.

ARTICLE 4. Loss of a down
“Loss of a down” is an abbreviation meaning “lo§she right to repeat a down”.

Page 7 of 33



Flag Football Rules 2015

SECTION 8. Shift, Motion
ARTICLE 1. Shift
A shift is a simultaneous change of position by 2nore offensive players after the ball is readg bafore the snap.

ARTICLE 2. Motion
A motion is a change of position by one offensileypr after the ball is ready and before the snap.

SECTION 9. Handling of the ball

ARTICLE 1. Hand-off

Hand-off is successfully transferring player possasfrom one teammate to another without throwing.
ARTICLE 2. Pass

A pass is any intentional act to throw the balhiny directionA pass starts with any intentional movement oftthed
or arm with theball firmly in contro.

A pass continues to be a pass until it is compltoedplayer or the ball becomes dead.

ARTICLE 3. Fumble

A fumble is any act other than passing or succéssiuding that result in loss of player possession.

A fumble can only occur after a player gains poseassi a ball.

ARTICLE 4. Possession

Possession means the firmly holdinccontrolling a live ball.

ARTICLE 5. Batting

Batting the ball is intentionally striking it ortentionally changing its direction with the handsaoms.
ARTICLE 6. Kicking

Kicking the ball is intentionally striking the ballith the knee, lower leg or foot and is illegal.

SECTION 10. Passes

ARTICLE 1. Forward and Backward Pass

A forward pass is determined by the point wherebidiéfirst strikes anything beyond the spot of gfass. All other
passes are backward passes, even if it is lafgaedl{el to the scrimmage line).

A snap becomes a backward pass when the snappaseslithe ball, even if it slips from the hanchefsnapper.
ARTICLE 2. Crosses Scrimmage Line

A legal forward pass has crossed the scrimmagenliven it first strikes anything beyond the scrimmédge inbounds.
ARTICLE 3. Catch, Interception

A catch isthe act of firmly establishinand maintaining player possession of a live balligit. A catch of an
opponent’s pass is an interception. A player wiawés his feet to make a catch or interception marge the ball
firmly in his possession when he first returnshte ground inbounds with any part of his b@and maintain complete
and continuous control of the ball throughout thecpss of contacting the ground to complete a |If the player loses
control of the ball and the ball touches the grobatbre the process of the catch is complete thiembt a catch.
ARTICLE 4. Sack

A sack isthe removal of a flag (flag pull) from the quarteckwho is in possession of a live ball.

SECTION 11. Holding, Blocking, Contact and Tackling
ARTICLE 1. Holding
Holding is grasping an opponent or his equipmedtrast releasing it immediately.

ARTICLE 2. Blocking

Blocking is obstructing an opponent without contagimoving into his wayA moving offensive player who impedes
an opponent from getting to the runner or impediegal blitzer is guilty of blocking. A player stdimg still (with the
right of place) is not blocking, even if he is iattvyeen the runner and the opponent or in the waylbtzer.
ARTICLE 3. Contact

Contact is touching an opponent with impact. Tonghwithout an effect is no contact.

ARTICLE 4. Flag Pull

A flag pull isthe removal of one or more flafrom an opponent with hand(s).

ARTICLE 5. Flag Guarding

Flag guarding is an attemby the runner to avoid a flag pull by covering ftagy with any part of the body (hand,
elbow or leg) or with the ball. Flag guarding is@leaning the upper body forward (diving) or singig out a hand,
with or without the ball, towards the opponent taka it more difficult for the defender to reach flag.
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SECTION 12. Jumping, Diving, Spinning
ARTICLE 1. Jumping
Jumping is an attemjby the runner to avoid a flag pull by gaining exteaght compared to regular running.
ARTICLE 2. Diving
Diving is an attempby the runner to avoid a flag pull ithe forward leaninthe upper body, with or without jumping.
ARTICLE 3. Spinning

Spinning is an attemjby the runner to avoid a flag piby rotation of the body along the vertical axisirBjng is
legal.

SECTION 13. Right of Place (RoP), Right of Way (RoW )

ARTICLE 1. Right of Place

Right of place is given to a standiplayer. Standing means to remain at the spoimake no lateral movement.
Jumping vertically in order to throw or catch agor pulling a flag whilst standing still does novgiup the right of
place.

Right of place supersedes right of way when det@ngiwho is guilty of a foul.

ARTICLE 2. Right of Way

Right of way is given to player by rule who has established a direction of@ment and does not alter that direction.
A player with Right of Way has a higher priority @hdetermining who is guilty of committing a fohbn all players
except those with right of place.
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RULE 3 Periods and Timing

SECTION 1. Start of Each Period

ARTICLE 1. First Half

3 minutes before the scheduled starting time, ¢feree shall toss a coin at midfield in presendhefield captains
from each team, first designating the field captdithe visiting team to call the coin toss.

The winner of the toss wihave the option to put the ball in play first bgrap at its own 5-yard-lirin the first half or
in the second half; the loser shall designate whd line his team wiffirst defend.

There are no kickoffs.

ARTICLE 2. Second Half
In the second half, the teams shall defend the sifgpgoal line to the one they defended in the Fedf. Theteam not
starting with the ball in the first half, will ptite ball in play by a snap at its own 5-yard-line.

ARTICLE 3. Extra Periods (Overtime)

The tiebreaker system will be used when a gamiedsafter 2 halves and a winner has to be detednine

a. Aftera 2minute intermission, the referee shall declare tvigiod of the field will be used for the extra dovamsi
toss a coin at midfield as at the beginning ofghme.

b. The winner of the toss shall choose Offense dems®, with the offense to start each period.

c. No charged team timeouts will be granted.

d. An extra period shall consist of 2 series witbheeam putting the ball in play by a snap at tiddie line forone
series of down(no first down at middle), excewhen the defense scores durthe first series other than on the
try.

e. Each team retains the ball duritsyseries until it scores, includiitry downs (extra points for 1 or 2), or fato
score. The ball remains alive after a change ohtpassession until it is declared dead; the sé&sieaded even if
there is a second change of possession.

f. If after a period (with 2 series) the score il 8ed, a new period will be played.

g. The team scoring the greater number of pointgiduhe regulation and extra periods shall be dedlghe winner.

ARTICLE 4. Tournament Tie breaker system
If 2 or more teams in a tournament have the sataégercentage (win-tie-loss), the following steyph decide the
order of the teams:

1. Head to head percentage. 4. Total net point differential.
2. Head to head net point differential. 5. Totalpoints scored.
3. Head t head points scored. 6. Coin toss.

SECTION 2. Playing Time

ARTICLE 1. Length of Play and Intermission
The total playing time shall be 40 minutes, dividetd 2 halves of 20 minutes each, wal2 minute intermission in
between.
ARTICLE 2. Extension of Periods
A period shall be extended until a dc has been played which is free from live ball fdieiswhich the penalty is
accepted. If offsetting fouls occur during a dowmihich time expires, the down will be repeated.
No period shall end until the ball is dead andré#feree declares the period ended. [S14]
ARTICLE 3. Timing Devices
Playing time and 25-Second-Clock shall be kept witteme clock that may be either a stop watch tgebtay an
official or a game clock operated by an assistadeuthe direction of the appropriate official.
ARTICLE 4. When Clock Starts
When the game clock has been stopped by rulelitl#hatarted when the ball is legally snapped.
Exception: The game clock will start at the reads+flay when it was stopped at referee’s discretion
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ARTICLE 5. When Clock Stops

The game clock shall be stopped when each perigs, éor a charged team timeout, for an injury tiotear at
referee’s discretion.

Within the last 2 minutes of each period the clshall stop:

To award a first down, also after a change ofession.

To complete a penalty.

When a ball or runner goes out of bounds.

When a pass becomes incomplete.

When a score is made.

When a charged timeout is granted.

The game clock shall not run during a try withie thst 2 minutes, during an extension of a perroduoing an extra
period.

ocoukrwnpE

SECTION 3. Timeouts

ARTICLE 1. How Charged
The referee shall declare a timeout when he suspgagt for any reason. Each timeout shall be cltatg®ne of the
teams or designated as an official timeout. [S3]

ARTICLE 2. Charged Team Timeouts

An official shall allow a charged team timeout whequested by any coach or inbound player whebdlids dead.
Each team is entitled to 2 charged team timepetdalf.Unused timeouts may not be carried ovea subseque 1t
period.

ARTICLE 3. Injury Timeout

In the event of an injured player any official ndeclare an official timeout, provided the playeardom the timeout
is taken is removed from the game for at leastdmven.

