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	TEAM J-HAWK FOOTBALL RULES & PROCEDURES

	3rd / 4th  GRADE FLAG FOOTBALL

	

	GENERAL OVERVIEW

	Number of Players – Approximately 14 per team.
Player Participation – Every player starts and plays one of the defensive or offensive positions.  All players are guaranteed a minimum of 50% of playing time in each game.
Equipment —Mouth guards are REQUIRED for all players during practices and games.  Molded rubber cleats are acceptable.  NO metal cleats of any type.  
Game Time - Four 10 minute quarters - continuous clock except the clock stops the last 2 minutes of each half.  The clock is stopped until the ball is set. Teams are given two minute breaks between quarters & one four-minute break at half.  Each team is afforded two 1-minute timeout per half. 
Offense - Maximum of 3 players on the line - all others must be at least 2 yards back.  
Defense – Must have 2 players on the line, may have 3 - must have 3 players at least 2 yards back. The defensive ends must line up directly across from the end lineman. The 3rd player on the line of scrimmage must be covering the center.  They may not lineup outside of the offensive tackle box.
First Downs — Achieved by advancing the ball beyond 1 of the 2 first down line markers on the field (20 yard markers).
Starting Field Position – The offense starts the drive with the ball from their own 20-yard line.
Punt - Punting team must declare intention to punt - no rushing the punter. 
Extra Points - Start from the 3-yard line.  2 points for a pass, 1 point for a run.
Fumbles – Play is blown dead at the spot, except for a fumble by the punter or punt receiver or kick-off receiver.
Inadvertent Whistle - Play stopped and ball is dead at that point.
Inadvertent Flag Dropping - Referee judgment on when the flag would have been pulled and that is where ball is placed.
Removal from the Game – The player must sit out the remainder of that quarter plus the next 4 quarters. Unnecessary roughness and unsportsmanlike conduct will not be tolerated.

	PROGRAM PHILOSOPHY

	· The Team J-Hawk Flag Football Program is set up to stress having fun as a group, to provide physical activity encouraging fitness, to teach sportsmanship and teamwork, and to teach the players some of the rules and fundamentals of football. In addition, the program encourages parent participation in various leadership roles (coaching, refereeing, etc.) and offers the opportunity for a parent or special friend of a child to share time together in a fun activity.

· The Team J-Hawk Flag Football Program has two basic program objectives:
1. Encouraging and providing opportunities to improve physical fitness;
2. Improving human relations through interaction and teamwork.

· To accomplish these objectives, the emphasis is on the “experience” and the physical fitness which sports participation encourages. The emphasis is not solely on winning, but on having fun and developing player’s abilities to the fullest.

· The program is open to all 3rd and 4th grade children based upon their grade enrollment in September.  There is no boundary restriction. Players from any city or school are eligible to participate in this program.

· Coaches and Assistant Coaches shall not be limited to just parents. Stepparents, relatives, or others with special relationships to a player shall be eligible coach.  All Coaches and Assistant Coaches should be legitimate coaches or assistants in terms of commitment to practices and games. They are expected to participate and coach in a minimum of 3/4 of all activities.

	PROCEDURES

	· Three referees will officiate each game (1 adult and 2 students). They are in charge of the game and their decisions are final — right or wrong, favorable or unfavorable. Referees in the 3rd / 4th grade League are Urbandale High School football players who are doing their best and are not professional referees.

· Please keep the Program Philosophy in mind at all times. If there are any questions or difficulties concerning the rules, please discuss them quietly and calmly with the referees and other coaches. These discussions should take place a reasonable distance from the players and for a minimal amount of time. Questions or difficulties regarding the program should be directed first to the Vice President of your league, and then, if necessary to the League President.  In some instances, you may be requested to submit a written statement.


	EQUIPMENT

	· Players are required to wear soft-soled shoes and may wear molded rubber cleat shoes. Molded rubber soccer, baseball, football or similar shoes are allowed.

· Mouth guards are required for all players.  These mouth guards should be worn at all practice and all games.

