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Word from the editor

The rule book 2013 is the second revised editiath@f-lag Football rule book. After the first biyision in the year
2011 there is still some development going onvehta thank all persons for their questions abuolings and the
discussions about it. It was very productive argpinng for improving the rules.

Important changes compared to the 2011 version are:

» Restrictions for pants, shirts and flags added.

» Protectors which endanger other players are illegal

» Definition of player crossing the scrimmage line theen added.

» Definition of Forward pass play is extended.

*  Momentum is limited between the 5-yard and goa.lin

» lllegal (forward and backward) pass is enforcednftbe spot of foul.

» Jumping, diving and flag guarding are not makinglthll dead and enforced from the spot of foul \&ithOD.
» lllegal kicking a pass has been added.

» lllegal participation has moved to R 9-2-2 as aklypenalty.

e R 10-2-4-b (“dirty hands principle”) is deleted.

» On scores only 10 yard penalties by the no scagam will be carried over.

» The information about the duties of the officiadgéduced to a minimum.

Additionally the Interpretations got some more epéen and a lot of editorial changes have been made.

The restrictions for the equipment are based oemempce at some championships. The deal in FlaghBthas, that
defense has to avoid contact even at the flaggmalitherefore there is the need to give a clegetarasy to reach.
To define the crossing of the scrimmage line byagqr in another way than tackle is needed to agaiding of yards
by a quarterback run into the neutral zone and/éidammediate sacks by reaching over the scrimntiage

The group of the “runner fouls” is now ruled in theme way (5 yd & LOD from SF). For jumping, diviagd flag
guarding it will be no difference in the outcome floe next down, but the enforcement is easienttetstand.
Changes at momentum, illegal participation and lbgearry overs are following the tackle rules.

The “dirty hands principle” is not needed, it wasrsconfusing than helpful.

Thanks for special assistance in improving thesrtbeErwin Aigner (AUT), Jim Briggs (GBR), MartinoCkerill
(GBR), Roland Frei (SUI), Christian Freund (GERaVil Fried (USA), Nick Inzerello (USA), Magnus Lagaard
(DEN), Tsutomu Negishi (JPN), Sam Rapoport (USAgxandre Roger (FRA), Rick Sowieta (CAN), RoberP&irre
(CAN) and Michael Ulicny (AUT).

Wolfgang Geyer (AUT)
wolfgang.geyer@afboe.at

Cover: Photography from Photokratky edited by Walfg Geyer
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Flag Football Rules

IFAF Flag Football Rules are based on IFAF Taclkdetball Rules.
To keep the Flag rules short and simple, a lohipigs are not explained. Only important or spettimlgs have been
determined and ruled. Even so this Flag Footbak&Book will cover everything to play Flag withdutowing the

Tackle rules. If there is a need for more informatje.g. specifications of ball) you will have tmk in the Tackle
Rules Book (e.g. R 1-3-1). As a coach or officj@u need to understand the Tackle rules too.

The Football Code is an integral part of the Flag rules.

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

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

The structure of these rules will follow Tackle Bsil but content and numbering is not 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 gitmer age.
Length (excluding end zones) can be shortenechimanum of 40 yd (36,60 m) or lengthened to a
maximum of 60 yd (54,90 m),
End zones can be shortened to a minimum of 8 Y0 (M) and
Width can be narrowed to a minimum of 20 yd (18n80or widened to a maximum of 30 yd (27,45 m).
Safety area cannot be altered.
It is possible either to reduce length and/or esnies and/or width or to extend length (end zonegd) 0
and/or width. It is not possible to reduce lengtl axtend width or reverse.

R 1-1-1 Minimum field markings are side lines, gliaés 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 dyeps.

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 youthemm

R 1-3-1 Mouthpiece only recommended.

R 1-3-2 Headwear could be legal, if it does notaergr or offend other players.

R 3-2-1 Time can be changed due to competitiorger a

R 3-3-2 Time-Outs 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, notingbff soles.

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

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

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

All other rules are conduct rules and may not be altered.
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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), additionatlezones 10 yd (9,15 m), width 25 yd (22,90 m).
Totally required space for one field including sgfarea is 76 yd (69,55 m) x 31 yd (28,40 m).
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Measurements shall be from the inside edges dfrtbs (goal line is part of end zone), width ofeléd inches (10 cm).
The no-running lines should be dashed. The spahfR-point-try should be marked 12 yards (11,00rom the goal
line in the middle of the width with 1 yard (0,9 fength.

Safety area is 3 yd (2,75 m) outside the side lamebthe end lines. The safety area need not bieeghar

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 eerokthe 8 intersections of the side lines with ¢oal lines and end
lines.

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

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 atidavegular
ball. Details see Diagram of Field.

Team rosters consist of a maximum of 12 playeien(fhe field with 7 substitutes). Teams may plaghvai minimum
of 4 players. If less than 4 players are availathle ,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 advéimedoall across the other team’s goal line by inger passing it.
The teams shall be awarded points for scoring @@egto rule and the team having the larger scbtkeaend of the
game, including extra periods, shall be the winréam.

ARTICLE 3. Supervision
The game shall be played under the supervisionasfriore officials.

ARTICLE 4. Team Captains and Coaches
Each team shall designate to the referee no mareZtplayers as its field captains and no more 2hemaches.

SECTION 2. The Ball

ARTICLE 1. Specifications
The ball shall be made of leather, new or nearly with regular size, weight and pressure, no dit@na should be
made. Each team may use its own legal ball.

ARTICLE 2. Special Sizes
For women and youth games aged under 16 youttbail(ex. TDY) should be used. Balls need notedeather.
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 afasting 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 saoe, cut and style. The jerseys must be fulgtarand tucked into
the pants with contrasting Arabic numerals at I6asches (15 cm) in height on back. Jerseys misba taped or
tied in any manner.

b. Players shall wear shorts or pants of the sanoe,cut and style without pockets, press studdips. Players
cannot tape or secure their shorts or pants to thisategulation.

c. Tightly fixed flag belts with sockets and 2 ffagpop-flags). Every effort must be made to keep ftag on each hip
of the player. These flags by a size of 2 inchr§ & 15 inch (38 cm) must not be altered or cue $bckets must
not be glued or changed in any way and placeddk dtownwards and outside. The flags must be cladsiple,
hang down freely and must not be covered in any liyethe player’s uniform. The flags have to be e @olor
different to all colors of the pants. Players, wtit deliberately manipulate their flags, will bgeeted from the
game.

d. All players must wear an intra-oral mouthpie€a wisible color and with no part stick out mohan 0,5 inch
(1,25 cm).

ARTICLE 2. lllegal Equipment

Shoes with cleats longer than 0,5 inch (1,25 shgrp pointed as spikes or made of any metabieral.

Any kind of headwear or helmets (caps, hoodsdanas, headbands or similar).

Any kind of protectors which endanger other play(shoulder pads, knee braces or similar).

Glasses not medical prescribed and not madefaunbreaking material.

Jewelry must be removed or covered up completely

Uniform attachments like towels or hand warmers.

Adhesive material, paint, grease or any ottippsty substance applied to equipment or on a pdayerson,

clothing or attachment that affects the ball oopponent.

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

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

@~oo0ow
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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 amdsihace above.

ARTICLE 2. Field of Play
The field of play is the area within the boundangs (side lines and end lines) other than thezenes.