ARTICLE 4. Length of Timeouts

A charged team timeout shall not exceed 90 secfthis includes the 25 seconds after the ready fay)pl

The referee shall notify both teams seconds before a charged timeout expires . seconds later shall declare the
ball ready for play (R 3-3-5).

Other timeouts shall be no longer than the refdemms necessary to fulfill the purpose for whidakythre declared.
ARTICLE 5. Referees Notification

Unless a visual game clock is the official timepiethe referee shall inform all coaches when approxinga2aiinutes
of playing time remain in each half.
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RULE 4 Live Ball, Dead Ball

SECTION 1. Live Ball - Dead Ball

ARTICLE 1. Dead Ball Becomes Alive

For the next down the ball shall be put in plaghatspot midway between the side i, laterally in line with the spot
where the ball was when it became dby rule, or at the spot where the ball has beecepldollowing completion of
an accepted penalty or to award a new series.

After a dead ball is ready for play, it becomeia ball when it is legally snapped. A ball snappefore it is ready for
play or is illegally snapped remains dead.

ARTICLE 2. Live Ball Becomes Dead

A live ball becomes dead and an official shall sbhis whistle when:

A balltouches anything out of bounds.

The runner goes out of bounds.

Any part of the runner’s body, except his hanfbot, touches the ground.

A runner simulates placing his knee on the ground

A pas:or fumble strikes the ground.

A teammate of the fumbler catches the ball.

A player becomes in possession of the ball vétkefr than 2 flags.

The flags of a player in possession of the ballnetepositioned correctly and the player himseheisponsible for it.
A touchdown, touchback, safety or successfubtgurs.

A foul which causes the ball to become dee.g. illegal kick or delay of pass) occurs.

TTSe@mecooTy

On an inadvertent whistle by an official, the b@ktomes dead and the team in possession may #feette put the
ball next in play wherit was declared dead to replay the down.
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RULE 5 Series of Downs

SECTION 1. A Series: Started, Broken, Renewed

ARTICLE 1. When to Award Series

A series of 4 consecutive scrimmage downs shadivigrded to the team that is next to put the ballay by a snap at

the begin of each period and after a score, safatghback or change of team possession. [S8]

A new series shall be awarded to the offense if:

a. ltisin legal possession of the ball beyond the aigdhen the ball is declared deand it is the first time in this
series that has happened. subsequent play or penalty brings the ball backnoktme middleand the ball is then
advanced across the middle line for a second tumiagl the same series, new first dowrshall beawarded.

b. An accepted penaliresults in or mandates a first down.

A new series shall be awarded to the defensitsawn 5-yard-lineif the offense following %4 downhas failed to score

or earn enew first down.

A new series shall be awarded to the defense atethé ball spot after an interception.

SECTION 2. Down and Possession after a Penalty

ARTICLE 1. Foul Before Change of Team Possession

If a penaltyis accepted for a foul that occurred during a dbefore any change of team possession, the balhgeho
the offense and the down shall be repeated, utiegsenalty also involves loss of a down, mandati@&st down, or
leaves the ball beyond the middle.

ARTICLE 2. Foul After Change of Team Possession

If a penalty is accepted for a fithat occurred during a down after change of teags@ssion, the ball belongs to the
team in possession when the foul occurred. Thedmxh shall be a first down.

ARTICLE 3. Penalty Declined

If a penalty is declined, the number of the nextdshall be whatever it would have been if thal frad not occurred.
ARTICLE 4. Foul Between Downs

If a foul occurs between downs, the number of & down shall be the same as that establishedebtfe foul
occurred, unless enforcemeof the penalty leaves the ball beyond the middithempenalty mandates a first down.
ARTICLE 5. Fouls by Both Teams

If offsetting fouls occur during a dowand both are accepted, the previous down shakbeated.
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RULE 6 Kicks

SECTION 1. Kicking

ARTICLE 1. lllegal Kick
A runner must not kick the ball, this foul causes ball to become dead.

PENALTY - 5yards, administer asdead ball foul. [S19]
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RULE 7 Snapping and Passing the Ball

SECTION 1. The Scrimmage

ARTICLE 1. Ball Ready for Play
a. No player shall put the ball in play before itéady for play. [S1]
PENALTY - 5yards, enforced from the scrimmage line. [S19]

b. The ball shall be put in play within 25 secontierathe referee has declared the ball ready fay.pl
PENALTY - 5yards, enforced from the scrimmage line. [S21]

ARTICLE 2. Starting With a Snap

After the snapper touches the ball, the snappermoalijft the ball, move it forward or simulate thtar of the snap.
Before the snap, the long axis of the ball musathéght angles to the scrimmage line.

A legal snap is handing or passing it backward fitsnposition on the ground with a quick and comtins backward
motion of the hand or hands and actually leavirghtand or hands in this motion. The snap needonot between the
snapper’s legs.

PENALTY - 5yards, enforced from the scrimmage line. [S19]

ARTICLE 3. Offensive Team Requirements

There is no minimum number of players at the liheasimmage.

a. After the snapper touches the ball and beforédlids snapped all players must be inbounds a@inihid their
scrimmage line.

b. All players of the offensive team must come t@abgolute stop and remain stationary in their postfor at least
1 full second before the ball is snapped or a madtarts.

c. No offensive player shall make a false start akena movement that simulates the beginning o&w pl

d. When the snap starts, one player may be in mdbiagtnnot in motion toward his opponent’s goal line

PENALTY - 5yards, enforced from the scrimmage line. [S19]

e. The quarterback cannot run with the ball pastitieeof scrimmage, unless he has released thabdllt has been
returned to him.

f.  When the ball isnapped on or inside the 5-yard-line going tow#indsopponent’s end zone (no-running-zone), the
offense has to make a forward pass play. If thetguzack or runner get deflagged behind the scrigentime
before a forward pass play has happened, it issnalfy for a run play within the no-running-zone.

PENALTY - 5yards, enforced from the scrimmage line. [S19]

g. The quarterback has 7 seconds to throw the ftatl @ceiving the snap. If this limit exceeded izl becomes
dead at the scrimmage line.
PENALTY - Lossof down at the scrimmage line. [S21 + S9]

ARTICLE 4. Defensive Team Requirements

a. Before the ball is snapped all players must betnds and behind their scrimmage line.

b. After the ball is declared ready for play no defe player may touch the buntil after the snap is complete.
c. No player shall use words or signals that disedm@pponents when they are preparing to put tHerbplay.
PENALTY -5yards. [S18]

d. Atthe snap, all blitzers have to be 7 or monelgaway from their scrimmage line. All other defiee players have
to stay behind their scrimmage line until the Ials been handed off, faked handed off or passettfie
quarterback.

e. A maximum of 2 blitzers can ask for the righta@fy. There is no requirement for a player requestingtrid way
to blitz. And a player may rush without requestiigint of way. If morethan 2 players simultaneously raise their
hand then all lose the right of way and it is &gl signel

f. A player who is less than 7 yards away from tiseiimmage line cannot raise his hand to simulategoa blitzer.

PENALTY - 5vyards, spot of foul isthe scrimmage line. [S18]

ARTICLE 5. Handing the Ball

The Offense may hand the ball off multiple timekibd the line of scrimmage.

a. No player may hand the ball to a teammate exaepffense player who is behind his scrimmage line.

b. No snapper may receive a forward hand-off

PENALTY - 5yards, enforced from the basic spot. [S19]
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SECTION 2. Passes and Fumbles

ARTICLE 1. Backward pass

A runner may pass the bbackwards provided they are behind the scrimmamgewihen they do so and it is prior to
any change of possession.

PENALTY - 5yards, also loss of down if by offense before team possession changes, enfor ced from the spot of
foul. [S35 + S9]

ARTICLE 2. Complete Pass
Any passor fumble caught by an eligible player touching ¢gimneund inbounds is completed and the ball consirine
play unless completed in the opponent’s end or a teammate of the runner catches the fumble.

ARTICLE 3. Incomplete Pass

Any pass is incomplete if the ball touches the gtbwhen not firmly controlled by a player. It aisdncomplete when
a player leaves his feet and receives the pad&rétuainds on or outside a boundary line. [S10]

When a forward pass is incomplete, the ball beldadke passing team at the previous scrimmagetliieis the dead
ball spot.

When a backward pass is incomplete, the ball belémghe passing team at the spot of the last psigse this is the
dead ball spot.

ARTICLE 4. Fumble
When a fumble hits the ground or is caught by enteate of the runner (fumbler), the ball is dead b&idngs to the
fumbling team at the spot of the last possesshos,is the dead ball spot.

ARTICLE 5. lllegal Touching

All inbound players are eligible to touch, bat atah a pass. The quarterback is only allowed tchcapass after it has
been touched by another player.

