JFA Flag Division Rules and General Guidelines


1.
PLAYERS

A. Games are played between two teams consisting of eight (8) players on each side of the ball. 

A game can be played with seven (7) players on both sides of the ball only if both head coaches agree before the game begins. Late arriving players must be checked in and verified by the opposing team before being allowed to play. In the event a team does not have enough players, the team short players will forfeit the game. A forfeit will result when the minimum is not met, within 15 minutes of the scheduled start of the game. 


B. Each team roster shall have a maximum of 16 players, and a minimum of 10 players. 

      
C. Only players appearing on the official team roster form supplied by the League are to be counted as players. The Roster is completed before the first game of the season and verified by the League in a process called “certification.”   See Comprehensive Rulebook


D. The offense team must have five (5) players on the line and three (3) in the backfield. The defensive team may choose any formation except in kicking situations.


E. Mandatory Play Rule: NOTE: All players will play a minimum of 10 plays. Teams will complete and follow The JFA Mandatory Play Form. Failure to abide by this rule will result in forfeiture of that game. MINIMUM PLAY CHECK will be done at the 10 minute mark of the second half of play. Players who have not met their minimum play requirement, shall be placed into the game at this time, and remain in the game until their minimum plays are met.   

          F. A team will have 30 seconds to put the ball in play after the ready signal.  The referees shall enforce the 30 second clock between plays.  In the event the offense violates this rule, a penalty will be assessed and the clock will be stopped until the next snap of the ball. 
2.
PLAYING FIELDS

A. The field shall be rectangular with lines and zones and shall conform to either of these two designs.                                        

i. 100 yard field. This field measures one hundred and twenty yards in length, divided into 5 zones at twenty yards each between two end zones of ten yards each. It is 53 1/3 yards wide.

ii. 80 yard field: This field measures one hundred yards in length, divided into 4 zones of twenty yards each between two end zones of ten yards each, it is 40 yards wide.

iii. Goal posts are unnecessary as points after touchdown (conversion) are made only by passing or running and there are no field goals allowed.

iv. A conversion line will be marked 3 yards from the goal line and at an equal distance from each sideline, for point after attempts.

v. A kickoff area will be marked (usually by an “X”) as follows:


a. 100 yard field: from the 40 yard line.

b.  80 yard field: from the 30 yard line 

(middle of second zone and equal distance from the sidelines).


B. The following field equipment will be used.



i. Down Marker will be used to indicate the number of the down.


ii. A Zone Marker will be used to indicate the distance to go for a first down (placed at the forward zone line)


iii. Corner Flags with flexible staffs will be placed at the four sections of the end zones and the sidelines. Soft pylons may be used if flags are unavailable.
3. 
EQUIPMENT


A. The League will use the “pee wee” or “K-2” ball or other comparable ball (See Article IV, Rule 12, tackle rules)

B. The use of flag belts is as follows:

i. Each player must wear a belt with the number of flags designated as “standard” by the League, which will be three (3) flags.  Adopted colors: Home Team “Light”: white, yellow, gold, orange. Visiting Team “Dark”: black, red, green, dark blue. Belts must be of a contrasting color, different from the game jersey uniform color.

ii. The flags will be attached to a belt and extend or hand from each side of the player’s body. When using three flags, the third will hang from the rear of the players body.  

iii. Flags will be 14-20 inches long and a minimum of 2 inches wide.

iv. The belt must be tight to prevent being turned around during a de-flagging.

v. The securing of flags to the body, waist or belt, other than provided by flag belt, is illegal.

vi. Jersey cannot be worn over flags.

vii. If a player’s flag is inadvertently lost, he is ineligible to handle the ball.


NOTE: The flags will be attached to a belt made for that purpose. Such a belt has equal resistance at the point of attachment of flags, thereby insuring an equal effort necessary to de-flag a player. The use of a “ball/socket” style of belt is not approved for any JFA Flag division games.


C.  Flag Team Game Uniform

i. All team members must wear the same color jersey.

ii. Any type of pants or shorts may be worn; however, they must not have any pockets. 

iii. Jerseys will be tucked in at all times—and if they are found to obstruct the flag, the ball carrier will be    considered ‘down’ upon the defensive players touch.

iv. Sneakers are the preferred shoe; however, non-detachable, rubber-cleated shoes are allowed. No other footwear is acceptable.
4.
PRE GAME PLAYER CHECK

There will be a pre-game inspection at the scale, or at the 40 yard line of the Flag field, for name, number, shoes, and inspection of flag belt, as well as a check of the Team Roster (Team Book) and to present the Mandatory Play Form for inspection by the Weightmaster, per JFA Weightmaster Protocol. Each team’s Business Manager and one Assistant Coach, will present the Team to the Weightmaster, to begin no later than twenty (20) minutes prior to scheduled game time.

i.  All male players are strongly encouraged to wear athletic supporters (or compression shorts).  Soft cups are optional.

ii. Mouthpieces (not clear or white) without keeper straps shall be used by all players.

iii. Eyeglasses: When worn, shall be of athletically approved construction with non-shattering glass                   (safety glass)  or contact lenses. A keeper strap shall be used. Per AIA rule, glasses must be clear,                   no tinted glasses or sunglasses are allowed. (Sport goggles are not required.)