ARTICLE 3. End Zones
The end zones are the 10-yard areas at both ertds téld between the end lines and the goal lines

ARTICLE 4. No-Running Zones

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

ARTICLE 5. Goal Lines

Goal lines, one for each team, shall be establighegposite ends of the field of play. The gaad and goal line
pylons are in the end zone. Each goal line is glaatvertical plane separating an end zone fronfigthe of play when
the ball is touched or is in player possessionpthae extends beyond the side lines. A team'’s lgwais the one it is
defending.

ARTICLE 6. Middle Line

In the middle between the goal lines is a middie.liThe line to gain for a new series is in thedi@df the field of
play, so it is in the middle of the middle line pstly named middle.

ARTICLE 7. In Bounds, Out of Bounds
The area enclosed by the side lines and end kniestiounds and the area surrounding and incluitiegide lines and
end lines is out of bounds.

ARTICLE 8. Team Area
The team area is outside the safety area and betieao-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 fietisgpossession 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 therterback has
released the ball.

Blitzers can get the right of way, if they raiseedrand clearly above the head at least duringagtesecond before the
shap. The rush has to be immediately after the, snapk and straight near to the point where tharguback receives
the snap.

If a blitzer is giving an invalid signal, rushintpg/, aiming another spot or changing the directioning the rush, he
loses the right of way.

ARTICLE 7. Player Out of Bounds
A player or ball is out of bounds when it touchagthing out of bounds.

ARTICLE 8. Disqualified Player
A disqualified player is one who is declared inilig for further participation in the game.

ARTICLE 9. Home Team
If both teams are away from home or at tournam@nise than 2 teams), first mentioned team willleehlome team,
second mentioned 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 alesnap after the ball is ready for play and entdemthe ball next
becomes dead. Between downs is the interval duvhigh the ball is dead. A play is the action betwd®e 2 teams
during a down.

ARTICLE 2. Scrimmage Line

The scrimmage line for each team, when the badlasly for play, is the yard line and its verticlne that passes
through the point of the ball nearest its own dim&l and extends to the side lines.

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

ARTICLE 3. Forward Pass Play

A legal forward pass play is the interval betwdss 4nap and when a legal forward pass beyond themsage line is
completed or intercepted. Also any forward passifbehind 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 thdrat during a legal forward pass play.
Passes completed behind the line of scrimmageeges &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 advance of, as related teeitieam, denotes direction toward the opponentidiee. Converse
terms are backward or behind.

ARTICLE 2. Forward Progress
Forward progress is a term indicating the end shadement by the ball carrier or airborne passivecef either team
and applies to the position of the most forwarchpof the ball when it became dead between thdieesd by rule.

SECTION 6. Spots
ARTICLE 1. Enforcement Spot
An enforcement spot is the point from which theglgnfor a foul is enforced.
ARTICLE 2. Dead ball Spot
The dead ball spot is the point at which the batidmes dead.

ARTICLE 3. Spot of the Foul
The spot of the foul is the point at which thatlfoocurs. 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 thiéliecomes 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 antd#at has committed a foul and may include onmare 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 pebals prescribed, it does not offset a foul.

ARTICLE 4. Loss of adown
“Loss of a down” is an abbreviation meaning “lo$she right to repeat a down”.
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SECTION 8. Shift, Motion
ARTICLE 1. Shift
A shift is a simultaneous change of position by Znore offensive players after the ball is ready bafore the snap.

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

SECTION 9. Handling of the ball

ARTICLE 1. Handoff

Handoff is successfully transferring player posggsom one teammate to another without throwing.
ARTICLE 2. Pass and Fumble

A pass is any intentional act to throw the balhny direction. A pass continues to be a pass itiigicompleted by a
player or the ball becomes dead.

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

A pass (or fumble) can only occur after a playeng@ossession of a ball.

For the status of the ball it will be no differendehe possession is lost intentional (pass adoéf) or unintentional
(fumble), a live ball in flight will be considereat pass.

ARTICLE 3. Possession

Possession means the firmly holding or controlbifig live ball.

ARTICLE 4. Batting

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

ARTICLE 5. 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 wherebdiéfirst strikes anything beyond the spot of tass. 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 scrimendige inbounds.
ARTICLE 3. Catch, Interception

A catch is an act of firmly establishing player gession of a live ball in flight. A catch of an @pgnt’s pass is an
interception. A player who leaves his feet to malaatch or interception must have the ball firnmhis possession
when he first returns to the ground inbounds with part of his body to complete a pass.

ARTICLE 4. Sack

A sack is a flag pull at the quarterback beforedieases the 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 way. An offense player movimgthe line
between a defense player and the runner or in #iyeofva blitzer is blocking. A player standinglstiith the right of
place) is not blocking, even if he is in betweea thnner and the opponent or in the way of a blitze

ARTICLE 3. Contact

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

ARTICLE 4. Flag Pull

Flag pull is taking away one or more flags of apaqent with hand(s).

ARTICLE 5. Flag Guarding

Flag guarding is an attempt of the runner to awoflhg pull by covering the flag with any part bétbody (hand,
elbow or leg) or with the ball. Flag guarding is@leaning the upper body forward (diving) or stingig out a hand,
with or without the ball, towards the opponent take it more difficult for the defender to reach flag.
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SECTION 12. Jumping, Diving, Spinning
ARTICLE 1. Jumping
Jumping is an attempt of the runner to avoid a flal by gaining extra height compared to reguiaming.
ARTICLE 2. Diving
Diving is an attempt of the runner to avoid a ftadl by leaning his upper body forward with or vatht jumping.

ARTICLE 3. Spinning
Spinning is an attempt of the runner to avoid g flall by turning his body at the vertical axisir8png is legal.

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

ARTICLE 1. Right of place

Right of place is given to a standing player angaments have to avoid contact. Standing meanstaireat the spot
and not moving in any direction, to make a mov@orp for throwing or catching a pass at this spmginot give up
the right of place.

ARTICLE 2. Right of way

Right of way is given to a moving player and oppaaédave to avoid contact.

The right of place is more worth than the rightaafy.
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RULE 3 Periods and Time

SECTION 1. Start of Each Period

ARTICLE 1. First Half

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

The winner of the toss will put the ball in playsfi by a snap at its own 5 yard line; the losef slesignate which goal
line his team will defend.

There are no kickoffs.

ARTICLE 2. Second Half
Between the first and second period, the team$ défeind opposite goal lines. The loser of the tiigut the ball in
play by a shap at its own 5 yard line.

ARTICLE 3. Extra Periods

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

a. After 2 minutes intermission, the referee stiafllare which end of the field will be used for theéra downs and
toss a coin at midfield as at the beginning ofghme.

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

c. No charged team timeouts will be granted.

d. An extra period shall consist of 2 series wibheteam putting the ball in play by a snap antigdle line for a
series of downs, except the defense scores dumegiad other than on the try.

e. Each team retains the ball during a series tisiilores, including extra points (1 or 2), otdairhe ball remains
alive after a change of team possession untildeidared dead; the series is ended even if teeesécond change
of possession.

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

g. The team scoring the greater number of pointguhe regulation and extra periods shall beated the winner.

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

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

SECTION 2. Playing Time

ARTICLE 1. Length of Play and Intermission
The total playing time shall be 40 minutes, dividietth 2 halves of 20 minutes each, with 2 minuterimission in
between.