No offense player who goes out of bounds by himdeting a down shall touch a pass inbounds or waiflgorne.

If an offense player is forced out of bounds anthediately returns to the field of play, he is siigible.

PENALTY - Lossof down at the scrimmage line. [S9]

SECTION 3. Forward Pass

ARTICLE 1. Legal Forward Pass
A team may make one forward pass during each scrimmiagn before team possession changes, providguhtiseis
thrown from a point behind the scrimmage line.

ARTICLE 2. lllegal Forward Pass

A forward pass is illegal:

a. If thrown by an offense player who is beyondgbemmage line when he releases the ball.

b. If thrown after a runner has gone beyond thersoage line.

c. Ifitis the second forward pass by the offensend) the same down.

d. If thrown after team possession has changed gitinia down.

PENALTY - 5yards, also loss of down if by offense before team possession changes, enfor ced from the spot of
foul. [S35 + S9]

ARTICLE 3. Pass Interference

Pass interference rules apply only dura legal forward pass play up to the point whereptes is completed or falls
incomplete. Physical contact is required to esshblterference.

Pass interference is contact that interferes witopponent whilst the ball is in the air. It is thesponsibility of the
defensive players to avoid the opponents.

It is not pass interference when 2 or more eligidgyers are making a simultaneous fairlattempt to touch, bat or
catch the pass. Eligible players of either tearmretexyual rights to the ball.

PENALTY - 10 yards, enforced from the basic spot. L oss of down for fouls by Offense. [S33 + S9] Automatic

first down for fouls by Defense. [S33 + S8]

Note: Contact on a pass play before the pass lestbeown or if the pass does not cross the scrigantiae, is a
contact foul (R 9-1-1).
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RULE 8 Scoring

SECTION 1. Value of Scores

ARTICLE 1. Scoring Plays

The point value of scoring plays shall be:

Touchdown 6 Points. [S5]

Successful Try from 5 yd - 1 Point. [S5]

Successful Try from 12 yd - 2 Points. [S5]

Defense Touchdown on a Try - 2 Points. [S5]

Safety - 2 Points (points awarded to opponent)] [S6
Safety on a Try - 1 Point (points awarded to opptn¢S6]

SECTION 2. Touchdown

ARTICLE 1. How Scored

A touchdown shall be scored when:

a. The ball in possession of a runner advancing ftwrfield of play penetrates the opponent’s gioa (plane).
b. A player catches a pass in the opponent’s end.zon

SECTION 3. Try Down

ARTICLE 1. How Scored
The points shall be scored according to the paahias if the try results in what would be a touchdmr safety.

ARTICLE 2. Opportunity to Score

A try is an extra down with the opportunity fortest team to score 1 or 2 points.

a. The ball shall be put in play by the team thated a 6-point touchdown. If a touchdown is scatedng a down in
which time expires, the try shall be attempted. 3tmring team has to decide if it will go for 12points before
the ready for play.

The try begins when the ball is ready for play.

The snap will be midway between the side lineshenopponent’s 5-yard (1 point) or 12-yard (2 ps)itine.

The try ends when either team scores or thédd#ad by rule.

Penalties will require repeating the try or ressil a score or end the try.

If the try will be repeated after a penalty, ist#l worth the same value as before. No changg#eofsion (1 or

2 points) will be made before the try ends.

ARTICLE 3. Next Play
After a try, the ball shall be put in play by theponent on its own 5-yard-line.

®aooT

SECTION 4. Safety

ARTICLE 1. How Scored

Itis a safety when:

a. The ball becomes dead behind a goal line, exoaptan incomplete pass from outside the end zané the
defending team of this goal line is responsibletfigr ball being there.

b. An accepted penalty for a foul leaves the balbohehind the offending team’s goal line.

ARTICLE 2. Snap After a Safety
After a safety, the ball shall be put in play bg 8toring team at its own 5-yard-line.

SECTION 5. Touchback

ARTICLE 1. When Declared

It is a touchback when:

a. The ball becomes dead behind a goal line, exoaptan incomplete pass from outside the end zané the
attacking team of this goal line is responsibletfa ball being there.

b. A defense player intercepts a pass between yesdline and the goal line and the original mormentarries him
into the end zone.

ARTICLE 2. Snap After a Touchback

After a touchback, the ball shall be put in playthg defending team at its own 5-yard-line.
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RULE 9 Conduct of Players

SECTION 1. Contact Fouls

ARTICLE 1. Initiating Contact

Noplayershall intentionally contact an opponent or official

No player may step, jump or stand on anothergplay

No player may hold another player.

All stationary players have the rightplace and opponents must avoid contact.

The runnehas no right of way and is charged with avoidingtaot with opponents.

All offense players have the right of way as laga legal forward pass is still possible and defgriagersmust

avoid contact. When ttHforward pass is in the air all players have thatrtg play the ball, but not by targeting

(playing through) the opponent.

g. All eligible blitzerswho have made a legal signal have the right of aray offense players have to avoid contact.
Note: If there is no contact, it still could be ladk by the offense player.

PENALTY - 10yards, enforced from the basic spot. Automatic first down for fouls by Defense. [S38]

ARTICLE 2. Targeting an Opponent

a. Even with the right of way no player shall targetopponent and contact him.

b. No player shall try to attack a ball in possessiotake away the ball from the runner.

PENALTY - 10yards, enforced from the basic spot. Automatic first down for fouls by Defense. [S38]

ARTICLE 3. Game Interference
a. No substitute or coach mcontact or interfere in any way with the ball, aydr or an officie during the game.
PENALTY - 10yards, enforced from the basic spot. Automatic first down for fouls by Defense. [S38]

~0oo0OT

SECTION 2. Non-contact Fouls

ARTICLE 1. Unsportsmanlike Acts

a. Use of abusive, threatening or obscene languagestures, cengaging in such acts that provoke ill will or are
demeaning.

b. If a player is neither returning the ball to tiext spot nor leaving it near the dead ball spot.

c. If a player is neither immediately returning a pdliflag to the opponent nor leaving it near thd sgwre it has
been pulled. The players should prefer to retuenfldyg to the opponent.

PENALTY - 10yards, enforced from the basic spot. [S27]

ARTICLE 2. Unfair Acts
a. No player shall block an opponent.
PENALTY - 5yards, enforced from the basic spot. [$43]

b. No runner shall jump or dive.
PENALTY - 5yards, also loss of down if by offense before team possession changes, enfor ced from the spot of
foul. [S51]

¢. No runner shall commit flag guarding.

PENALTY - 5yards, also loss of down if by offense before team possession changes, enfor ced from the spot of
foul. [S52]

d. No player shall pull a flag from an opponent ott&n the runner or an opponent vsimulates being the runner.
PENALTY - 5yards, enforced from the basic spot. [S52]

e. No player shall kick a pass. This foul do notrgfeathe status of the pass.

PENALTY - 5yards, enforced from the basic spot. [S19]

f. Participation by 6 or more playersillegal.

PENALTY - 5yards, spot of foul isthe scrimmage line, enforced from the basic spot. [S22]

g. Coaches and substitutes may not be outside dne deea during a down.

PENALTY - 5vyards, spot of foul isthe scrimmage line. [S27]

h. No player wearing illegal equipment or missingnaetory equipment shall be permitted to play. Ayptawith a
bleeding wound must leave the field.
Players have to leave the field immediately ebeing ordered to do so by an official.

VIOLATION - Charged timeout. [S3] Penalty - 5 yards, if no timeout left. [S21]
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SECTION 3. Substitutions
ARTICLE 1. Substitution Procedures

a. Any number of legal substitutes for the offerest may enter the garto replace a teammate after the ball is dead
and before the snapper touches the ball.

b. Any number of legal substitutes for the deferesart may enter the garto replace a teammate after the ball is dead
and before the ball is snapped.

PENALTY - 5vyards, spot of foul isthe scrimmage line. [S22]
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RULE 10 Penalty Enforcement

SECTION 1. General

ARTICLE 1. Flagrant Fouls
A flagrant foul is a foul which endangers a platemjury and requires disqualification. [S47]
A disqualified player has to leave the team arehtha field.

ARTICLE 2. Unfair Tactics

If a team refuses to play or repeatedly commitdsfthiat can be penalized only by halving the distaor commit an
obviously unfair act not specifically covered by ttules, the referee may take any action he corssatpiitable,
including assessing a penalty, disqualify a playeroach, awarding a score, or suspending or forfethe game.

SECTION 2. Penalties Completed

ARTICLE 1. How and When Completed

A penalty is completed when it is accepted, dedlioecanceled. Any penalty may be declined by mnteaptain or
coach, but a disqualified player must leave theeggam

When a foul is committed, the penalty shall be clete before the ball is declared ready for play.