5. 
PROHIBITED EQUIPMENT

A. Spiked or street shoes.

B. Padding of any kind, including hard surface padding such as shoulder pads, hip pads, and helmets.

C. if wearing football style pants, they must not have any hip, tail, knee, or thigh pads in them.

D. Hard metal or any other hard substance on a player’s clothing or person.

E. Anything that conceals the flags.

F. Slick or sticky substances such as grease or glue.

G. Any equipment, in the opinion of the referee, which might endanger or confuse players.
6. 
REFEREES

A. There will be at least two (2) referees.

B. The League may assign more than two referees for a game.

C. There shall be at least three (3) referees for a sanctioned playoff or championship game.

D. Each game official will carry a handkerchief / penalty flag and drop it whenever an infraction occurs.
7. 
TEAM COACHES and TEAM STAFF MEMBERS
A.  One coach for each team will be permitted on the field during all plays from scrimmage.  Coaches shall not be permitted on the field for kick offs, punts or free kicks. Once the huddles break, the Coaches should be 10 – 15 yards behind the line of scrimmage, as not to interfere with the play.

B. Team Coaching Staff will consist of eight (8) positions that shall have official JFA I D Badges:

Head Coach, Business Manager, Mandatory Play Roster Monitor, and five Team Staff members. 

These volunteers shall fill out a JFA Volunteer form, and have it in the team book for reference.
8.
TIMING OF GAMES

A. The game shall consist of two (2) 25 minute halves. The clock will stop on a dead ball during the last two minutes of each half.

B. Three (3) allowed team time-outs per half.

C. A minimum of ten (10) minutes between first and second half (halftime).
9.
Mandatory Plays Roster 

The mandatory play roster will be checked at the 10 minute mark of the second half.             
10. 
KICKOFFS

A. Each half will start with a kickoff.

B. The 100 yard field kickoff will be from the 40 yard line.

C. The 80-yard field kickoff will be from the 30-yard line. (Although this yard line is not diagramed, the kickoff line may be marked with an appropriate symbol, Usually an “X”).

D. There shall be no on-side kickoffs permitted, and the kicking team shall not be permitted to recover the kickoff under any condition.

E. When a kickoff goes out of bounds the receiving team shall have the option of:

i. Taking the ball at the point where it went out of bounds.

OR

ii. Accept a five (5) yard penalty and re-kick the ball.
11. 
PUNTING

A. The offensive team may punt at any time.

B. A punt is always a free kick.

C. Punting intentions are announced to the referee by the captain, or acting captain.

D. Rushing the punter is prohibited. No offensive or defensive player may move across the line of scrimmage until the kick has been made.

E. Free Catch - There shall be a free catch of a punt. The receiver shall signify his intentions for a free catch by waving his hand clearly over his head.
12. 
DOWNS
A. Each team will have four consecutive downs to advance the ball into the next zone or to score a touchdown.

B. Once a team enters into the next zone, it is a first down and a new series of downs begins.

C. A team failing to move the ball into the next zone will lose possession. The opposing team takes over at the point where the ball is declared dead and begins its series of first down and zone to go.

D. The forward part of the ball touching any line will be the determining factor in measuring for a first down. 

E. A down will be replayed if provided for by the rules. 

F. When the offensive team is within the last zone and has a first down, it will be first down and goal to go.

G. At the conclusion of each down, the referee will place the ball in the center of the field (equal distance from sidelines-not on a hash mark).
13. 
DE-FLAGGING

A. There shall be no tackling of the ball carrier, passer, or kicker.

B. The player carrying or having possession of the ball is down when the flag is removed from his waist (deflagging). The defensive player shall immediately drop the flag that has been pulled to the ground. 

C. The defensive player cannot hold or push the ball carrier to remove his flag. An accidental touch of the body or shoulder while reaching for the flag shall not be considered a violation; however, any other touching of the head or face shall be considered a violation.

D. A defensive player may not run over, push, or pull a blocker away from him. He may push him sideways if he gets past him, but he cannot push the blocker down.

E. A defensive player must always go for the passer’s flag. 

14. 
BLOCKING

A. A blocker must be on his feet at all times while blocking. All linemen, except the center, must not assume the three point stance or otherwise spring from a coiled or crouching start.  Instead, they must simply stand at the line of scrimmage and await the snap. The center, though crouching if he is to block, must first stand straight up.

B. Cross body and roll blocking are not permitted.

C. A legal block consists of a player holding his own jersey and thereby creating a flat surface with his forearms and using that surface to block another player.  The hands shall not extend past the plane created by the forearms. 