ARTICLE 2. Extension of Periods

A period shall be extended until a down, free flam ball fouls, has been played. When a penalgcisepted or
offsetting fouls occur during a down in which tirepires, the down will be repeated.

No period shall end until the ball is dead andréferee 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 tgebiay an
official or a game clock operated by an assistadeu the direction of the appropriate official.

ARTICLE 4. When Clock Starts
When the game clock has been stopped by rule litlehatarted when the ball is legally snapped.
Exception: The game clock will start at the readsHflay when it was stopped at referee’s discretion

ARTICLE 5. When Clock Stops

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

Within the last 2 minutes of each period the cladgk stop when:

1. To award a first down, also after a change s&pssion.

2. To complete a penalty.

3. Aball or runner goes out of bounds.

4. A pass becomes incomplete.

5. A score is made.

A charged timeout is granted.

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

(o))
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SECTION 3. Timeouts

ARTICLE 1. How Charged

The referee shall declare a timeout when he suspaagt 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 whregquested by any coach or inbound player whebdlids dead.
Each team is entitled to 2 charged team timeouisgleach half; they cannot be carried over toritnet period.
ARTICLE 3. Injury Timeout

In the event of an injured player any official nzharge an official timeout, provided the playeridrom the timeout
is taken is removed from the game for at leastdoven.

ARTICLE 4. Length of Timeouts

A charged team timeout shall not exceed 90 secfindsided are the 25 seconds after the ready &oy)pl

Note: After 60 seconds the referee will notify thkams and declare the ball ready for play (R 3:3-5)

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

The referee shall notify both teams 30 secondsreefdimeout expires and 5 seconds later shaladethe ball ready
for play.

Unless a visual game clock is the official timepigihe referee also shall inform all coaches whpgmaimately 2
minutes 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 lines on theviinere the ball was
when it became dead, a penalty brings it or a rexies will be awarded.

After a dead ball is ready for play, it becomessa ball when it is legally snapped. A ball snappedbre 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 gbbis whistle when:

A ball touching anything out of bounds.

The runner goes out of bounds.

Any part of the runner’s body, except his hanébot, touches the ground.
A runner simulates placing his knee on the gdoun

A pass strikes the ground.

A player becomes in possession of the ball father than 2 flags or the flags are not positiocedectly and the
player himself is responsible for it.

g. A touchdown, touchback, safety or successfubtgurs.

h. A foul which makes the ball dead (kicking andbgteof pass) occurs.

~Po0T®

On an inadvertent whistle by an official, the B@comes dead and the team in possession maye|aat the ball next
in play where declared dead or 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. Itis the first time of the series in legal pession of the ball beyond the middle when theibaleclared dead. If a
penalty brings the ball back behind the middlefirsd down will be awarded again.

b. If an accepted penalty mandates a first down.

A new series shall be awarded to the defense oavinei5 yard line if, after 4th down, the offense If@iled to earn a

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 penalty occurred during a down and before @mnge of team possession, the ball belongs toffeese and the
down shall be repeated, unless the penalty alsuhies loss of a down, mandates a first down, ordedhe ball
beyond the middle.

ARTICLE 2. Foul After Change of Team Possession

If a penalty is accepted for a foul incurred duringown after change of team possession, the elalhbs to the team
in possession when the foul occurred. The next delvatl be a first down.

ARTICLE 3. Penalty Declined

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

After a penalty incurred between downs, the nunatbéie next down shall be the same as that edhedalibefore the
foul occurred, unless enforcement for a foul leahesball beyond the middle or a penalty mandatéastadown.
ARTICLE 5. Fouls by Both Teams

If offsetting fouls occur during a down, that dosimall be repeated.
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RULE 6 Kicks

SECTION 1. Kicking

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

PENALTY - 5 yards, administer as dead ball foul [S®].
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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 beforesitéady for play. [S1]
PENALTY - 5 yards, enforced from the scrimmage lindS19].

b. The ball shall be put in play within 25 secoaftsr the referee has declared the ball readylfy. p
PENALTY - 5 yards, enforced from the scrimmage lindS21].

ARTICLE 2. Starting With a Snap

After the snapper touches the ball, the snappermoaijft the ball, move it forward or simulate thtart.

Before the snap, the long axis of the ball musat@ght angles to the scrimmage line.

A legal snap is handing or passing it backward fisnposition on the ground with a quick and comtins backward
motion of the hand or hands and actually leavireghthnd or hands in this motion. The snap needono¢ thetween the
shapper’s legs.

PENALTY - 5 yards, enforced from the scrimmage lindS19].

ARTICLE 3. Offensive Team Requirements

There is no minimum number of players at the liheasimmage.

a. After the snapper touches the ball and befad#l is snapped all players must be inboundsbahéhd their
scrimmage line.

b. All players of the offensive team must comenahsolute stop and remain stationary in theirtjpos for at least 1
full second before the ball is snapped or a magiants.

c. No offensive player shall make a false starnake a movement that simulates the beginning ¢dya p

d. When the snap starts, one player may be in mdbiat not in motion toward his opponent’s goaglin

PENALTY - 5 yards, enforced from the scrimmage lindS19].

e. The quarterback cannot run with the ball pastitie of scrimmage, unless he has released tharmhit has been
returned to him.

f. When the ball is on or inside the 5-yard linéngtowards the opponent’s end zone (no-runningeyahe offense
has to make a forward pass play. If the quarterlbacknner get deflaged behind the scrimmage lafere a
forward pass play has happened, it is no penaitg fon play within the no-running-zone.

PENALTY - 5 yards, enforced from the scrimmage lindS19].

g. The quarterback has 7 seconds to throw theafiall receiving the snap. If this limit exceeded tall becomes
dead at the scrimmage line.
PENALTY - Loss of down at the scrimmage line [S21 §9].

ARTICLE 4. Defensive Team Requirements

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

b. After the ball is declared ready for play noatefe player may touch the ball.

c. No player shall use words or signals that disedropponents when they are preparing to putafiérbplay.
PENALTY - 5 yards [S18].

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

e. A maximum of 2 blitzers can ask for the rightaafy. If more players raise their hand simultanégual of them
are losing the right of way and it is an illegajrsal. There is no need for them to rush, it is @ahgquest for the
right of way. On the other hand, there is no needch ask to be allowed to rush without the righway.

f. A player who is less than 7 yards away fromrtlserimmage line cannot raise his hand to simudatag a blitzer.

PENALTY - 5 yards, spot of foul is the scrimmage fie [S18].

ARTICLE 5. Handing the Ball

An Offense may use multiple handoffs behind the tif 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 handoff.

PENALTY - 5 yards, enforced from the basic spot [S9].
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SECTION 2. Passes

ARTICLE 1. Backward pass

A runner may pass the ball backward at any timeeifs behind his scrimmage line and there washaoge of
possession.

PENALTY - 5 yards, also loss of down if by offensbefore team possession changes, enforced from thmsof
foul [S35 + S9].

ARTICLE 2. Complete Pass
Any pass caught by an eligible player touchinggheund inbounds is completed and the ball contimu@tay unless
completed in the opponent’s end zone.

ARTICLE 3. Incomplete Pass

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

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

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

ARTICLE 4. lllegal Touch

All inbound players are eligible to touch, bat atah a pass. The quarterback is only allowed tchcatpass, if the ball
has been touched by any other player before.

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

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

PENALTY - Loss of down at the scrimmage line [S9].