Only team captains and coaches may ask the referestions about rule clarification.

ARTICLE 2. Simultaneous With Snap
A foul that occurs simultaneously with a snap iesidered as occurring during that down, the spdowifis the
scrimmage line.

ARTICLE 3. Live Ball Fouls by the Same Team
When 2 or more live ball fouls by the same teanreperted to the referee, the referee shall expleralternative
penalties to the field captain of the offended teatmo then may elect only one of these penalties.

ARTICLE 4. Offsetting Fouls

If live ball fouls by both teams are reported te thferee, the fouls offset and the down is replaye
Exceptions:
1. When there is a change of team possession daidiagvn, and the team last gaining possession hafduled
before last gaining possession, it may declineetiifey fouls and thereby retain possession afteptetion of the
penalty for its foul.
2. When a live ball foul is administered as a dealtifbul, it does not offset and is enforced inerdf occurrence.

ARTICLE 5. Dead ball Fouls
Penalties for dead ball fouls are administered regply and in order of occurrence.

ARTICLE 6. Interval Fouls
Penalties for fouls that occur between the peravdsenforced from the spot of the next series.

SECTION 3. Enforcement Procedures

ARTICLE 1. Basic Spot

The basic spot is the scrimmage line.
Exceptions:
1. For offense fouls behind the scrimmage line bsic spot is the spot of the foul.
2. For defense fouls when the dead ball spot istmbyioe scrimmage line, the basic spot is the deddpot.
3. For fouls after a change of possession the Isasitwill be the dead ball spot. Only if the fosildn the last
related run from the team ending with possessichbehind the dead ball spot, the basic spot ispilo¢ of foul.

ARTICLE 2. Procedures

The enforcement spot for live ball fouls is theyioeis scrimmage line if not otherwise mentionethie penalty.

The enforcement spot for dead ball fouls is the sexkimmage line.

Dead ball fouls by both teams offset and the doaumts.

Fouls during or after a touchdown or try:

1. Fouls with 10 yard penalty by the no scoring teaming a touchdown, enforced on the try. Otheid@uwe declined
by rule.

2. Fouls after a touchdown and before the ballaslydor play on the try, enforced on the try.

3. Fouls with 10 yard penalty by the no scoring teaming a try, enforced on the next snap. Othelsfare declined
by rule.

4. Fouls after a try, enforced on the next snap.

ARTICLE 3. Half-Distance Enforcement
No distance penalty, including tries, shall exchald the distance from the enforcement spot tooffending team'’s
goal line.

Page 20 of 33



Flag Football Rules 2015

Philosophy of Enforcement
A quick guideline helping to understand the rules. The exact enforcement has be done by rule.

Technical fouls are enforced from the scrimmage.lin
Illegal snap, delay of game (the ball remains dead).
Delay of pass, illegal touch, encroachment, false start, illegal motion, illegal run play, offside, disconcerting
signals, illegal blitz, illegal blitzer signal, side line interference, illegal substitution.
Foulswhich can be made only by the runner are spot fandtinclude loss of down.
Illegal (forward and backward) pass, jumping, diving, flag guarding
An illegal kick by the runner makes the ball dead ¢he penalty is enforced as dead ball foul.
Fouls during the play will be enforced from theibapot.
Illegal hand-off, blocking, illegal flag pull, kicking a pass, pass interference, illegal contact, targeting, game
interference, illegal participation, unsportsmanlike.
The basic spcwill be the worst of thscrimmage lin and the spot of the foul for offense fouls andwlugst of the
scrimmage lin and thedead ba spot for defense fouls.
Live ball fouls by both teams during the play waffset and the down will be replayed.
Exception: The team last in possession can decfisetting penalties and keep the ball if it hasfooled before
getting the ball. The foul of the team last in pzsson will be enforced. (“clean hands principle”)
Fouls after a change of possession will be enfofited the dead ball spot. The worst spot principgéveen spot of
foul and dead ball spot will be used only on ttst fan.
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RULE 11 Officials' Duties

SECTION 1. General Duties

ARTICLE 1. Jurisdiction of Officials
The officials' jurisdiction begins with the coins®and ends when the referee declares the scate[8i4]

ARTICLE 2. Number of Officials
The game shall be played under the supervision(Bf &nd FJ), 3 (R, FJ and LM) or 4 (R, FJ, LM anlj Bfficials.

ARTICLE 3. Responsibilities

a. Each official has specific dutias prescribed in the IFAF Flag Football Officidl&nual buteach has equal
responsibility and jurisdiction in matters of judgnt.

b. All officials shall wear a uniform and equipmemescribed in the IFAF Flag Football Officials Mahu

SECTION 2. Referee (R)

ARTICLE 1. Position
The initial position of the referee is behind aodhe sideof the FJ in the offensive backfield.
Ona 2'man crew, the referee positioned and working like a Linesman.

ARTICLE 2. Basic Responsibilities

a. The referee has general oversight and contithleofjlame, is the sole authority for the score amdidcisions upon
rules and other matters pertaining to the gamdirzae

b. The refereshall inspect the field arreport irregularities to game management, coachéother officials.

c. The referee has jurisdiction over player equipimen

d. The referee shall indicate that the ball is refadyplay, shall direct the clock, shall time the-&cond-count, count
the number of charged timeouts, award new serieewhs and administer penalties.

e. The referee shall notify both head coaches ofd@sgualifications.

f. The refereeshall count the number of offense players.

g. After the snap, the refershall be responsible for ruling on the play behimel scrimmage line around the ball.
The referee is responsible for coverage of thetqulzack.

SECTION 3. Linesman (LM)

ARTICLE 1. Position
The initial position of the linesman is on the samage line at the side line with the down indicator

ARTICLE 2. Basic Responsibilities

a. The linesman is responsible for the operatioth@idown indicator.

b. The linesmaishall count the number of offense players and keepst of the downs.

c. The linesman has jurisdiction over the scrimmiageand his sideline.

d. Once the ball has crossed the scrimmage line osidisof the field, the linesmeshall be responsible for ruling on
the play around the ball. The linesman indicatesdod progress on his side to the referee.

SECTION 4. Field Judge (FJ)

ARTICLE 1. Position
The initial position of the field judge is 7 yardeep at the side line opposite to the down indicato

ARTICLE 2. Basic Responsibilities

a. On a -man crew the field judge is responsible for timihg game or supervising the game clock operator.

b. The field judgeshall count the number of defense players.

c. The field judge has jurisdiction over his sidelin

d. Once the ball has crossed the scrimmage line osidisof the field, the field judcshall be responsible for ruling
on the play around the ball. The field judge intbsaforward progress on his side to the referee.

SECTION 5. Back Judge (BJ)

ARTICLE 1. Position
The initial position of the back judge isor more yards deep at the side line with the dowdicator.

ARTICLE 2. Basic Responsibilities

a. The bacljudge is responsible for timing the game or supsémgi the game clock operator.

b. The back judgshall count the number of defense players.

c. The back judgshall be responsible for observing receivers opdeates anifor ruling on long passes and the
status of the ball in his area. The back judgecighs forward progress on deep plays to the referee
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Summary of Penalties

LEGEND: “O” refers to officials signal number; “RSA” is thele with section and article number, E referthi®

enforcement spot.