D. A defensive player cannot block or push a ball carrier out-of-bounds.

E. Butting, elbowing or knee blocking is not permitted.

F. There will be no two-on-one blocking for the ball carrier beyond the line of scrimmage.

G. Blocking a player from behind is not permitted (clipping).

H. There will be no interlocking blocking.

I. The defense is not allowed to line-up directly over the head of the center—and instead must play in one or both gaps to the side of the center.  This is for the Center’s own safety when trying to focus on hiking the ball and not getting blocked by the defensive players.  

J. A defensive player will be restricted in the use of his hands to be blocker’s body and shoulders.
15.
 BALL CARRIER

A. The ball carrier cannot use his hands or arms to protect his flags. The defensive player must have the opportunity to remove the ball carrier’s flags.

B. The ball carrier cannot lower his head to drive or run into a defensive player.

C. Stiff-arming by the ball carrier is illegal.

D. The ball carrier cannot spin or hurdle to prevent a defensive player from removing his flags.

E. He may run in any direction until the ball is declared dead.
16. 
CENTER

A. The center must snap the ball between his legs.

B. He must have both feet on the scrimmage line with no part of his body beyond the forward point of the ball.

C. He may adjust the long part of the ball at right angles to the scrimmage line for one time only.

D. Snaps are allowed to any player in the backfield.  The center must snap the ball, and is not allowed to run it himself, or make a direct handoff to another lineman. 
17. 
PASSING

A. All backfield men are eligible passers. All players are eligible passers and receivers as long as the ball is thrown forward from behind the line of scrimmage. 

B. Passing will be attempted from behind the line of scrimmage only.

C. A lateral pass is a pass thrown parallel to the line of scrimmage or back toward the passer’s own goal line. A lateral pass is not considered a forward pass.

D. A forward pass is a pass thrown fro behind the line of scrimmage toward the defensive teams’ goal line.
18. 
RECEIVING

A. All players are eligible to receive forward passes.

B. A receiver may catch a ball even if he steps out-of-bounds or out of the end zone as long as he comes down with one foot in bounds.

C. Two or more receivers may touch a ball in succession resulting in a completed pass.

D. If an offense and defensive player catch a pass simultaneously, the ball is declared dead at the spot of the catch and the passing team is awarded possession.

E. An offensive player cannot be out-of-bounds and return in bounds to catch a pass. This will be ruled an incomplete pass.
19. 
DEAD BALL

All balls touching the ground are immediately dead (except kickoffs and punts). For example, the ball is declared dead at the following times:

A. When the ball carrier touches the grounds with his body, other than hands or feet.

B. When the ball carrier’s flag has been pulled.

C. If a pass received or ball carrier has a missing flag (ball is dead at that spot).

D. Following a touchdown, safety or touchback.

E. When the ball goes out-of-bounds for any reason.

F. If the center snap hits the ground before reaching a backfield man.

G. When the ball hits the ground as a result of a fumble or muffed ball. 

THERE ARE NO FUMBLE RECOVERIES.

H. If a lateral pass touches the ground (ball is declared dead at that point). If a lateral pass goes out of bounds, the ball is ruled dead at the point it crosses the boundary line.

I. If a forward pass strikes the ground or is caught at the same time by an opposing player(s).

J. When a player on the kicking team touches a punt before a player on the receiving team.

K. A free catch (cannot be advanced).
20. 
THE MERCY RULE

When one team is 30 or more points ahead at the end of the first half or it takes this lead anytime during the second half of play, the game shall end at that point. THIS RULE ALSO APPLIES TO ANY JFA TOURNAMENT PLAY.
21. 
SCORING VALUES

Touchdown: 6 points

Points after touchdown:

      Passing: 2 points

      Running: 1 point

Safety: 2 points

Forfeit (offended team wins): 1-0
22. 
TIE GAME

A. Tie games will go into the record as such and will not be played off in regular season play.

B. All Tournament Games:

i. Ball will be placed in the center of the field. The referee will toss a coin in the presence of the two teams captains. The winning captain will have the option of putting the ball in play at mid-field.

ii. Each team will have four (4) consecutive downs and the winner will be the team gaining the most yardage in its series of down (penetration).

iii. Penalties will count as plus or minus yardage.

iv. Intercepted passes will count as incomplete passes.

v. If the yardage is still the same at the end of each team’s four down series, the series will be repeated.
23. 
INJURED PLAYERS

Once removed from a game because of injury, a player must sit out at least one down, and may not re-enter the game without the approval of attending medical personnel.
24. 
SCHEDULES

The season starting date for the start of team practices, and games will be set by the League. JFA has adopted an eight (8) game regular season for Flag Football.
25. 
TOURNAMENT PLAY/BONUS GAMES

There will be no tournament play in the Flag Division, but, if possible, there will be exhibition games to conclude the season.
26.  
PENALTIES

Notwithstanding the fact that two football field sizes may be utilized, the penalties yardage to be assessed for any penalty shall be the same regardless of the size of the field, per current season Arizona Interscholastic Association rules and guidelines.