SECTION 3. Forward Pass

ARTICLE 1. Legal Forward Pass
A player may make one forward pass during eacimsaage down before team possession changes, praviegass
is thrown from a point behind the scrimmage line.

ARTICLE 2. lllegal Forward Pass

A forward pass is illegal:

a. Ifthrown by an offense player who is beyondsbeémmage 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 offethiseng the same down.

d. If thrown after team possession has changeagltine down.

PENALTY - 5 yards, also loss of down if by offensbefore team possession changes, enforced from thmsof
foul [S35 + S9].

ARTICLE 3. Pass Interference

Pass interference rules apply only during a downhich a legal forward pass crosses the scrimmageRPhysical
contact is required to establish interference.

Pass interference is contact that interferes witb@onent player when the ball is in the airs lthie responsibility of
the defensive players to avoid the opponents.

It is not pass interference when 2 or more eligfitéeyers are making a simultaneous and bona fiéenat to touch, bat
or catch the pass. Eligible players of either téa@wve equal rights to the ball.

PENALTY - Offense pass interference: 10 yards fronthe previous scrimmage line and loss of down. [S33S9]
Defense pass interference: Automatic first down ahe spot of foul. [S33 + S8] If the spot of foul is the end

zone of the defense, the ball will be spotted atel? yard line.

Note: Contact on a pass play before the pass testheown or if the pass does not cross the scrigentiae, 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 oppHr&6]

SECTION 2. Touchdown

ARTICLE 1. How Scored

A touchdown shall be scored when:

a. The ball in possession of a runner advancing fifee field of play penetrates the opponent’s ¢joel (plane).
b. A player catches a pass in the opponent’s end.zo

SECTION 3. Try Down

ARTICLE 1. How Scored
The points shall be scored according to the pahtes 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 tleated a 6-point touchdown. If a touchdown is scatedng a down in
which time expires, the try shall be attempted. $t@ring 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 lineshe opponent’s 5-yard (1 point) or 12-yard (2s)i line.

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

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

If the try will be repeated after a penalty, istdl worth the same value as before. No chang#deofsion (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.

Pooo

SECTION 4. Safety

ARTICLE 1. How Scored

It is a safety when:

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

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

ARTICLE 2. Snap After a Safety
After a safety, the ball shall be put in play bg gtoring 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, eXo@ptan incomplete pass from outside the end zamé the
attacking team of this goal line is responsibletFar ball being there.

b. A defense player intercepts a pass betweenyasdbline and the goal line and the original motaencarries 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
No player or coach shall contact an opponenffaial.
No player may step, jump or stand on anotherepla
No player may hold another player.
All players have the right of place. Opponeragéhto avoid contact.
The runner is in charge to avoid contact withdpponent players.
All offense players have the right of way asdas the ball has been thrown or a runner crobsesctimmage line.
Defense players have to avoid contact. When tHasoial the air all players have the right to pthg ball, but not
by targeting (playing through) the opponent.
g. All eligible blitzers with legal signal have thight of way and offense players have to avoidtacin
Note: If there is no contact, it still could be ladk by the offense player.
PENALTY - 10 yards, enforced from the basic spot [38].

ARTICLE 2. Targeting an Opponent

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

b. No player shall try to attack a ball in possaissir take away the ball from the runner.
PENALTY - 10 yards, enforced from the basic spot [38].

ARTICLE 3. Game Interference
a. No substitute or coach may interfere in any wélk the ball, a player or an official while thelkia in play.
PENALTY - 10 yards, enforced from the basic spot [38].

~Poo0UTw

SECTION 2. Noncontact Fouls

ARTICLE 1. Unsportsmanlike Acts

a. Use of abusive, threatening or obscene langoiagestures, or engage in such acts that provbkalibr are
demeaning.

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

PENALTY - 10 yards, enforced from the basic spot [37].

ARTICLE 2. Unfair Acts
a. No player shall block an opponent.
PENALTY - 5 yards, enforced from the basic spot [S3].

b. No runner shall jump or dive.
PENALTY - 5 yards, also loss of down if by offensbefore team possession changes, enforced from tiposof
foul [S51].

¢. No runner shall commit flag guarding.
PENALTY - 5 yards, also loss of down if by offensbefore team possession changes, enforced from tiposof
foul [S52].

d. No player shall pull a flag from an opponentestthan the runner or an opponent who fakes tideunner.
PENALTY - 5 yards, enforced from the basic spot [S3].

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

PENALTY - 5 yards, enforced from the basic spot [S4].

f. Participation by 6 or more players is illegattpaEpation.

PENALTY - 5 yards, spot of foul is the scrimmage fie, enforced from the basic spot [S28].

g. Coaches and substitutes may not be outsidedme area during a down.
PENALTY - 5 yards, spot of foul is the scrimmage fie [S27].

h. No player wearing illegal equipment or missingnuatory equipment shall be permitted to play. &yef with a
bleeding wound must leave the field.
Players have to leave the field immediately afteleced 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 offetesan may enter the game for replacing a player #feeball is dead
and before the snapper touches the ball.

b. Any number of legal substitutes for the defeiesen may enter the game for replacing a player #feeball is dead
and before the ball is snapped.

PENALTY - 5 yards, spot of foul is the scrimmage fie [S19].
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RULE 10 Penalty Enforcement

SECTION 1. General

ARTICLE 1. Flagrant Fouls
A flagrant foul is a foul which endangers a platgemjury and requires disqualification. [S47]

ARTICLE 2. Unfair Tactics

If a team refuses to play or repeatedly commitssfthat can be penalized only by halving the distaor commit an
obviously unfair act not specifically covered b ttules, the referee may take any action he corssatgiitable,
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, dedlioecancelled. Any penalty may be declined byaanteaptain or
coach, but a disqualified player must leave theggam

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

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

ARTICLE 2. Simultaneous With Snap
A foul that occurs simultaneously with a snap iesidered as occurring during that down, the spébwifis 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 explaralternative
penalties to the field captain of the offended teatm 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 daiitogvn, and the team last gaining possession digidued
before last gaining possession, it may declinesttifeg fouls and thereby retain possession aftemptetion of the
penalty for its foul.
2. When a live ball foul is administered as a dealtifoul, it does not offset and is enforced iderof occurrence.

ARTICLE 5. Dead ball Fouls
Penalties for dead ball fouls are administeredrseply 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 Jahsic spot is the spot of the foul.
2. For defense fouls when the dead ball spot istdyhe scrimmage line, the basic spot is the telidpot.
3. For fouls after a change of possession the Isasitwill be the dead ball spot. Only if the f@ibn the last
related run from the team ending with possessianbahind the dead ball spot, the basic spot isplo¢ of foul.

ARTICLE 2. Procedures

The enforcement spot for live ball fouls is theyioes scrimmage line if not otherwise mentionedhi@ penalty.

The enforcement spot for dead ball fouls is thet sesimmage 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 scoringrtehuring a touchdown, enforced on the try. Othefs@re declined
by rule.