)
AUTOMATIC FIRST DOWN (AFD)
Defensive pass interferen[also 10 Yards] ...........ccooccuvuiivenees e eeeeerereereereeaaeeeeeeeseesensnees 33
Illegal contacalSo 10 YArAS] ......ccccuuuuiiiiieiieeie ettt e e e e e e e e e e e e e e e et eeeeaaaaaeeaeeeaeeee
Targeting[also 10 yards] .......cccceveeeeeeeeeenies i
Game interferenclalSO 10 YAraS] ..... .. e eeeiieiiiaaae e e e e et e e e e e e e e e aaaaeeeaaaannes

LOSS OF A DOWN (LOD)

D=1 F A A ol o T= L PP UPPUPPRRTRTPRN 21
11 T=To = (o T8 o 1o [T 9
lllegal backward Pass [AISO 5 YArTS] ....... e eeerrereeeeeeeeieeiieiissssrnrierrrrrreeeeeeeaeesessasesnnnnnnnnnes 35
Illegal forward pass [AISO 5 YArAS] .....eeiieeeeeeiiiiiiiiiiiiie e e e e e 35
Jumping Or DiVING [AISO 5 YAIUS] .....uuvveerimmmmreeeeeeesiesiissieitree e e e e e e e e e seesessssnnnsrnnreeeeesneneeans 51
Flag guarding [AlSO 5 YArdS] ........uuueeiiiiieiieeaa ettt e e e e e e e 52
Offensive pass interference [alSO 10 YAraS] coceeeiiueuiiiiiiiiieiiieiee e 33

LOSS OF 5 YARDS

legal KICK DY FUNNET ...ttt ettt e e e e e e e e e e ettt e e e e e eeeeaeaaeeees 19
11T o o U] o= T o PR 19
D CTF= | o)l T= Lo = P EESERSPR 21
1110 = U o= o R 19
g Tod o= T o1 4T= o} PP 19
1R ) = o PP PRPRRTRI 19
11 1=To = Ul o 4 o) i o] o I PP PU PP TURRRPRN 19
HIEGAI FUN PLAY ..o eeeee ettt ettt e e oottt et e e e e e e e e e eaeesaa e e nnnnbanbesannneeaann 19
(01557 T [ PP PRRRSTURPSTRI 81
DISCONCEITING SIGNAIS ...ttt e e e e e e e e e e e e e e e e et e e e e e e e aaaaaeaaeaeaaeaaaaneeas 18
11 T=To = U o] 2 PSSR 18
11 T=To F= U o] 11 7= = o | - 1R 18
lllegal hand-off

lllegal backward Pass [AISO LOD] .....uiiiiii oo e iis ittt e e e e e e e e aee e e e e s seesnnsnneeeseeeeeeeeeesneeeeans 35
Illegal forward Pass [AISO LOD] .....couiiiiiiiiiiaei ittt e bbb e e e e e 35
2] (oTed (1T PP U TSR 43
JumpPiNg OF DiVING [AISO LODY] ....uuutuitiiieetmmm e eeeiiittebbeeeeee et eeeaeaaaaaeaae e e s s s saaasbbssbeeeeeeeaaaaaaaaaaaans 51
Flag guarding [AlSO LODY] ......uuuuuiiiiiieieiaaaeeitetteeee ettt et e e e e e e e e e e e e e e s s e e s sseeeeeeeeaaaaaaaeaeaaesaaaaareeeas 52
11 T=To = U = o N o 10| SRR 52
[legal KICKING @ PASS ..eeeiiieiis it mmmmmr e e e e e eeeaeeeeaaesssssasssanssstanb s taeeeeeeeeeeeeessessassnannnnnsneeeensnnen 19
11 T=To F= U o F= Ly (o1 o T L1 o] o SR 22
Side lINE INLEITEIENCE ....oiiiiieieiiee et e e et e e et e st e nneeeees 27
[legal SUDSHIULION ...t ettt ettt e e e e e e e e e e e e e s aae b e b e s e e e e eeeeeaaaaaaaaaesanns 22
LOSS OF 10 YARDS

Offense Pass interference [alSO LOD] ......ccoiiiiiiiiiiiiiiaai e 33
Defense pass interferenCe [AlSO AF.......oooo oot e e snee s 38

11 1=To Fo ot g ¢= To3] = £=o 10 AN ol ) S 38
L= T e [= 1o = 1 S0 T AN o 0 RS 38
Game interferenclalSo AFD] .........coooiiiiiiiiieiie s e e e e e e e e e e e e e e e s e e s e s e n e e anaes 38
LU 1y 00 £ 1. =T 1SR 27

CHARGED TIMEOUT

Player with wearing illegal equipment not leavilgd ..............ccccouiiiiiiiiii e, 3
Player with missing mandatory equipment not leai@lgl ...............ccccoooiiiiiiiiiiiiit e 3
Player with bleeding wound not [aviNg fIeld ... 3

LOSS OF HALF DISTANCE
If distance penalty exceeds half the distanced@tial line ..............ccoooiiiiiiiiiiieeeem e,
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7-3-3 BS
9-1-1 BS
9-1-2 BS
9-1-3 BS

Bl SL
7-2-4  SL
7-2-1 SF
7-3-2 SF
9-2-2 SF
9-2-2 SF
7-3-3 BS

6-1-1 DB
-141 DB
7-1-1DB
-12 DB
7-1-3SL
7-1-3 SL
Bl SL
Bl SL
7-1-4  SL
7-1-4  SL
7-1-4 SL
A41- SL
1 BS
7-2-1 SF
7-3-2 SF
-2 BS
9-2-2 SF
9-2-2 SF
22 BS
9-2-2 SB
9-2-2 BS
9-2-2 LS
9-3-1 SL

7-3-3 BS
7-3-3 BS
9-1-1 BS
9-1-2 BS
9-1-3 BS
9-2-1 BS

9-3-2 DB
9-3-2 DB
9-3-2 DB
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Official Flag Football Signals

».
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S3 S5 S6
5 6
= s
": | e ﬁ "‘
!
Stop the clock | el Bemg
Touchdown Safety
S9 S10 S14
8 9 14
0
I s
_ Wiﬁ( g »
u -.- I ncomplete pass
First Down L oss of down End of period
S18 S19 S21 S22
18 21 22

>,
il

.

Offside Defense False start Delay of game Illegal participation
Illegal Blitz Illegal procedure Delay of pass Illegal substitution
S27 S33 S35 S38

lﬂ

|

Illegal block

Disqualification

Unsportsmanlike conduct Pass | nterference lllegal forward pass Illegal contact
Illegal backward pass
S43 S5l S52
52
. b A

Jumping
Diving

iﬂ‘h

Flag guarding
Illegal Flag pull
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INTERPRETATIONS

A rule interpretation, or approved ruling (AR), is@ffficial decision on a given statement of factsdrves to illustrate the
spirit and application of the rule.

AR 1-3-2 lllegal Equipment

I.  One or more players of a team are using very \palgs or skirts.

RULING: lllegal equipment. This kind (pants oiskirts is not necessary for playing. liobvious that the playeare
trying to gain an advantage.

AR 3-2-4 Playing Time
I.  During the last 2 minutes of a half the clock bagn stopped to award a first down.
RULING: Clock will start on the snap.

Il. The pass is incomplete, the ball rolls far aviieym the field,and no player helps the officials to get the batilb
to the scrimmage line.
RULING: The referecshall stop the clocat his discretion and the clock will start on teady.

AR 5-1-1 New Series

I. 2 & middle at the 19-yd-line, the run is stopdhe middle line. The ball is spotted with itsaeageaching 1 inch
into the 4 inch wide middle line.

RULING: No first down, the middle of the field ofgy is at the middle of the middle linShould the ball reach
3inches into the middle line, it would be a firstvo

II. 1 & goal at Bs 19-yd-line, the quarterback geasked at As 23-yd-line.
RULING: 2 & goal at As 23-yd-line, no new first davpossible.

Next play: Team A completes a pass at Bs 13-yd-line

RULING: 3 & goal at Bs 13-yd-line, no new seriedl\we awarded.

AR 6-1-1 lllegal Kick

I. 4 & middle at the 9-yd-line, the quarterback makepunt to get the ball away.

RULING: Penalty for illegal kick. The ball becomésad, the series ends by downs and the penaltpevitinforced at
the next scrimmage line. 1 & middle for the oppdretrthe 10-yd-line.

AR 7-1-3 lllegal Run

I. 2 & middle at the 24,5-yd-line, the quarterbacik®es a step forward and stretch the ball over tidellsmbefore he
get deflagged.

RULING: No First Down. Penalty for illegal run. 2 &iddle at the 19,5-yd-line.

NOTE: Same ruling applies at the goal line. Tecalhydt would be an illegal run play in the no-rung zone too.

II. 2 & middle at the 19-yd-line, the quarterbackkas a roll out and steps forwejust beyond his scrimmage line
and get deflagged before he throws a pass by adf@ositioned less than 7 yd from the scrimmagedt the
shap.

RULING: Penalty for illegal run, no penalty foratjal blitz. When the quarterback has crossed ttimsage line
(R 2-3-2) all defenders have the right to pull flag of the runner. 2 & middle at the 14-yd-line.

NOTE: A technically crossing of his scrimmage limethe defender at the flag pull will be ignored.

lll. 2 & goal at the 4-yd-line, the quarterback tiwoa pass which is deflected by a defense play@ntehe
scrimmage line. The quarterback catches the bdlrams into the end zone.
RULING: Touchdown, no illegal run. A pass touchsegdtlhe defense is considered as a forward pasqBl2y3-3).

AR 7-1-4 Blitzer

I. A defense player (#46), positioned 6 yd away fittin scrimmage line, raises his hand.

RULING: Penalty for illegal blitzer signal.