· There will be flag belt sets for each player.  Each player in the game must wear flag belts.  The flag belts must be left with the coach at the end of each game or practice session.   Each coach will sign for and be responsible for the following equipment in the team bag:
1. Flag Belt sets;
2. Three Wilson TDK size footballs;
3. Coaching Clipboard
4. Practice cones 	
5. Ball Pump	
6. First Aid Kit
7. Equipment bag


	PRACTICES

	· All practices are to be arranged by the coach and the team.  Recommend not more than two practices per week after games start.  It is recommended that practices not exceed 1 hour and 30 minutes to allow players to participate in other activities.

· In setting up practice schedules, coaches are urged to consider the location and circumstances of team members to make practices as convenient as possible for each player. (This may mean rotating locations and/or times).

· Players should be encouraged to attend practices. Coaches should not require this to always be the players #1 priority, however continued excused (communicated) absences resulting in the player not knowing the plays, formations or other fundamentals can result in reduced playing time. Playing time reductions should never be less than one quarter per game.

	TEAM ASSIGNMENTS

	Team selection shall be made by a draft between the coaches.  Every effort possible should be made to make the teams as equal as possible. The following guidelines will be followed in conducting the draft:
1. The draft will be completed in person by the head coach and one assigned assistant coach.
2. All coaches and assistants will be provided a list of registered participants in advance.  
3. Draft order will be generated randomly. This process will be recorded for record keeping purposes.
4. Draft order will be serpentine
5. Teams must draft an even number of 3rd and 4th graders. Coaches will be made aware of the total number of each prior to the draft.
6. Head coach’s child (1 only) will be assigned to a team and not included in the draft selection. 
7. Assistant coach’s child (1 only) will be assigned to a team and not included in the draft selection. 
8. Brothers/step-brothers must be drafted onto the same team, unless specifically requested not to be by the parents. The second brother will be an automatic next round pick (i.e. if the first brother is picked in the 4th round, the second brother will be a 5th round pick).  Siblings will be separated by 1 round if in different grades.
9. Coaches without children playing in the league will select one player in the second round. The coach would then draft the remaining players in the proper draft order, including the use of a draft pick in the 4th round if no assistant coach is declared.

	RULES & DEFINITIONS

	· The primary factors in formulation and interpretation of rules and definitions covering the Team J-Hawk Football Program have been in compliance with the philosophy of the program, prevention of injury to players, and enjoyment on the part of the players and spectators.  The function of the referee is to keep play moving on a fair and equal basis, but not to impede the progress of play by excessive and strict application of the technicalities of the “rule book”.  Referees may occasionally warn players of a 1st violation of a rule and explain the rule rather than throw a flag.

· Part of the benefit of the program is development or re-enforcement of the principles of fair play and sportsmanship.  The players will learn more, good or bad, by observation of adult examples in this area more than any other way.  Coaches, Assistants and spectators should avoid any displays of temper, arm waving, shouting, or name-calling.  If there are any questions concerning a particular rule violation, the coach may quietly and calmly discuss this with the referees and/or the other coaches. These discussions should take place a reasonable distance from the players and for a minimal amount of time in order to keep the game moving.  It is improper to dispute a referee’s final decision after these discussions and display emotion once a decision has been made.

· Participants should not be encouraged, in any way, to engage in harsh or rough play.  Rules have been established to avoid injury and this principle should be paramount throughout the program.

· Spectators can add considerably to the enjoyment of the event by applause and vocal support.  Negative comments have no place. Coaches should stress this at a parents meeting at the beginning of the season. Criticism of the efforts of the players, coaches, or referees is counter to the philosophy of the program and is to be avoided. If any participant or parent feels a problem exists and corrective action is required, the proper approach is to raise the issue with the Community Education Coordinator.

	7 MAN FLAG FOOTBALL

	· Flag Football is a game between two teams of seven active players each.

· Rules of the game will follow the IHSAA football rules, which are the NFHSA (National Federation of High Athletics), but will be modified by these Team J-Hawk Football rules in many specific areas to better fit the age and size of the participants.

· Each team will be under the direction of a coach. The duties of the coach will include the usual activities of manager, trainer, teacher, role model and adult supervisor. Each coach should select one assistant. Additional parental help may be used, if desired.

· Conduct of the games is in the hands of the three referees assigned to each game and all referee decisions are final. 