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

3. Fouls with 10 yard penalty by the no scoringrteturing 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 exckali the distance from the enforcement spot tooffending team’s
goal line.
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Philosophy of Enforcement

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.
Fouls of the runner are spot fouls and includessa bf 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 handoff, blocking, illegal flag pull, kicking a pass, illegal contact, targeting, game interference, illegal
participation, unsportsmanlike.
The basic spotis a 2 & 1 principle of the woraitsjfor offense fouls it means worst choice betwsaimmage
line and spot of foul. For defense fouls it medresworst choice between dead ball spot and scrirarfiag,.
Live ball fouls by both teams during the play waiffset 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 pssson will be enforced. (“clean hands principle”)
Fouls after a change of possession will be enfoficed the dead ball spot. The worst spot principdénveen spot of
foul and dead ball spot will be used only on thst tan.
Offense pass interference is enforced from thersnege line and includes a loss of down.
Defense pass interference is a spot foul and ieslash automatic first down.
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RULE 11 Officials Duties

SECTION 1. General Duties

ARTICLE 1. Jurisdiction of Officials
The officials jurisdiction begins with the coin toand ends when the referee declares the scote[814]

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 ardj Bfficials.

ARTICLE 3. Responsibilities

a. Each official has specific duties prescribethmIFAF Flag Football Officials Manual but has ebresponsibility
and jurisdiction in matters of judgment.

b. All officials shall wear a uniform and equipmgmescribed in the IFAF Flag Football Officials M.

SECTION 2. Referee (R)

ARTICLE 1. Position
The initial position of the referee is behind aodHe side of the offensive backfield.
On 2-men crew, the referee is positioning and waykike a Linesman.

ARTICLE 2. Basic Responsibilities

a. The referee has general oversight and contribleofjlame, is the sole authority for the scoretasdiecisions upon
rules and other matters pertaining to the gaméirzae

b. The referee inspects the field and reports ilegies to game management, coaches and otheiatdf

c. The referee has jurisdiction over player equiptme

d. The referee shall indicate that the ball is yefad play, shall direct the clock, shall time tB&-second count, count
the number of charged timeouts, award new seridewhs and administer penalties.

e. The referee shall notify both head coaches ptisgualifications.

The referee will count the number of offenseypls.

g. After the snap, the referee determines the Ipddynd the scrimmage line around the ball.
The referee is responsible for coverage of thetqrlzack.

—h

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 operatiath@down indicator.

b. The linesman will count the number of offensgypts and keeps count of the downs.

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

d. As the ball passes the scrimmage line on hisaidhe field, the linesman determines the playad the ball.
The linesman indicates forward progress on his twidbe referee.

SECTION 4. Field Judge (FJ)

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

ARTICLE 2. Basic Responsibilities

a. The field judge is responsible for timing thengeor supervising the game clock operator.

b. The field judge will count the number of defepsayers.

c. The field judge has jurisdiction over his sideli

d. As the ball passes the scrimmage line on hisaidhe field, the field judge determines the magund the ball.
The field judge indicates forward progress on hde $o the referee.

SECTION 5. Back Judge (BJ)

ARTICLE 1. Position
The initial position of the back judge is 7 yara=sed at the side line with the down indicator.

ARTICLE 2. Basic Responsibilities

a. The back judge (on 4-men-crew) is responsibl¢ifting the game or supervising the game clock ajoe.

b. The back judge will count the number of defeplsgers.

c. The back judge observes receivers on deep rantes ruling on long passes and the status dbahen his area.
The back judge indicates forward progress on désgsto the referee.
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Summary of Penalties

LEGEND: “O” refers to officials signal number; “R-S-A” i&i¢ rule with section and article number, E referthe

enforcement spot.

0
AUTOMATIC FIRST DOWN (AFD)
Defense pass interference (at the spot of foul)............ccooiiiiiii e 33
LOSS OF A DOWN (LOD)
(1= 0L 0T L PR 21
11 =To = VI (o 0] o 9
lllegal backward pass [AISO 5 YArdS] ......cmeeeeeeiiiiiiiiiiieiiireeeeerrereeeeeeseessssssnseanrenrreerreeeeeees 35
lllegal forward Pass [AISO 5 YAITS] ......uuuceeeeriiiiiiiiiiriieiee e e e e e e e e e e e e e e e e s s ssrr e e e e e ereeaaaaeaaeaaeas 35
Jumping Or DiVING [AISO 5 YAIUS] ....eeeeeieimmmmeeeeeieeeiiieiietteeeeeeeeeeeeaeaeaeaeeaaansnnnnnsensaesneeeeeereees 51
Flag guarding [AlSO 5 YArdS] ....c.oiiiiiiiiiiiii et e e e e e e e e e e e e e e e 52
Offense pass interference [alSO 10 YardS] coooocc.eiiiiiiiiiiiiiiiieie e 33
LOSS OF 5 YARDS
[llegal KICK DY FUNNET .....oiiiiiiiee ettt e e et e e e e e e e e e e e s e et e e e e e e eeeaeaaeaaeaeanens 19
11 T=T0 =TI = T PSSR 19
DElay Of GAMIE ...t ettt et e e e e e e e e e e et e e e et e e e e e e e e e e e e e e e aeaaaanan 21
11 T=To o LIRS o= T I PP PUUPRUTRR P 19
[ gTet (oY= Tod o1 401 o | PP PPUUPPURPRPPRR 19
L= LTI 7 T AT 91
11 =To =1 g o] o] o IR PP 19
11T=To oI 0TI o] - OO 19
L@ 1o = PP PPPTOPPI 81
(DYoo) g o =T i1 o TR T [ F= | PP PEEERSRR 18
1= -V o] 11 4 81
11T=To Fo T o] 11 v4=T 0= o | -1 PESERUSRRRRR 18
1 17=To =T = a o o 1 SO 19
lllegal backward pass [AISO LODY] ...ttt e e e e e e aaaaeeas 35
lllegal forward Pass [AISO LOD] ...ttt e e ee et e e e e e e e e e e e e e e e e s ennnneeees 35
121 (o Tod (1 o PP PUUPPTRTT 43
Jumping Or DiviNG [AISO LODY] ...ttt oottt e e e e e e aaeeeaeaaaannnnnnbbsbeeeeeeeeaeeeaeas 51
Flag guarding [AlSO LODY] ........uuuiutiieiiieaaaeiiietieeiee et e et e e aaaaaeaa e s e e e s s e saaseeaeeeeeaaaaaaaaaaaaaeaaaaaaannnns 52
legal FIag PUIL ... ettt et e e e e e e e e e e e e e e e nbne bbbt e e s e e eeeeeeaeas
lllegal kicking a pass
lllegal participation ...........ccccceveeeeem
Side line interference
11T=To Fo ST ] 1] 10110} o SRS EEURRRRRR

LOSS OF 10 YARDS

Offense Pass interference [AlSO LOD] .....uucccccereiiiiiiiiiieieeereeeee e e e e e e s e s s s e e e e eaeaaeeeee s 33
11 7=To =TI o ] = od (SO 38
LI 1o =21 o RS 38
LT a0 (ol 01 (=10 (=TT Lo PP TPPPPPPR 38
UNSPOMSIMANIKE ...oeiiiiiiiiiiie et eeee ettt e e rb e e e e st e e e e s e bbb e e e e e e neeees 27
CHARGED TIMEOUT

Player with wearing illegal equipment not leavifgd ............cccociiviiiiiiiiie e, 3
Player with missing mandatory equipment not leaialgl .............ccccccvveeriiieeeee oo 3
Player with bleeding wound not 1eaving field wmm..cvveeeeeeiiiiiii e 3
LOSS OF HALF DISTANCE

If distance penalty exceeds half the distanceagythal line ............ccccvvviiiiiiiiviis e -
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Official Flag Football Signals

S1 S3

W

Ball ready for play

S8 S 10
LS J'I_ ] 1
." r
=
_ Loss of down
First Down Incomplete pass End of period
S 18 S 19 S 27
i-'l-u. d
|||_;|
¥ . L

)

Offside Defense False start Delay of game
lllegal Blitz lllegal procedure Delay of pass
S 28

lllegal participation

lllegal forward pass
lllegal backward pass

lllegal contact

S 43 S51 S 52
i)
=5 | % )\ w
= i
1 | }L

AT

lllegal block

Disqualification

S
Jumping
Diving

Flag guarding
lllegal Flag pull

Page 24 of 32



Flag Football Rules 2013

INTERPRETATIONS

A rule interpretation, or approved ruling (AR), is@fficial 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 verewidnts or skirts.

