Arizona Pop Warner Football Rules


RULE 9: MANDATORY PLAY RULE

The following shall be the Minimum Mandatory Play Rule (MPR) for all Pop Warner teams. Each league may set a higher number of Mandatory Plays, but never less than the minimum set by PWLS. All MPRs should be based on eligible players at the time of the game.

Jr.Peewee thru Bantam: 


Mitey Mites Only:

16-25 players - 10 plays 


16-25 players - 12 plays

26-30 players - 8 plays 


26-30 players - 10 plays

31-35 players - 6 plays 


31-35 players - 8 plays

RULE 10: THE FIELD AND MARKINGS

S1: The home team is responsible for the preparation of the playing field and all required accessories for a game. All fields will be equipped and marked in accordance with high school standards. Lime and other caustics shall not be used.

S2: The bench area is reserved for players, coaches, and authorized team personnel only. The sidelines areas are reserved for the game physician and chain crew, with the balance of the sidelines kept clear except for the presence of medical and law

enforcement personnel, and authorized members of the press.  Each League shall be permitted to determine on which side of the field the chain crew shall operate. In the absence of a League stated position, the local high school rules shall apply.

S3: The 80-yard field is permissible for Tiny Mites, Mitey-Mites, Junior Peewees, and Peewees.

RULE 11: GAME BALL

S1: The ball shall be of a good grade of leather, rubber or composite material with specifications in the area of: Spalding is the Official Football of Pop Warner and will be used during Regional & National Championships. Notwithstanding any other provisions in league bylaws, the Spalding/Pop Warner design ball is deemed approved for all Pop Warner play as stated above. Equivalent footballs may be used, but the specifications must fall within the range of those specified above for each division of play.

S2: The use of stick-um on the football or the application and use of such on any player’s hands is not allowed.

S3: In the Tiny Mite, Mitey-Mite Division of Play ONLY, it shall be left to the determination of each league which ball shall be used during their games.

RULE 12: PLAYER DESIGNATIONS

S1: Each player shall wear a number between 1 and 99 inclusive. Numbers “0” and “00” are illegal and shall not be worn. 

S2: During a game in which a PA system is used, the number of any player committing a foul shall not be publicly announced.

RULE 13: REQUIRED EQUIPMENT

The following items shall be worn by players in all divisions beginning with physical contact in practice sessions:

A. Helmet: Only helmets bearing the NOCSAE Seal of Certification may be worn. All helmets must bear the current NOCSAE approved “Warning Label” in a visible position on the outside of the helmet. This “Warning Label” is the same label that is furnished by all helmet manufacturers and quality reconditioners. (Note: Regulations regarding chin straps and face guards are to be followed per the National Federation or NCAA regulations, whichever is applicable.)

B. Shoulder Pads

C. Pants: One Piece or Shell

D. Hip Pads: One Piece or Shell

E. Tail Pads: One Piece or Shell

F. Thigh Guards: One Piece or Shell

G. K nee Pads

H. Jerseys

I. Mouthguard: All mouth guards must have a keeper strap, and be attached to helmet face mask at all times. Clear or White are not permitted to be used.

J. Athletic Supporter or Compression Shorts (male players only)

K. Shoes: In all divisions of play: sneakers, molded rubber cleats (soccer style), or detachable rubber or plastic (football style) cleats are permitted. No metal cleats are permitted. Cleats may not exceed a 1/2” in length. Special Kicking shoes are not allowed.

L. Eyeglasses: When worn, shall be of athletically-approved construction with non-shattering glass (safety glass) or contact lenses.

M. Any additional protective equipment worn by players shall be allowed with league approval.

N. Jewelry of any type shall be prohibited, except religious or medical medallions, which must be covered by the player’s uniform.