	FIELD & EQUIPMENT

	· The playing field will be laid out in a grass area 60 yards in length and 30 yards in width. The field will have two line marks at 20-yard intervals to divide the playing area into three 20-yard segments. Each end zone will be 10 yards deep.  No goal post will be utilized.

· The ball will be an official youth football, Wilson TDK.  The color of the ball will be tan or tan with white stripes.   LEAGUE ISSUED FOOTBALLS MUST BE USED DURING GAMES.  Players will wear matching team jerseys that must be tucked in during the game.  Any type of athletic pants is acceptable - sweat pants, football or baseball pants, etc.  All players are required to wear a mouth guard to protect their teeth – PLAYERS WILL NOT BE PERMITTED TO PLAY WITHOUT A MOUTHGUARD.  Each player will wear a regulation belt and flag set with a flag at waist level on each side of the belt with belt end tucked into their pants.

· Jerseys and flag belt ends are to be tucked inside the player’s pants. Pants and flags shall not be the same color.  Any sort of soft soled, rubber soled or molded rubber cleats (soccer, baseball, football or similar shoes) are acceptable.  No hard surfaced equipment of any type is allowed.  If the above equipment requirements are not followed, it is possible that player involved will not be allowed to participate in the game until the situation is corrected.  The referees involved will have sole discretion in making this decision in view of the specific situation.

· No player will be allowed to play with any type of HARD CAST OR JEWELRY OF ANY KIND, REGARDLESS OF WHETHER THE JEWELRY IS HARD OF SOFT (e.g. rubber bracelets).  The only exception if for a piece of jewelry that serves as a medical condition identifier.

	TIME AND GAME DURATION

	· A regulation game will consist of four quarters of 10 minutes each. A continuous clock will be used except in the case of time out periods and in the last 2 minutes of the 2nd and 4th quarters. The clock will stop between plays in the last 2 minutes of the 2nd and 4th quarters from the time the play is over and the ball is set and ready to play (not when the ball is snapped). If the ball remains inbounds, the clock will be handled like a first down (even if the play doesn’t result in a 1st down) – clock stops until the ball is set and then the clock restarts.  The clock will still stop if a player goes out of bounds or an incomplete pass.  A two-minute rest period will be provided between quarters and a four-minute rest period will be observed at the half. 

· Each team will be allowed 2 time outs per half. Each time out will stop the clock and be limited to one minute. A time out will not be charged but the clock will be stopped in the case of injury to a player or a minor equipment repair.   One coach is allowed to be on the field for each team to coach in the huddles, but should maintain a reasonable distance from the players in order to not be in the way of the players.

· In the event of severe weather, the referees and/or league director will be responsible for determining if and when a game should be canceled or stopped. Of prime concern will be the safety of the players. If a game is halted and cannot be resumed, it will be considered “no game” if half or less of the playing time has passed.  The safety of the players is the prime concern, not who wins or loses.

· In the event a game does not begin or is stopped and considered “no game”, it will be the responsibility of the two coaches, working with the league director, to re-schedule the game during the following week and arrange for referees, preferably the same referees. The league director will make necessary arrangements to assure the field is available.

· All decisions to cancel will be made at the playing location. Each coach and all participants shall report to the field of play regardless of weather conditions. Notifications regarding cancellations will be made just prior to game time. A “tie” is a “tie” and will remain a “tie”.  No overtimes of any kind will be allowed


	PLAYER PARTICIPATION

	· The intent of the program is to provide nearly equal playing time for all participants regardless of experience or natural ability levels. If sufficient players are available (i.e. 14 players), teams can be alternated on a quarter basis or as offensive or defensive units.

· Every player on each team must start at a position, be it offense or defense.  This guarantees the minimum playing time required in this league.

· It is the responsibility of each coach to see that each player gets 50% playing in each and every game.  


	PLAYING RULES

	· Determination of receiving and kicking teams will be made on the basis on a coin-toss by the referee. The team winning the toss has its choice of kicking or receiving, or it may instead select the goal it wishes to defend. The other team is given its choice on the remaining decision.

· Teams will switch goals only at half time.