RULING: lllegal equipment. This kind of pant or gkis not necessary for playing. It is obvioustithe players trying
to gain an advantage.

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

Il. The pass is incomplete and the ball rolls faag from the field, no player helps the officiadsget the ball back to
the scrimmage line.
RULING: The referee should stop the clock on higgdition and the clock will start on the ready.

AR 5-1-1 New Series

I. 2 & middle at the 19-yd-line, the run is stopmdhe middle line. The ball is spotted with itssa reaching 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 line. Would thel reach 3 inch
into the middle line, it would be a first down.

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 dovpossible.

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 msla punt to get the ball away.

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

AR 7-1-3 lllegal Run

I. 2 & middle at the 24,5-yd-line, the quarterbalikes a step forward and stretch the ball ovemtidelle before he
get deflaged.

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.

Il. 2 & middle at the 19-yd-line, the quarterbackkas a roll out and steps forward beyond his scegerline and
get deflaged before he throws a pass by a deferud#tioned less than 7 yd from the scrimmage lint@esnap.
RULING: Penalty for illegal run, no penalty forathal blitz. When the quarterback has crossed tmmisage line
(R 2-3-2) all defenders have the right to pull lag of the runner. 2 & middle at the 14-yd-line.
NOTE: A technically crossing of his scrimmage lmethe defender at the flag pull will be ignored.

lll. 2 & goal at the 4-yd-line, the quarterbackdius a pass which is deflected by a defense plagkint the
scrimmage line. The quarterback catches the bélrams into the end zone.
RULING: Touchdown, no illegal run. A pass touchedtlhe defense is considered as a forward pasqRI2y3-3).

AR 7-1-4 Blitzer

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

RULING: Penalty for illegal blitzer signal.

NOTE: Try to inform the player before the snap witdumber 46 you are just 6 yd away from the scrimga line.” If
the player is adjusting his position before thepsitiaere will be no penalty.
If the player is blitzing without adjustment, heshd RoW to the quarterback and it is a penalty.
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II. A defense player, positioned 7 yd away from shemmage line, raises his hand for a split acé@osd or raises
his hand before the snapper touches the ball segdiis hand just at shoulder level.

RULING: It is an invalid signal (R 2-2-6). If thdgyer is blitzing, he has no RoW to the quarterback no penalty.
Inform the player before the next down to giveeaclsignal.

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

IV. 2 blitzers are giving simultaneously a cleayrsil for getting the RoW. Before the snap one efrtldrops 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. THblitzers last giving the signal get the RoW.

AR 7-2-1 Backward pass

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

RULING: No penalty, but it is a safety.

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

lll. 2 & middle at the 13-yd-line. The runner losamtrol of the ball intentionally (pass) or unintienally (fumble) at
the 20-yd-line and the ball hits the ground atltBeyd-line.

RULING: Penalty for illegal backward pass. NextypBa& middle at the 15-yd-line. It doesn’t mattéthe ball was
becoming a pass by a pass or fumble.

NOTE: It would be the same ruling if the ball hite ground at the 24-yd-line (forward pass).

AR 7-2-2 Complete pass

I.  Two opposing players get in possession of a pdisie both are off the ground, and both playetsrreto the
ground inbounds.

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

Il. An airborne player receives a pass. He graspdall firmly in his hands, and as he is returrimgard the
ground, the nose of the football touches the grdagfdre any part of his body. He retains his fimntcol of the
ball and it does not come loose, the player hitgsgitound inbounds.

RULING: Complete pass.

lll. An airborne player receives a pass. He gralpsall firmly in his hands and any part of higlipeouches the
ground inbound. Immediately upon hitting the groutheé ball comes loose and in a second effortdéheiver still
being inbounds regains control of the ball.

RULING: Complete pass.

IV. An airborne player receives a pass. He graspdall firmly in his hands and the ball or anytpdrhis body
touches the ground inbound. Immediately upon Hgttive ground, the ball comes loose and touchegrthend.

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

V. An offense player catches the ball in the ail Before he returns to the ground a defense ptay@acts him and
he lose control of the ball. The ball falls to tieund.

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

VI. An offense player on the right side of the diglets contacted by a defender before the balbbas thrown from

the quarterback. The pass falls incomplete atdfieside of the field.
RULING: lllegal contact from defense. It is a fdalcontact an opponent either the ball is throwwetas him or not.
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VII. An offense player catches the ball in theaaid still in the air makes a backward pass to amnaifiense player.
The second offense player advances the ball foesoore yards.

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

NOTE: It would be the same ruling if the pass & jiwuched and the ball bounce forward or bachward.

AR 7-3-1 Forward pass

I. 2 & middle at the 3-yd-line. The quarterbackothe a forward pass from his end zone to the graéardoid a
sack.

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

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

RULING: Penalty for illegal touch, the quarterba@n catch his own pass only after another playetdizched it
(R 7-2-4). Next play 3 & middle at the 7-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbatkdws a forward pass from behind the scrimmage theeball get
deflected by another player (defense or offensd)raturns to the quarterback’s hands.
RULING: No penalty for illegal touch, the quartediacan advance the ball (R 7-2-4).

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

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

AR 8-3-2 Penalty on a Try
I.  Ona 1-point try there is an accepted penaltythe try 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 penaity #he try will be repeated from the 7-yd-line.
RULING: Offense can make a pass or run play fooiats.

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

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

V. During a try the runner commits a flag guardaighe 3-yd-line and scores.
RULING: Penalty for flag guarding with LOD. No segithe 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. Thetepeack throws
an incomplete forward pass.

RULING: Penalty for illegal contact (holding) enf&d from the 7-yd-line. Next play 2 & middle at the-yd-line.

II. 2 & middle at the 7-yd-line. The quarterbackiire end zone holds the ball in front of the flaglee defender try
to pull it. The defender misses the flag and thenquarterback throws a complete pass for 14 yd.
RULING: The penalty for flag guarding will be enéad in the end zone, safety.

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

I.  Adefense player is lining up close to the seniage line in front or next to a receiver (man cage)).

RULING: The receiver has to avoid contact for tinstfsteps, because the defender has the RoP. iWaaefender
starts to move he loses the RoP and has to givefféiese room for the pass route.

II. A defense player is lining up close to the seriage line in front of a receiver. At the snap feves immediately
inside and collides with the receiver also goingdads the middle.

RULING: lllegal contact from defense. As he movedidst the RoP and is in charge of the collisidme Teceiver has
to avoid the place where the defender stands, diubranticipate where defense will move.
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lll. A defense player is playing his zone lookimgtihe quarterback. An offense player is runningsthe field and
hit him from behind by purpose.