NOTE: Try to inform the player before the snap withlumber 46 you are just 6 yd away from the scrimge line.” If
the player is adjusting his position before thepsitlaere will be no penalty.
If the player is blitzing without adjustment, hesh RoW to the quarterback and it is a penalty.
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Il. A defense player, positioned 7 yd away from shemmage line, raises his hand fcsplit second or raises his
hand before the snapper touches the ball or raisdsand just at shoulder level.

RULING: Itis an invalid signal (R 2-2-6). If thdgyer is blitzing, he has no RoW to the quarterbéck no penalty.

NOTE: Inform the player before the next down toegévclear signéo get the RoW.

Ill. 3 or more blitzers are giving simultaneouslglaear signal for getting the RoW.
RULING: Penalty for illegal blitzer signal. No kigr will get the RoW.

IV. 2 blitzers are giving simultaneously a cleamsigfor getting the RoW. Before the snap one ofrtligops his hand
and afterwards another defender, positioned 7 yaydwm the scrimmage line, raises his hand fdearcsignal
and holds it through the last second before thp.sna

RULING: No penalty for illegal blitzer signal. THeblitzers last giving the signal get the RoW.

AR 7-2-1 Backward pass

I. 2 & middle at the 3-yd-line. The quarterback theoa backward pass from his end zone out of botmdsgoid a
sack.

RULING: No penalty, but it is a safety.

II. 2 & middle at the 3-yd-line. The quarterbackaiws a backward pass from the 1-yd-line out of bsudavoid a
sack.
RULING: No penalty. Next play 3 & middle at the #l-ine.

AR 7-2-2 Complete pass

I.  Two opposing players get in possession of a p&dle both are off the ground, and both playerarmet
simultaneously to the ground inbounds.

RULING: Simultaneous catch, the ball is awardeth®passing team (R 2-10-3).

NOTE: If opposing players do not return to the grdgimultaneously, the player first touching theuyd inbounds
with possession is awarded the completion.

Il.  An airborne player receives a pass. He graspdétl firmly in his hands, and as he is returrtimgard the
ground, the nose of the football touches the grdagfdre any part of his body. tretains firm control of the ball
as he returns to the ground inbounds and the bal dot comloose.

RULING: Completed pass.

Ill. An airborne player receives a pass. He grakpsall firmly in his hands and any part of his ypéauches the
ground inbound. Immediately upon hitting the grouth@ ball comes loose and in a second effortébeiver still
being inbounds regains control of the ball.

RULING: Complete pass.

IV. An airborne player receives a pass. He graspddil firmly in his hands and the ball or any pzfrhis body
touches the ground inbound. Immediately upon lgtthe ground, the ball comes loose and touchegrthend.

RULING: Incomplete pass. An airborne receiver muaintain control of the ball if going to the grouimtthe process
of completing a catch.

V. An offense player catches the ball in the air batbre he returns to the ground a defense playmacts him and
he lose control of the ball. The ball falls to tireund.

RULING: Incomplete pass and defense pass interferefhe pass was not completed (R 2-10-3) andbthiieotcurred
while the ball was in the air.

VI. An offense player on the right side of the figjdts contacted by a defender before the ball as throwrby the
guarterback. The pass falls incomplorethe left side of the field.

RULING: lllegal contacby the defense. It is a foul to contact an oppowhether the ball is thrown towards him or
not.

VII. An offense player catches the ball in the aidastill in the air makes a backward pass to amaiffense player.
The second offense player advances the bafurther yardage.

RULING: Legal play. The pass was caught but notgleited and the status of the ball will be still flist pass
(R 2-9-2). The pass is completed with the secomchcand the contact with the ground (R 2-10-3).

NOTE: It would be the same ruling if the pass & fwuched and the ball bounce forward or backward.
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AR 7-2-4 Fumble

I. 2& middle at the 1-yd-line. The runner loses control of the ball (fumkdé}the 2-yd-line and the ball hits the
ground at the 1-yd-line.

RULING: Ball is dead, no penalty. Next pla & middle at the 2-yd-line.

NOTE: It would be the same ruling if the ball Hit® ground at the i-yd-line (forward fumble). Also it will be the
same ruling if a teammate of the fumbler catchedbll.

AR 7-3-1 Forward pass

I. 2 & middle at the 3-yd-line. The quarterback thsoa forward pass from his end zone to the groara/oid a
sack.

RULING: No penalty, there is no intentional grounglin Flag Football. Next play 3 & middle at thegg@ine.

II. 2 & middle at the 7-yd-line. The quarterbackaiws a high forward pass from behind the scrimmagednd
catches his own pass for a 10 yd completion.

RULING: Penalty for illegatouching, the quarterback can catch his own palysafier another player has touched it
(R 7-2:5). Next play 3 & middle at the 7-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbackdtvs a forward pass from behind the scrimmage timepallis
deflected by another player (defense or offensd)raturns to the quarterback’s hands.
RULING: No penalty for illegatouching, the quarterback can advance the balt2F5Y.

IV. 2 & middle at the 15-yd-line. The quarterbackasubles to avoid the blitzer runs to the 17-yd-tmel throws a
complete pass to the 23-yd-line.

RULING: Penalty for illegal run, 5 yards from therismmage line (R 7-1-3). Penalty for illegal forwagrass, 5 yards
from the spot of foul and a LOD. Defense has th#goodor 2 & middle at the 10-yd-lir (illegal run) or
3 & middle at the 12-yd-lir (illegal pass).

AR 8-3-2 Penalty on a Try
I.  Ona l-point try there is an accepted penaltythedry will be repeated from the 10-yd-line.
RULING: Offense can make a pass or run play fooibtp

II.  On a2-point try there is an accepted penaliy the try will be repeated from the 7-yd-line.
RULING: Offense can make a pass or run play fooiats.

Ill. On a 1-point try there is an accepted penaity the try will be repeated from the 2,5-yd-line.
RULING: Offense can make only a pass play for Ihpoi

IV. On a 2-point try there is an accepted penaliy the try will be repeated from the 2-yd-line.
RULING: Offense can make only a pass play for 2ifsoi

V. During a try the runner commits a flag guardinghe 3-yd-line and scores.
RULING: Penalty for flag guarding with LOD. No septthe try ends.

AR 8-4-1 Safety

I. 2 & middle at the 7-yd-line. A blitzer grabs thants of the quarterback in the end zone. The eumtk throws
an incomplete forward pass.

RULING: Penalty for illegal contact (holding) enfed from the 7-yd-line. Next plel & middle at the 17-yd-line.

II. 2 & middle at the 7-yd-line. The quarterbackiie end zone holds the ball in front of the flaghesdefendetries
to pull it. The defender misses the flag and ttendquarterback throws a complete pas:afbd ydgain.
RULING: The penalty for flag guarding will be enéad in the end zonresulting in a safety.

AR 9-1-1:R Right of Place, Right of Way

I. A defense player is lining up close to the scriag® line in front or next to a receiver (man cogeja

RULING: The receiver has to avoid contact for tinstfsteps, because the defender has the RoP. Whelefender
starts to move he loses the RoP and hiavoid contact with the receiver and give room f& pass route.
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Il. A defense player is lining up close to the seriage line in front of a receiver. At the snap hezesoimmediately
inside and collides with the receiver also goingaals the middle.

RULING: lllegal contac foul by the defense. Athe defender moved he lost the RoP archarged with avoiding
contact. The receiver has to avoid the place wtrerelefender standat the snap, but not to anticipate where
defender will move.

lll. A defense player iin zone coverage and lookiafjthe quarterback. An offense player is runracross the field
andhits him from behincon purpose.

RULING: Targetingby the offense. Evewith right of way,an offense player is not allowed to target andhit
opponent. (R 9-1-2)

IV. A defense player is squeezing the runner towttidsside line. The runner tries to stay inbounyglkdeping his
lane and contacts the defender.
RULING: lllegal contacby the runner. The runner has to avoid contachadseno RoW.

V. Two defense players squeeze the runner in betdtwan. The runner tries to hit the gap betweerbtib
defenders and contacts the defender(s).
RULING: lllegal contacby the runner. The runner has to avoid contact xean this stops the play.

VI. A receiver makes a catch standing with his badkéadefender, who closes in to make the flag jdl stops,
establishing his RoP due to his now being statypniiter the catch the receiver turns around atsihet and
wants to run for extra yardage. In the act of mgkhe turn the receiver contacts the defender.rébeiver then
runs away from the defender and after gaining sextia yardage the receiver is deflagged.

RULING: No penalty for illegal contact. The receaidnes not lose his RoP by turning. 2-13-1)

NOTE: An extra movement of the receiver (or theedekr) which caused contact to be initiated woetdlit in a foul
for targeting.