	STARTING FIELD POSITION

	· The offense will start their drive from their own 20-yard line to start the game and after touchdowns.

	OFFENSIVE TEAM

	· The offensive team is the team in possession of the ball and may try to advance the ball by running or passing. A successful forward pass is one thrown from behind the line of scrimmage and where the referee judges the receiver to have gained possession of the ball prior to the ball touching the ground or the receiver stepping out of bounds. Play continues until one of the receiver’s flags is removed or the receiver steps out of bound. An incomplete pass is one thrown from behind the line of scrimmage and where the referee judges the ball touches the ground or the receiver steps out of bound prior to gaining possession of the ball.

· The offensive team will be composed of one center, two ends, a quarterback, and 3 backs,. Three members of the offensive team must be on the line of scrimmage when the ball is snapped.

· The center may now snap the ball on either side of their body to any backfield member to start the play. If the ball touches the ground before being caught by a backfield member on the snap, the ball is down and spotted at point ball hit ground.  The center is eligible to receive a pass or may receive a hand off after A COMPLETED SNAP and run with the ball. The center may not receive and run the ball until he has given up possession for a one second count. The rule is being changed because the center is not covered directly by a defender as the player covering them is approx. 3 yards from the ball.  

· The ends are to play on the line of scrimmage and are eligible to receive a pass or a hand off. They may, in turn, hand off, pass or run the ball. The ends must remain set on the line of scrimmage until the ball is snapped.

· The quarterback conducts the plays and may call signals. The quarterback may receive the snap directly from the center or at a greater distance in the backfield (i.e. shotgun formation). The quarterback may pass or hand off but cannot cross the line of scrimmage with the ball before he does one or the other. THE QB DOES NOT HAVE THE OPTION TO RUN AT ANY TIME. The quarterback may receive a pass or a hand off and may run with the ball if the ball is returned to him following a full and complete hand off or pass.  THERE NEEDS TO BE A CLEAR EXCHANGE FROM QB TO RB BEFORE THE ORIGINALLY QB GETS THE BALL BACK.  IF THE RB ONLY TOUCHES THE BALL AND THE QB TAKES OFF ACROSS THE LINE OF SCRIMMAGE THAT IS AN ILLEGAL RUSH AND WOULD RESULT IN A PENALTY.  

· The running backs must be at least two yards behind their linemen and may line up anywhere across the field. The running backs may receive a hand off and run the ball, throw a pass, hand off the ball or receive a pass. One running back, at any one time, may go in motion so long as they do not make a movement toward the line of scrimmage prior to the snap of the ball. The running backs may receive a direct snap from the center. In this case, similar to the quarterback, they cannot cross the line of scrimmage with the ball until they have first handed off or passed the ball.

· The offensive team will be given four attempts to have a first down. First downs will be made by advancing the ball over the nearest line marker. Thus, to make a first down, a team may need to advance the ball anywhere from a few inches to 20 yards depending on where the series of downs begins. If a first down is not made in four attempts, the ball is turned over to the other team. The offensive team may elect to use a punt on the fourth down if they wish and must so notify the referee and the defensive team.

· On a punt the defensive team will not rush the punter and a snap from the center that touches the ground prior to being caught by the punter is not considered down due to touching the ground.

· The offensive ball carrier cannot stiff arm, hurdle a defensive player or protect his flags intentionally with his hands or arms.  Spinning, as long as the runner stays on the ground, is acceptable.

· After each offensive play, the referee will spot the ball as nearly as possible in the center of the playing field.  The offensive team will be expected to put the ball in play within 30 seconds from the time the referee spots the ball and signals with the whistle.  In situations in which excessive delays occur, a delay of game penalty may be assessed.  The second violation of a delay of game penalty will result in a change of possession.