O. The wearing of headgear containing knots, including beads and/or decorative hair ornaments is prohibited.

P. The Official Authorized Pop Warner Patch must be displayed on every uniform for games and competitions. Patches may only be placed on designated areas on the uniforms as communicated on the patch placement form on popwarner.com. Failure to have any of the above required equipment during a game, shall subject the participant to be removed until such time as the required equipment has been repaired, replaced or added. The use of any altered equipment shall result in player disqualification if

in a game. 2010 Pop Warner Rule Book 38

RULE 14: BLOCKING AND TACKLING RESTRICTIONS

Both the National Federation and NCAA rulebooks contain extremely strong language on blocking and tackling. It is the responsibility of every Pop Warner coach to be fully informed of, and abide by, all such rules of the governing body (National Federation or NCAA) under whose jurisdiction his state falls, and to review same every year. In addition to other specific prohibitions in the National Federation and NCAA rulebooks, no butt blocking, chop blocking, face tackling or spearing techniques shall be permitted. If such techniques or any others forbidden by the National Federation or NCAA rulebooks are taught by Pop Warner coaches, said coaches shall be dismissed from the program, upon being found guilty following a hearing.
RULE 15: LENGTH OF PERIODS

Maximum length of periods by division of play are:

Mitey-Mite, Jr. Peewee, Peewee, Jr. Midget & Midget


10 minutes

Jr. Bantam & Bantam & Unlimited





12 minutes

RULE 16: INTERMISSION LENGTH

Between 1st & 2nd; 3rd & 4th quarters




2 minutes

Between 2nd & 3rd quarters





15 minutes
RULE 17: TIME CLOCK

The referee shall decide where the clock will be kept if the field is not equipped with a scoreboard timing device. In any event, the referee has final authority to have the clock kept on the field if, in his judgment, the home management’s clock operator is not

qualified.
RULE 18: TIME-OUTS

A team shall be permitted no more time-outs than are permitted by the rules of the current National Federation of State High School Associations or the current NCAA rule book, depending on which body governs a state or section thereof.

RULE 19: PLAYERS

S1: A free substitution rule is always in effect.

S3: Injured player: Once removed by reason of injury, a player shall not re-enter the game without the approval of a currently certified EMT, paramedic, a person certified in First Aid and Safety, or available licensed physician who is not a parent/guardian of the player. 2010 Pop Warner Rule Book 39

RULE 21: SCORING VALUES

Touchdown






6 points

Point after TD by run or pass



1 point

Point after TD by kick




2 points

Safety (awarded to opponent)



2 points

Field goal






3 points

Forfeit (offended team wins by)



1-0

RULE 22: SCORES S1-LOPSIDED/INTENTIONALLY RUN UP SCORES

Any time a team goes up by 28 points or more, the following will occur:

A. The official clock will become a running clock and once started can only be stopped for injury of a player or at the discretion of a referee. It cannot revert to a game clock operation for the remainder of the game.

B. Once 28-point difference is obtained between the two opponents; the winning team cannot pass the ball or run sweeps outside the tackle. If the winning team fails to abide by this rule, each violation will be a loss of down and a 5- yard penalty. This is at the discretion of the game referee. If at any point during remainder of the game the point difference drops below 28 the clock will continue running; however regular rules would apply, i.e. teams would not be required to run between the tackles etc. If a 28 point difference is reached again, PW Rule 22 stipulations i.e. running between the tackles

2010 Pop Warner Rule Book 40 etc. would take effect.

C. There will be no blitzing by either team once the clock becomes a running clock and the lopsided rule is in effect.

D. There will be no onsidekicks at kickoff.

E. The winning defense team cannot advance a fumble or pass interception. The ball is blown dead immediately. The winning offense may start play action from this point.

F. The winning team shall make every effort to replace starting players with reserves. Failure to do so will call for an immediate investigation and possible one game suspension if found guilty.

G. Any coach who employs types of plays without the intent to maximize the action of play shall be in violation of this rule.

H. The teams are still required to complete the mandatory play rule.

I. An investigation will be conducted if a game ends with a score differential of 28 points or more.

RULE 23: SIDELINE PERSONNEL

In addition to the coaching staff, a team may have additional support personnel positioned within a team box during the game. The total number of team support personnel, including coaches, in a team box shall not exceed 10.

RULE 24: RADIOS AND COMMUNICATION DEVICES

No radios or other communicative devices shall be allowed during game situations to relay information to the coaching staff on the sidelines.