RULING: Targeting from offense. Even with the rigiftway, offense is not allowed to target and hibaponent.
(R 9-1-2)

IV. A defense player is squeezing the runner towéie side line. The runner tries to stay inboundkeeping his
lane and contacts the defender.
RULING: lllegal contact from the runner. The runies to avoid contact, he has no RoW.

V. Two defense players squeeze the runner in bettessm. The runner tries to hit the gap betweerbtib
defenders and contacts the defender(s).
RULING: lllegal contact from the runner. The runimas to avoid contact even when this stops the play

AR 9-1-1 Blitzer

I.  After the snap a blitzer, who has given a ckgnal, is running quick towards the quarterbaak ameceiver on
an in route has to run around him.

RULING: No penalty. A receiver has to give the it the RoW. If there would have been no signahftbe blitzer, it
would be a defense foul for blocking.

II. After the snap a blitzer, who has given a clggnal, is running quick towards the quarterbaut a receiver on
an in route is blocking or contacting him.

RULING: Penalty for blocking (5 yd) or illegal catt (10 yd) against the offense. The offense ptalarve to
calculate the blitzers lane(s).

lll. After the snap a blitzer, who has given a clsignal, is running slow towards the quarterbaul a receiver on an
in route has to run around him or contact him.

RULING: Penalty for blocking against the defenseblifzer has the RoW only if he rushes quickly (2-B), the
offense players have to have the chance to cadcthatblitzers lane(s).

IV. A Dblitzer, who has given a clear signal, ishimg towards the quarterback and as the quarterstacts to roll out
the blitzer changes his direction.

RULING: The blitzer is losing the RoW when he isanging the direction. He has to take care notdckoh receiver
after he changed his rushing lane.

V. A blitzer, who has given a clear signal, is tiaghinto the still standing snapper.
RULING: Penalty for targeting (10 yd) against trefehse. The RoP is more worth than the RoW (R 2j13-

VI. A blitzer, who has given a clear signal, ishiing towards the scrimmage line but stops beforerbsses it.
RULING: No penalty. The blitzer must not cross steimmage line, but he loses the RoW at the stdpghas to avoid
the offense players afterwards.

VII. Areceiver is crossing the lane of the blitzetho has given a clear signal. The blitzer traeavoid contact but still
runs into the receiver.
RULING: Penalty for illegal contact (10 yd) agaitisé offense.

VIII. A receiver is crossing the lane of the blitzesho has given a clear signal. The blitzer triesto avoid contact and
runs into the receiver.

RULING: Penalty for blocking (5 yd) against thearfte and penalty for targeting (10 yd) againstifense, the fouls
will offset.

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

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

XIl. The blitzer stops as the quarterback releasedall, the natural throwing movement with a dtepard brings

the quarterback in contact with the blitzer.
RULING: No penalties for the contact, both playars standing and have the RoP.
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XIl. The blitzer jumps straight in the air as theagerback starts to release the ball, the quaxtérinakes 3 steps
forward after he has thrown and contacts the blitze

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

XIll. The blitzer jumps forward to deflect the bal the quarterback starts to release the baliaruthes the ball before
it left the hand of the quarterback or touchesatme of the quarterback after the ball left his hand
RULING: Penalty for targeting, because the poinatbtdck 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 albse defender tries a flag pull. There is no ccirtvat the defender
misses the flag.

RULING: Penalty for flag guarding. There has tormecontact to disadvantage the defense, a harzh{prwaving in
front of the flag makes it more difficult to reaith

II.  Arunner is waving his hands near his hips &ralefender tries a desperate flag pull. Thermisontact and the
defender misses the flag by far.
RULING: No penalty. There has to be made a serédigsnpt to make an action of the runner to an avbalflag pull.

[ll. A runner is running towards a defender andobefthey meet he bends his upper body forward.
RULING: Penalty for diving (R 2-12-2). The defenders to avoid the head and body of the runner wiakes it more
difficult for him.

IV. Arunner is running towards a defender and pefbre they meet he stretches out the ball foru@gkt an extra
yard before get deflaged.
RULING: Penalty for flag guarding. The defender tmavoid the ball what makes it more difficult taim.

V. Arunner is chased by a defender and just béfergets caught he stretches out the ball forwagt an extra
yard before get deflaged.
RULING: No penalty. For the flag pull from behindmakes no difference for the defender.

VI. A blitzer pulls the flag of the quarterback jissplit of a second after the ball has been throw
RULING: No penalty for illegal flag pull. The defse has the right of a serious attempt.

VII. After the quarterback has thrown the ball, thgzer continuous the rush and pull the flag.
RULING: Penalty for illegal flag pull. This disalsdéhe quarterback to run with the ball if he wilt gt back on a trick

play.

VIII. The defender pulls the flag right at the marhas the receiver touches the ball, but he mb#dall and makes
the completion in a second attempt.

RULING: No penalty for illegal flag pull. The defdar can expect the completion, what makes thewvec# a runner,
and need not to wait for the catch.

AR 10-2-4 Offsetting fouls

I. 2 & middle at the 7-yd-line. The quarterbackotvs a complete pass or interception to the 154yel-IBefore the
catch the snapper blocks the blitzer at the 10ky&ldnd a defender blocks a receiver at the 20ngd-I

RULING: Offsetting penalties, the down will be rapéd.

II. 2 & middle at the 7-yd-line. The quarterbackaivs an interception at the 15-yd-line which isureed to the
6-yd-line. Before the catch the snapper blockstheer at the 10-yd-line and on the return thézbli blocks the
snapper at the 12-yd-line.

RULING: The defense can decline offsetting pensltiad 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 quarterbatkdws a pass which is intercepted at the 15-yddime returned to
the 6-yd-line. Before the catch a defender blockecaiver at the 10-yd-line and on the return tiegpper holds
the runner at the 12-yd-line.

RULING: Offsetting penalties, the down will be rapéd.
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AR 10-3-1 Basic Spot Enforcement Offense fouls

I. 2 & middle at the 7-yd-line. The quarterbackmianto the end zone and get sacked in the end Ztweesnapper
blocks the blitzer at the 10-yd-line.

RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 3,5-yd-lif@eclining will
bring a Safety.

II. 2 & middle at the 7-yd-line. The quarterbaclkps to the 1-yd-line and get sacked at the 1-yel-lithe snapper
blocks the blitzer in the end zone.

RULING: Basic spot is in the spot of foul, enfordadhe end zone, Safety. Declining will bring & 3niddle at the
1-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbadlogds to the 1-yd-line and get sacked at the 14ye-IlThe snapper
blocks the blitzer at the 5-yd-line.

RULING: Basic spot is the spot of foul, enforcedrfr the 5-yd-line. 2 & middle at the 2,5-yd-line.dliaing will bring
a 3 & middle at the 1-yd-line.

IV. 2 & middle at the 7-yd-line. The quarterbaclkps to the 1-yd-line and the pass is completedeal 5-yd-line.
The snapper blocks the blitzer at the 5-yd-line.

RULING: Basic spot is the spot of foul, enforcedrfr the 5-yd-line. 2 & middle at the 2,5-yd-line.dliaing will bring
a 3 & middle at the 15-yd-line.

V. 2 & middle at the 7-yd-line. The quarterbackmido the 1-yd-line and the pass is completedeal Hiyd-line.
The snapper blocks a defender at the 20-yd-line.

RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 3,5-yd-lif@eclining will
bring a 3 & middle at the 15-yd-line.