	DEFENSIVE TEAM

	· DEFENSIVE LINE: 
· Defensive ends must be even with the offensive tackles. They CANNOT be outside the edge.
· NO rushing the quarterback or running back until a hand-off is made. This saves from unnecessary collisions between Offensive and Defensive Linemen.
· Linemen may defend the line of scrimmage, but cannot cross until a handoff is made.
· NON-DEFENSIVE LINE:
· The defensive team must have all the other defenders lined up at least one yard behind the defensive ends – 3 yards in all from the line of scrimmage. 
· Read-and-react:
· Linebackers will not be allowed to Blitz the quarterback. 
· [bookmark: _heading=h.gjdgxs]However, should a team utilize a play-action fake, linebackers and defensive backs can react to hand offs and tackle the ball carrier in the backfield. 
· Since QBS cannot run, they will not be able to be tackled in the backfield by non-Defensive Ends. 
· RUSHING THE QB
· Players who rush the quarterback must be SEVEN (7) yards beyond the line-of-scrimmage.
· Once the handoff is made, anyone can cross the line of scrimmage.
· STOPPING THE BALL RULES
· The defensive team stops the advance of the ball by removing one of the flags of the ball carrier or by intercepting the ball.
· Defensive players may not stop the ball carrier by intentionally pushing him/her out of bounds or intentionally tripping or tackling.  Roughing or Unsportsmanlike Conduct penalties may be assessed in this situation.

	LINE OF SCRIMMAGE

	· The line of scrimmage is an imaginary line between the two team’s perpendicular with the center of the ball. Both teams must remain behind the line until the ball is snapped. The offensive team may line up parallel with but not ahead of their center. The defensive ends must line at least 3 full yards behind the line of scrimmage and the five (5) other players at least a yard behind them.  The offensive player receiving the ball from the center must pass or hand off before the ball crosses the line of scrimmage or the play will be blown dead at the line and the down lost.

	PUNTING

	· When the offensive team elects to punt, they must notify the referee and the defensive team of their intent before the play begins. Defensive linemen must have three players on the line of scrimmage and cannot rush the punter. They cannot make any attempt to block the ball after being notified of the punt. The punter will be allowed a free unhurried kick. If the punter drops the snap from center, he will be allowed to pick the ball up and kick from the spot of fumble. All other offensive players and defensive linemen must hold their positions until the kicker’s foot strikes the ball.

	SCORING

	· Touchdowns - 6 points
· Points after touchdown - Play will be started on the three-yard line:
· Run - 1 point
· Pass - 2 points
· Safety - 2 points.  A safety may be scored:
· By removing the flag of the offensive ball carrier in the end zone.
· If the ball carrier falls to the ground or knee touches the ground in the end.
· If a center snap touches the ground prior to being received by a backfield member.
· If the offensive team fumbles in their end zone resulting in the ball being ruled Down.

	FUMBLES

	A fumble will have occurred whenever a player loses control of the ball and the ball strikes the ground. The ball remains in the possession of the offensive team. In no case can the defensive team gain possession of the ball by recovering a loose ball. In the event of a kick off or punt, the moment the kicker’s foot strikes the ball, his team is considered the defensive team. In order to prevent injuries, all fumbles will be blown dead at the spot of the fumble except as follows:
1. If the ball is fumbled in the end zone, as indicated previously, a “safety” will be awarded to the defensive team and the offensive team will then go over to defense with a free kick from the 10-yard line.
2. If the ball is fumbled by a punter, he may pick the ball up and kick from that spot.
3. If the ball is fumbled by the fielding player on a punt or kick off, he or his teammates may pick the ball up and proceed with play. However, if in the judgment of the referee the ball cannot be controlled and a scramble follows which could cause injury to a player, he must blow the ball dead.

	REMOVAL OF A FLAG

	The ball will be spotted at the point the ball carrier’s flag is removed by a defensive player. The defensive player should either hold the flag high in the air or throw it on the ground immediately. This point is a point on the ground directly below the hips of the offensive runner at the time the flag is removed. The position of the football is not determined by the progress of the ball, but by the position of the ball carrier’s body as stated in the previous sentence. If the ball carrier’s flag falls off accidentally or is inadvertently removed by the offensive player himself or one of his teammates behind the line of scrimmage, the play will be run over again. If the ball carrier’s flag falls off or is accidentally removed by the player himself or by a teammate after he crosses the line of scrimmage, the following guidelines apply:
1. If no defensive player is able to get to the ball carrier and in the referee’s judgment the ball carrier would otherwise not have been stopped, the play is allowed to continue as if the flag remained in place.
2. If a defensive player gets in position to remove the flag and in the referee’s judgment the advance of the offensive player would probably have been stopped, he will blow the play dead at that spot.