AR 9-1-1:B Blitzer

I.  After the snap a blitzer, who has given a clégma, is runnincquickly towards the quarterback and a receiver
running an in route has alter direction to avoid him.

RULING: No penalty. A receiver has to give the it the RoWIf the blitzer had not made a signal to gain RoW it
would have been a defense foul for blocking.

Il.  After the snap a blitzer, who has given a clgignal, is runnincquickly towards the quarterback and a receiver
running an in routblocks orcontacts him.

RULING: Penalty for blocking (5 yd) or illegal cat @Qyd) against the offense. The offense players haavoid
the blitzers' rushing lane(s).

lll. After the snap a blitzer, who has given a clsiginal, is runninslowly towards the quarterback and a receiver
running an in routis blocked oicontacts him.

RULING: Penalty for blockin (5 yd) or illegal contact (1yd + AFD) against the defense. A blitzer has th&\Ranly
if he rushes quickly (R 2-2-tand the offensplayers have the chance to calculateblitzers' rushing lane(s).

IV. A blitzer, who has given a clear signal, is rughtowards the quarterback and as the quarteritacts to roll out
the blitzer changes his direction.

RULING: The blitzerloses RoW whehe changes direction. He has to take care nobikld receiver aft: altering
the direction of his rush.

V. A blitzer, who has given a clear signcontacts thistationary snapper.
RULING: Penalty for targeting (10 ' + AFD) against the defense. The RoP is more wibdh the RoW (R 2-13-2).

VI. A blitzer, who has given a clear signal, is nimghtowards the scrimmage line but stops beforerbsses it.
RULING: No penalty. The blitzedoes not have to cross the scrimmage line, bubdesithe RoVwhen he stops and
will have to avoid the offense playethereafter.

VII. A receiver is crossing the lane of the blitze)o has given a clear signal. The blitzer trieavoid contact but still

runs into the receiver.
RULING: Penalty for illegal contac1Qyd) against the offense.
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VIII. A receiver is crossing the lane of the blitzesho has given a clear signal. The blitdoes not try to avoid contact
and runs into the receiver.

RULING: Penalty for blocking (5 yd) against theafte and penalty for targeting (1( + AFD) against the defense,
the fouls will offset.

IX. The blitzer stops in front of the quarterbacteathe ball is released and touches him with tredk at the hip.
RULING: No penalty for the touch, because contas to have an impact.

X. The blitzer stops in front of the quarterbacleathe ball is released and pushes him with theldhanthe hip, the
quarterback has to make 2 steps to regain balance.
RULING: Penalty for illegal contact defense.

XI. The blitzer stops as the quarterback released#fi, the natural throwing movement with a steqvard brings
the quarterback in contact with the blitzer.
RULING: No penalties for the contact, both playars standing and have the Fin the meaning of 2-13-1.

XIl. The blitzer jumps straight in the air as theagjerback starts to release the ball, the quarnt&riveakes 3 steps
forward after he has thrown and contacts the llitze

RULING: Penalty for illegal contact offense. Théxér has the RoP even if he jumps. If the momendéithe jump
would carry the blitzer into the quarterback, itubbe a defense foul.

XIlI. The blitzer jumps forward to deflect the bal the quarterback starts to release the ballarahées the ball before
it leaves the hand of the quarterback or touchesrthefthe quarterback after the ball left his hand.
RULING: Penalty for targeting, because the poinatbdick was a ball in possession of a runner (R29-1

AR 9-2-2 Flag pulling

I.  Arunner is waving his hands near his hips a®secdefender tries a flag pull. There is no canat the defender
misses the flag.

RULING: Penalty for flag guarding. Thedoes not have to be contact in order to disadvarttagy defens¢A hand (or
ball) waving in front of the flag makes it morefditilt to reach.

II.  Arunner is waving his hands near his hips é&ralefender tries a desperate flag pull. Thermisontact and the
defender misses the flag a distance.
RULING: No penalty. There has be a serious attempt to méthe action of the runner a foul.

Ill. A runner is running towards a defender and befihey meet he bends his upper body forward.
RULING: Offense penalty for diving (R 2-12-2). The defenldas to avoid the head and body of the ruand the
runner's actions in this instance make it moredatiff for him.

IV. A runner is running towards a defender and pefbre they meet he stretches out the ball foru@gain extra
yardage before get deflagged.

RULING: Penalty for flag guarding. The defender lmavoidcontact with the ball in player possession and the
runner's actions in this instance make it moreatiff for him.

V. Arunner is chased by a defender and just bdfergetscaught he stretches out the ball forwargain extra
yardage beforgetting deflagged.
RULING: No penaltyAs the flag pullis from behincthe extension of the ball does not obstruct therdr.

VI. A blitzer pulls the flag of the quarterback juEsplit second after the ball has been thrcHe keeps the flag and
starts to move toward the receiver in order to édpeammates to stop the play.

RULING: No penalty for illegal flagoull as the defense has the r to make a serious attemHowever, there is a
penalty for an unsportsmanlike act for keepingfthg. The blitzer has to hand over the flag immesdjaor put it
on the ground before he starts to run towardsebeiver.

VII. After the quarterback has thrown the ball, tiézer continuouhis rush anqulls the flagof the quarterback.

RULING: Penalty for illegal flag pull. Thiprevents the quarterbafrom running with the bashould he get it back
later on a trick play.
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VIII. The defender pulls the flag right at the morhas the receiver touches the . The receiver muffs the ball and
makes the completicat the second attempt.

RULING: No penalty for illegal flag pull. The defdarmay anticipate the completithat would turn the receiver to a
runner and need not to wait for the catch.

NOTE: In this case the runner may not advance #fidobcause it is dead if a runner has fewer thaga. (F 4-1-2-g)
Even when there is an illegal flag pull (before theching of the ball), the runner may not advatheeball but
will get extra yards by penalty.

AR 10-2-4 Offsetting fouls

I. 2 & middle at the 7-yd-line. The quarterback thisoa complete pass or interceptiotA915-yd-line. Before the
catch the snapper blocks the blitzer at the 10ky&ldnd a defendcontacts a receiver at the 20-yd-line.

RULING: Offsetting penalties, the down will be rapéd.

II. 2 & middle at the 7-yd-line. The quarterbackdiws an interception iAs 15-yd-line which is returned to the
6-yd-line. Before the catch the snapper blocksbttizer at the 10-yd-line and on the return thézbeli blocks the
shapper at the 12-yd-line.

RULING: The defense can decline offsetting pensaltiad keep the ball. Basic spot is the spot of fbél goal from
the 17-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbackdtvs a pass which is interceptecAst15-yd-line and returned to
the 6-yd-line. Before the catch a defencontacts a receiver at the 10-yd-line and on themehe snapper holds
(illegal contact) the runner at the 12-yd-line.

RULING: Offsetting penalties, the down will be rapéd.

AR 10-3-1-0 Basic Spot Enforcement Offense fouls

I. 2 & middle at the 7-yd-line. The quarterback d¥back and is sacked in the end zone. The snappekdibe
blitzer at the 10-yd-line.

RULING: The basic spot is the scrimmage . The penalty will be enforced from the 7-yd-li2e& middle at the
3,5-yd-line. Declining willresult in a Safety.

II. 2 & middle at the 7-yd-line. The quarterback plsback and is sacked at the 1-yd-line. The snappekblthe
blitzer in the end zone.

RULING: The basic spot is in the spot of f. The penalty will b nforced in the end zorresulting in a Safety.
Declining will bringup 3 & middle at the 1-yd-line.

Ill. 2 & middle at the 7-yd-line. The quarterbaclogsback and is sacked at the 1-yd-line. The snappekblthe
blitzer at the 5-yd-line.

RULING: The basic spot is the spot of f. The penalty will b®nforced from the 5-yd-line, 2 & middle at the
2,5-yd-line. Declining will brincup 3 & middle at the 1-yd-line.

IV. 2 & middle at the 7-yd-line. The quarterback plsback and completes a pass to As 15-yd-line. Thepara
blocks the blitzer at the 5-yd-line.

RULING: The basic spot is the spot of f. The penalty will b&nforced from the 5-yd-line, 2 & middle at the
2,5-yd-line. Declining will brincup 3 & middle at the 15-yd-line.

NOTE: The same enforcement will apply on an incatgpassDeclining will bring up : & middle at the -yd-line.

V. 2 & middle at the 7-yd-line. The quarterback dsback and completes a pass to As 15-yd-line. Thpmara
blocks a defender at the 20-yd-line.

RULING: The basic spot is the scrimmage . The penalty will b 2nforced from the 7-yd-line, 2 & middle at the
3,5-yd-line. Declining will brincup 3 & middle at the 15-yd-line.