VI. 2 & middle at the 7-yd-line. The quarterbaclkps to the 1-yd-line and the pass is completedlamadffense
scores a touchdown. The snapper blocks a defendlee iopponents end zone.
RULING: Basic spot is the scrimmage line, enforéedn the 7-yd-line. 2 & middle at the 3,5-yd-line.

VII. 2 & middle at the 7-yd-line. The quarterbadlogds to the 1-yd-line and the pass is incomplete §happer blocks
the blitzer at the 5-yd-line.

RULING: Basic spot is the spot of foul, enforcedrfr the 5-yd-line. 2 & middle at the 2,5-yd-line.dliaing will bring
a 3 & middle at the 7-yd-line.

VIII. 2 & middle at the 7-yd-line. The quarterbadtops to the 1-yd-line and the pass is incomplBte. snapper blocks
the blitzer at the 10-yd-line.

RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 3,5-yd-lin@eclining will
bring a 3 & middle at the 7-yd-line.

AR 10-3-1 Basic Spot Enforcement Defense fouls

I. 2 & middle at the 7-yd-line. The quarterbackmsadnto the end zone and gets sacked in the eral 2odefender
blocks the snapper at the 10-yd-line.

RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 12-yd-line.

II. 2 & middle at the 7-yd-line. The quarterbaclkps to the 1-yd-line and gets sacked at the 1ryal-W\ defender
blocks the snapper at the 5-yd-line.
RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 12-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbadogds to the 1-yd-line and the pass is completedeal 5-yd-line. A
defender blocks the snapper on a screen routeiartti zone.
RULING: Basic spot is the dead ball spot, enforreth the 15-yd-line. 2 & middle at the 20-yd-line.

IV. 2 & middle at the 7-yd-line. The quarterbaclops to the 1-yd-line and the pass is completedeal5-yd-line. A
defender blocks a receiver at the 20-yd-line.
RULING: Basic spot is the dead ball spot, enforfrech the 15-yd-line. 2 & middle at the 20-yd-line.

V. 2 & middle at the 7-yd-line. The quarterbackmsdo the 1-yd-line, the pass is completed anatfemse scores a

touchdown. A defender blocks the snapper at thgdtiRe.
RULING: Basic spot is the dead ball spot (oppongoail line), enforced on the try, the score counts.
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VI. 2 & middle at the 7-yd-line. The quarterbaclops to the 1-yd-line and the pass is incompletdefender blocks
the snapper at the 10-yd-line.
RULING: Basic spot is the scrimmage line, enforérean the 7-yd-line. 2 & middle at the 12-yd-line.

VII. 2 & middle at the 7-yd-line. A blitzer grabke pants of the quarterback behind the scrimmage tiut the
quarterback still throws a complete pass at thgdtiine.

RULING: Penalty for illegal contact (holding). Baspot is the dead ball spot, enforced from thgd-Hine. Next play
2 & middle at the 22-yd-line.

VIII. 2 & middle at the 7-yd-line. A defender gratie pants of the runner at the 12-yd-line andtimeis stopped at the
17-yd-line.

RULING: Penalty for illegal contact (holding). Basipot is the dead ball spot, enforced from thgd-fine. Next play
1 & goal at Bs 23-yd-line.

IX. 4 & middle at the 9-yd-line, a defense play@ik the ball to defend a completion, the ball mees incomplete.
RULING: Penalty for illegal kicking a pass. Basjuos is the scrimmage line, enforced from the 9ipe-INext play
4 & middle at the 14-yd-line.

X. 4 & middle at the 9-yd-line, a defense playeaikisi the ball to defend a completion, the ball isgtd by Offense
and advanced to the 22-yd-line.

RULING: Penalty for illegal kicking a pass. Basmos is dead ball spot, enforced from the 22-yd-Iidext play
1 & goal at the 23-yd-line.

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

I. 2 & middle at the 7-yd-line. The quarterbackoths an interception at the 21-yd-line and the reands at the
12-yd-line. After the change of possession, thegaaholds (illegal contact) the runner at the d8ige.

RULING: Basic spot is in the dead ball spot, enéorérom the 12-yd-line. 1 & goal at the 6-yd-line.

lI. 2 & middle at the 7-yd-line. The quarterbackaWs an interception at the 21-yd-line and therreands at the
12-yd-line. After the change of possession, thgpanillegal contact a team mate of the returnéhet
10-yd-line.

RULING: Basic spot is in the dead ball spot, enéorérom the 12-yd-line. 1 & goal at the 6-yd-line.

lll. 2 & middle at the 7-yd-line. The quarterbatkdws an interception at the 21-yd-line and tharreends at the
12-yd-line. After the change of possession, a taate of the returner blocks the snapper at thedtBag.
RULING: Basic spot is in the spot of foul, enfordedm the 18-yd-line. 1 & goal at the 23-yd-line.

IV. 2 & middle at the 7-yd-line. The quarterbackais an interception at the 21-yd-line and therreands at the
12-yd-line. After the change of possession, a teate of the returner blocks the snapper at thedtdag.
RULING: Basic spot is in the dead ball spot, enéorérom the 12-yd-line. 1 & goal at the 17-yd-line.

V. 2 & middle at the 7-yd-line. The quarterbackoths an interception at the 21-yd-line and the resufumbles at
the 12-yd-line, the snapper catches the ball and twthe 20-yd-line. After the first change of pession, a team
mate of the snapper holds the returner at the 1igd

RULING: Offsetting penalties for illegal pass (fulepand illegal contact (holding), the down will kepeated
(R 10-2-4). 2 & middle at the 7-yd-line.

VI. 2 & middle at the 7-yd-line. The quarterbackaWws an interception at the 21-yd-line and therretufumbles at
the 12-yd-line, the snapper catches the ball and o the 20-yd-line. After the second change afpssion, a
team mate of the snapper blocks an opponent ai8tye-line.

RULING: The Offense will decline offsetting penahifor illegal pass (fumble) and regain the bathwinforcement of
the blocking (R 10-2-4). Basic spot is the spdioaf, enforced from the 18-yd-line. 1 & middlethe 13-yd-line.

AR 10-3-2 Procedures
I. 3 & goal at the 19-yd-line. 3 blitzers givinghtzer signal.
RULING: lllegal blitzer signal at the snap. Penatyforced from the 19-yd-line. 3 & goal at the JdHine.

II. 2 & middle at the 15-yd-line. The runner comsnét flag guarding at the opponents 22-yd-line.
RULING: The penalty brings back the ball behind thieldle. 3 & middle at the own 23-yd-line.
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Ill. 4 & middle at the 9-yd-line, a defense plageat hit by a pass at the lower leg, no player anlcthe ball.
RULING: No penalty for illegal kicking, becausestan unintentional contact. The ball becomes d@saidcomplete
pass, the series ends by downs. 1 & middle foogmonent at the 5-yd-line.

IV. 2 & goal at the 10-yd-line. The pass is comptefor 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 complefe a touchdown. Defense commits a pass interéere
RULING: Touchdown, the penalty is declined by rule.

VI. Try at the 5-yd-line. The pass is completedddouchdown. Defense commits an illegal contadnduhe play.
RULING: Touchdown, the penalty will be carried overthe next snap. 1 & middle at the 15-yd-line.

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

II. 3 & goal at the 9-yd-line. The defense comnaitsoffside.
RULING: Penalty enforced from the 9-yd-line. 3 &aj@t the 4,5-yd-line.
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