	BLOCKING

	Offensive players may block with their arms and/or with their arms out but with no grabbing or holding. In order to prevent injuries, a player may not leave their feet to make a block.

	POSTSEASON AND CHAMPION

	The postseason format will be determined based on the total number of teams.  All teams will play one (1) postseason game and there will not be a postseason tournament. 

The seeding of the postseason will be based on the outcome the five (5) game regular season.  The format of the league will be based on the total number of teams in the league and the total number of participants.  



	RULES & REGULATIONS

	Delay of the Game
	Penalty: 5 yard from the previous spot.  Second penalty, change of possession.
Too Many Players on the field, on the line of scrimmage, or in the backfield.
	Penalty: 5 yard from the previous spot
Offensive Off Sides - Offensive off-sides occurs if any player on the offensive team lines up beyond the line of scrimmage or moves before the ball is snapped.
	Penalty: 5 yard from the previous spot
Defensive Off Sides - Defensive off sides occurs if any player on the defensive team breaks the plan of the neutral zone prior to the snap of the ball, or if any defensive player is positioned in the 2 foot zone at the snap of the ball.
	Penalty: 5 yards from the previous spot
Illegal Procedure (Offense) - Illegal procedure occurs when more than one offensive player is in motion at a same time prior to the snap, or if a player in motion moves toward the opponent’s goal line prior to the snap.
	Penalty: 5 yards from the previous spot
Holding (Offensive) - Offensive holding occurs when an offensive player uses his hands, arms, or legs to hook, lock, clamp, grasp, encircle, or hold in an effort to restrain the defender. Offensive holding also occurs when an offensive player uses his open hand to grasp or restrain an opponent.
	Penalty: 10 yards from the previous spot
Holding (Defensive) - Defensive holding occurs when a defensive player uses his hands, arms, or legs to hook, lock, clamp, grasp, encircle, or hold in an effort to restrain any offensive player. This includes restraining a runner in an attempt to pull a flag.
	Penalty: 10 yards from the previous spot
Illegal Blocks - A player shall not block an opponent below the waist or intentionally block an opponent above the shoulders. An offensive player who inadvertently blocks an opponent above the shoulders or below the waist should be given an initial warning but this is not considered a first offense.
	Penalty:
		First offense - 15 yards and warning to the player
		Second offense - 15 yards and REMOVAL FROM THE GAME
Unnecessary Roughness - On offense this includes the ball carrier mulling with his head or shoulders down or straight-arming a defender. On defense this includes tackling, tripping, or pushing a runner out of bounds. It also includes excessively aggressive play by either an offensive or defensive player that may result in injury.
	Penalty:
		Offensive Roughness - 10 yards from the spot of the infraction and loss of down.
		Defensive Roughness - 10 yards from the spot of the infraction and an automatic first down.
	Individual Players: First offense — warning to the player Second offense - REMOVAL FROM THE GAME 
Removal from The Game - any player removed from the game by the referee shall sit out the remainder of the quarter removed and must sit out four complete quarters before they are eligible to play again.
Flag Guarding - Flag guarding occurs when the player with the ball intentionally obstructs or blocks his flags from the defensive player with his hand, arm, shoulder, or other part of his body or with the players clothing. Spinning, in itself, is not an infraction.
	Penalty: 5 yards from the spot of the foul
Jumping/Hurdling - An offensive player, in possession of the ball, shall not jump over or hurdle another player. 
	Penalty: 5 yards from the spot of the infraction
Intentional Grounding - Intentional grounding occurs when an offensive player throws a pass into an area not occupied by another offensive player for the purpose of saving a loss of yardage.
	Penalty: 5 yards and loss of down
Spearing - Intentional use of the head in an attempt to punish the opponent.
Penalty: 15 yards and loss of down or first down depending on possession. SECOND OFFENSE by same player is REMOVAL FROM GAME.
Helping the Runner - when an offensive player either pushes pulls or lifts the runner to assist his forward progress.
	Penalty: 5 yards from the spot of the foul.
Illegal Forward Pass - An illegal forward pass occurs if an offensive player throws a pass after both feet have crossed the neutral zone.
	Penalty: 5 yards and loss of down
Illegal Run from Scrimmage - An illegal run from scrimmage occurs when the offensive player who received the snap from center crosses the neutral zone with the ball without first handing off or passing the ball to another offensive player. The second player must have sole possession of the ball for at least one full second before handing the ball back to the player who received the snap.
	Penalty: 5 yards and loss of down
Pass Interference - In determining pass interference, it should be understood that each player has equal right to attempt to receive the ball once it is put into the air. Physical contact between players, so long as each player is attempting to play the ball, is not in itself pass interference.
	Penalty:
		Offensive Interference - 10 yards from the previous spot and loss of down. 
		Defensive Interference - 10 yards from the previous spot and an automatic first down.
Clipping - Clipping occurs when an offensive player blocks a defensive player in the back
	Penalty: 10 yards from the spot of the infraction
Inadvertent Whistle - In the event of an inadvertent official’s whistle, the play stops. The ball carrier is down at that position on the field, regardless of whether or not a flag has been pulled.
Unsportsmanlike Conduct - Players - In the event that a player becomes, in the opinion of the referee, a detrimental effect on the game or displays a poor example of good sportsmanship, i.e. arguing with officials, yelling at other players, cursing, or encouraging illegal play, etc.
	Penalty:
		First offense - warning to the player and coach
Second offense - 15 yard penalty and automatic first down or loss of down depending on possession
Third offense - 15 yard penalty, automatic first down or loss of down depending on possession and REMOVAL FROM THE GAME
Fighting will result in immediate REMOVAL FROM THE GAME of all players involved.
Unsportsmanlike Conduct - Fans and Coaches - In the event that a fan or coach becomes, in the opinion of the referee, a detrimental effect on the game or displays a poor example of good sportsmanship, i.e. excessive arguing with officials, yelling at players, cursing, or encouraging illegal play, etc.
	First offense - warning to the coach
Second offense - 15 yard penalty and automatic first down or loss of down depending on possession
Third offense - 15-yard penalty, automatic first down or loss of down depending on possession and removal of that individual from the complex before play continues.