NOTE: The same enforcement will apply on an incatgpassDeclining will bring up : & middle at the -yd-line.

VI. 2 & middle at the 7-yd-line. The quarterback pisback and completes a pass which is advanced tmrchdown.
The snapper blocks a defender in the opponentz@meduring the run and before the score is made.

RULING: The basic spot is the scrimmage . The penalty will b 2nforced from the 7-yd-line, 2 & middle at the
3,5-yd-line.
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AR 10-3-1:D Basic Spot Enforcement Defense fouls

I. 2 & middle at the 7-yd-line. The quarterback dsback and is sacked in the end zone. A defendekslie
shapper at the 10-yd-line.

RULING: The basic spot is the scrimmage . The penalty will b 2nforced from the 7-yd-line, 2 & middle at the
12-yd-line.

NOTE: The same enforcement will apply when the tprback throws an incomplete pass to avoid the.sack

II. 2 & middle at the 7-yd-line. The quarterback plsback and is sacked at the 1-yd-line. A defendecksdhe
shapper at the 5-yd-line.

RULING: The basic spot is the scrimmage . The penalty will b 2nforced from the 7-yd-line, 2 & middle at the
12-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbaclogsback and completes a pass to As 15-yd-line. A dkfeblocks
the snapper on a screen routiAsiend zone.

RULING: The basic spot is the dead ball « The penalty will b nforced from the 15-yd-line, 2 & middle at the
20-yd-line.

IV. 2 & middle at the 7-yd-line. The quarterback plsback and completes a pass to As 15-yd-line. A dkfeblocks
another receiver As 20-yd-line.

RULING: The basic spot is the dead ball <« The penalty will b nforced from the 15-yd-line, 2 & middle at the
20-yd-line.

V. 2 & middle at the 7-yd-line. The quarterback dsback and completes a pass which is advanced tarchdown.
A defender blocks the snapper at the 10-yd-before the pass is made.

RULING: The basic spot is the dead ball spot (opponentslige3. The penalty is declined by rule 1C-3-2-1) and
the score counts.

NOTE:If instead the foul is illegal contact, thenpéty will be enforced on the try.

VI. 2 & middle at the 7-yd-line. A blitzer grabs tpants of the quarterback behind the scrimmage tinethe
quarterback still throws a complete pasAstl2-yd-line.

RULING: Penalty for illegal contact (holdir, the basic spot is the dead ball .. The penalty will b 2nforced from
the 12-yd-lineplus AFD. Next playl & middle at the 22-yd-line.

VII. 4 & middle at the 9-yd-lin. A defense player kicks the ballprevent a completioand the pass falls incomplete.
RULING: Penalty foiillegally kicking a pas, the basic spot is the scrimmage . The penalty will b 2nforced from
the 9-yd-line. Next play 4 & middle at the 14-ydéi

VIII. 4 & middle at the 9-yd-lin. A defense player kicks the ballprevent a completioand the ball is caught ithe
Offense and advanced to the 22-yd-line.

RULING: Penalty foiillegally kicking a pas, the basic spot is dead ball <. The penalty will b £nforced from the
22-yd-line. Next play 1 & goal Bs 23-yd-line.

AR 10-3-1-C Basic Spot Enforcement Change of Possession

I. 2 & middle at the 7-yd-line. The quarterback thsoan interception As 21-yd-line and the return ends at the
12-yd-line. After the change of possession, thepgaaholds (illegal contact) the runner at the tiSige.

RULING: The basic spot is in the dead ball . The penalty will b&nforced from the 12-yd-line, 1 & goal at the
6-yd-line.

Il. 2 & middle at the 7-yd-line. The quarterbackdiws an interception iAs 21-yd-line and the return endsAst
12-yd-line. After the change of possession, a teataraf the returner blocks the snappeAsal8-yd-line.

RULING: The basic spot is in the spot of f. The penalty will b 2nforced from the 18-yd-line, 1 & goal at the
23-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbackdtvs an interception iAs 21-yd-line and the return endsAs
12-yd-line. After the change of possession, a teataraf the returner blocks the snappeAsatLl0-yd-line.
RULING: The basic spot is in the dead ball . The penalty will b®nforced from the 12-yd-line, 1 & goal at the

17-yd-line.
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IV. 2 & middle at the 7-yd-line. The quarterbackdiws an interception iAs 21-yd-line and the returner fumbles at
As 12-yd-line, the snapper catches the ball and toAs 20-yd-line. After the first change of possessian
teammate of the snapper holds the returnAsat8-yd-line.

RULING: Penalty for illegal contact (holding), the Defengé keep the ball (I 1C-2-4), the basic spot is the dead ball
spot (F 10-3-1 Excep 3), 1& goal at As 1-yd-line.

V. 2 & middle at the 7-yd-line. The quarterback thisoan interception ¢éAs 21-yd-line and the returner fumbles at
As 12-yd-line, the snapper catches the ball and toAs 20-yd-line. After the second change of possessio
teammate of the snapper blocks an opponeAs di8-yd-line.

RULING: Penalty for blocking, the Offense will keep thel§& 10-2-4), the basic spot is the spot of foul
(R 1C-3-1 Excep 3 last related run), & middle at As 1-yd-line.

VI. 2 & middle at the -yd-line. The quarterback throws an interception a2-yd-line and the returner fumbles at
As 1z-yd-line, the snapper catches the ball and runs toQ-yd-line. After the first change of possession, a
teammate of the returner blocks an opponent at8-yd-line. After the second change of possession, arteden
of the snapper hit an opponent at A-yd-line.

RULING: The Offense will decline offsetting penalties ardain the ball with enforcement of the illegal it
(R 1C-2-4). The basic spot is the spot of fou 10-3-1 Excep 3 last related run), & middle at As 7,-yd-line.

AR 10-3-2 Procedures
I. 3 &goal at the 19-yd-line. 3 blitzers giving ktker signal.
RULING: lllegal blitzer signal at the sn. The penalty will be enforced from the 19-yd-liBe& goal at the 14-yd-line.

II. 2 & middle at the 15-yd-line. The runner commit$lag guardindoul at the opponents 22-yd-line.
RULING: The penalty brings back the ball behind thieldle, 3 & middle alAs 23-yd-line.

lll. 4 & middle at the 9-yd-lineA defense playeis hit bythe pass at the lower land the pass falls incomplete.
RULING: No penalty for illegal kickin because the contact is unintentional. Turnoveld@mns (series ends),
1 & middle for the opponent at the 5-yd-line.

IV. 2 & goal at the 10-yd-line. The pass is compdiefier a touchdown. Defense was offside at the snap.
RULING: Touchdown, the penalty is declined by rule.

V. 2 & goal at the 10-yd-line. The pass is compldteda touchdown. Defenscommits pass interference.
RULING: Touchdown, the penalwill be carried over to the try .

VI. Try at the 5-yd-line. The pass is complein the end zone. Defense commits an illegal corfoultduring the

play.
RULING: The try is good (Touchdown), the penalty will berisd over to the next snap. 1 & middle at 2,5-yd-line.

VII. In overtime (Extra Periods) Team A has scored aitdawn. Try at the-yd-line. The pass is completed for a
touchdown. Defense commits an illegal contact thuring the play.

RULING: The try is good (Touchdowr point), the penalty will be carried over to the nexap (f 1C-2-6). 1& goal
for Team B from its own 1-yd-line.
In overtime no first down at the middle will be adad, only a penalty can bring an AFD.

NOTE: Team A cannot accept the penalty and repeatty from the -yd-line for 2 points. (R -3-2-e)

VIII. In overtime (Extra Periods) Team A has scored aitdawn and the Try for point. Team B has also scored a
touchdown. Try at the-yd-line. The pass is completed for a touchdown. Defexmenmits an illegal contact foul
during the play.

RULING: The try is good (Touchdowr point), the game is tied and a new period will ksyed, the penalty will be
carried over to the next snap 1C-2-6). 1& goal for Team A from As 1-yd-line.

AR 10-3-3 Half-Distance Enforcement
I. 2 & middle at the 7-yd-line. The offense comnatfalse start.
RULING: Penalty enforced from the 7-yd-In2 & middle at the 3,5-yd-line.

Il. 3 & goal at the 9-yd-line. The defense commitsodfside, the pass is incomplete.
RULING: Penalty enforced from the 9-yd-In@ & goal at the 4,5-yd-line.
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Ill. 4 & goal at the -yd-line. The defense commits a pass interferenceeiretid zone, the pass is incomplete.
RULING: Penalty enforced from the-yd-line plus AFD, : & goal at the 1.-yd-line.
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