	SUMMARY OF PENALTIES

	
	Infraction
	Penalty

	Delay of Game
	5 yards from previous spot

	Too Many Players
	5 yards from previous spot

	Offensive Off Sides
	5 yards from previous spot

	Defensive Off Sides (must be 2 ft. back)
	5 yards from previous spot

	Illegal Procedure (motion toward goal)
	5 yards from previous spot

	Holding – Offensive
	10 yards from previous spot

	Holding – Defensive
	10 yards from previous spot

	Illegal Blocks (above shoulders or below waist
	1 - 15 yards from the previous spot & warning
2 - 15 yards from the previous spot & out of game

	Unnecessary Roughness – Offensive
	10 yards from the spot of infraction & loss of down

	Unnecessary Roughness – Defensive
	10 yards from the spot of infraction & first down

	Flag Guarding
	5 yards from the spot of infraction

	Jumping/Hurdling (Spinning is OK)
	5 yards from the spot of infraction

	Intentional Grounding
	5 yards from previous spot & loss of down

	Illegal Forward Pass (Past Line)
	5 yards from previous spot & loss of down

	Illegal Run (No Handoff for 1 Second)
	5 yards from previous spot & loss of down

	Pass Interference – Offensive
	10 yards from previous spot & loss of down

	Pass Interference – Defensive
	10 yards from previous spot & first down

	 Clipping
	10 yards from the spot of infraction

	Unsportsmanlike Conduct – Players
	1st - warning to coach & player
2nd - 15 yards from spot & 1St down or loss of down
3rd - 15 yards from spot & l~ down or loss of down & removal from the game

	Unsportsmanlike Conduct -Coach/Fan
	1st - warning to coach & player
2nd - 15 yards from spot & 1st down or loss of down
3rd - 15 yards from spot & 1st down or loss of down & ejection

	Spearing
	15 yards form spot of infraction and loss of down or first down depending on possession.
2nd by same player is removal from game

	Helping the Runner
	5 yards from the spot of infraction
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