

2024 HORTONVILLE FLAG FOOTBALL RULES AND INFORMATION 

EQUIPMENT- I WILL DISTRIBUTE EQUITMENT AT THE FIRST PRACTICE. BALL BAGS AND EQUIPMENT WILL BE COLLECTED AT THE CONCLUSION OF THE LAST GAME. 

PRACTICES- THE TEAM COACHES WILL SET THE PRACTICE SCHEDULE FOR EACH TEAM. THE HIGH SCHOOL TEAMS ARE GENERALLY DONE WITH PRACTICES BY 6PM MONDAY THROUGH THURSDAY DURING THE SEASON. COACHES DO NOT NEED TO RESERVE A FIELD. 

GAMEDAY- WE WILL USE THE GRASS FIELD FOR THE GAME FIELDS ALONG WITH THE PRACTICE FIELD BEHIND THE PRESSBOX.


[bookmark: _Hlk524152185]GAME LENGTH- THE MAIN SCOREBOARD WILL BE USED TO KEEP THE TIME OF THE GAMES, ONE CLOCK FOR ALL FIELDS. THE GAMES WILL BE 50 MINUTES LONG WITH NO HALFTIME. THE FINAL PLAY MUST START BEFORE THE HORN SIGNALS THE END OF THE GAME. 

[bookmark: _Hlk524152250]COIN FLIP-  A COIN FLIP OR ROCK PAPER SISSORS WILL DETERMINE WHO GETS THE BALL FIRST 

COACHES- ONE COACH FROM EACH TEAM CAN BE ON THE FIELD WITH THEIR PLAYERS. TEAMS CAN DESIGNATE DIFFERENT COACHES FOR OFFENSE AND DEFENSE TO BE ON THE FIELD BUT ONLY ONE AT A TIME. PLEASE ENSURE THAT YOU ARE OUT OF THE WAY OF THE ACTION ONCE BALL IS PUT IN PLAY. 

[bookmark: _Hlk524152280]FIELD SETUP- THE FIELD WILL BE 40 YARDS IN LENGTH .TO START THE GAME TEAM WILL START ON THE 5 YARD LINE AND THEY WILL GET 4 DOWNS TO GET  12 YARDS.  IF A TEAM DOESN’T GET THE 1ST DOWN THE OTHER TEAM TAKES OVER POSSESSION AT THEIR OWN 5. IF THERE IS AN INTERCEPTION THE OFFENSE WILL TAKE OVER WHERE THE FLAG WAS PULLED.

PLAYERS- EACH TEAM WILL HAVE 7 PLAYERS ON THE FIELD. 

SCORING- 
1. Touchdown: 6 points 
2. PAT (Point After Touchdown) 1 point (5-yard line) or 2 points (10-yard line) .Note: 1 point PAT is pass only, 2 point PAT can be run or pass. 
3. Safety: 2 points to the defensive team and the ball is awarded to the defensive team at the 5 yard line. 

 LIVE BALL/DEAD BALL 1. The play is live when the ball passes through or next to the center’s legs. Dropped snaps are a dead ball and loss of down. 2. The official will indicate the neutral zone and line of scrimmage. It is an automatic dead ball foul if any player on defense or offense enters the neutral zone. In regards to the neutral zone, the official may give both teams a “courtesy” neutral zone notification to allow their players to move back beyond the line. 3. The defense may not mimic the offensive team signals, by trying to confuse the offensive players, while the quarterback is calling out signals to start the play. 4. Substitutions may be made on any dead ball. 5. Any official can whistle the play dead. 6. Play is ruled “dead” when: a. The ball hits the ground. b. The ball carrier’s flag is pulled. c. The ball carrier steps out of bounds. d. A touchdown, PAT or safety is scored. e. The ball carrier’s knee or arm hits the ground. f. The ball carrier’s flag falls out. g. The receiver catches the ball while in possession of one flag. h. The 9 second pass clock expires. i. An inadvertent whistle is performed (at the spot where the ball was whistled dead). 7. In the case of an inadvertent whistle, the offense has two options: a. Take the ball where the whistle blown made the play dead. b. Replay the down from the original line of scrimmage. Note: There are no fumbles. The ball is spotted where the ball hits the ground. 

[bookmark: _Hlk524152354]RUNNING . The ball is spotted where the runner’s feet are when the flag is pulled, not where the ball carrier has the ball. 2. The quarterback can rollout, but must pass, pitch, handoff or lateral while in the backfield. The QB CANNOT run the ball for positive yards. 3. QB can pitch the ball or hand off behind the line of scrimmage to a running back. Offense may use multiple handoffs or pitches, behind the line of scrimmage. 4. “No- Inside Run Zones,” located 5 yards before each end zone are designed to avoid short-yardage, power-running situations. All runs in these spots have to be outside the tackle box.  5. The player who takes the handoff or pitch can throw the ball from behind the line of scrimmage. 6. Once the ball has been handed off or pitched in front or behind the quarterback, all defensive players are eligible to rush. 7. Runners may not leave their feet to advance the ball. Diving, leaping or jumping is considered flag guarding. 8. Spinning is allowed, but players cannot leave their feet to avoid a flag pull. Ball carrier cannot flag guard. 9. Runners may leave their feet if there is a clear indication that he/she has done so to avoid collision with another player without a flag guarding penalty enforced. 10. No extending the hands on blocking.  11. Offensive players can not block once the ball has crossed the past 5 yards from the line of scrimmage. No running with the ball carrier as a shield. The ball carrier will marked down at the spot when illegal block is committed. 12. Flag Obstruction – All jerseys MUST be tucked in before play begins. The flags must be on the player’s hips and free from obstruction. Deliberately obstructed flags will be considered flag guarding. 

 PASSING 1. All passes must be from behind the line of scrimmage, thrown forward or behind the line of scrimmage. 

RECEIVING 1. All players are eligible to receive passes. 2. Only one player is allowed in motion at a time. All motion must be parallel to the line of scrimmage and no motion is permitted towards the line of scrimmage.  3. A player must have at least one foot inbounds when making a reception. 4. In the case of simultaneous possession by both an offensive and defensive player, possession is awarded to the offense. 5. Interceptions can be returned. Interceptions on an extra point either (1) or (2) points cannot be returned.

RUSHING THE PASSER (not allowed for K and1st 2nd.) 1.There will be a 5 Mississippi count before the rusher or rushers can rush the passer. 2. Once the ball is handed off, lateral, pitched, or passed the 5 second rule is no longer in effect and all defenders may go behind the line of scrimmage to pull a flag. K and 1st 2nd graders have no rush and the quarterback has 9 seconds to throw the pass or the play is considered dead and returned to line of scrimmage with loss of down.

 FLAG PULLING 1. A legal flag pull takes place when the ball carrier is in full possession of the ball. 2. Defenders cannot tackle or hold or interfere with the ball carrier in the pursuit of pulling a flag. 3. It is illegal to attempt to strip or pull the ball from the ball carrier’s possession at any time. 4. If the ball-carrier’s flag, while carrying the ball, inadvertently falls off during the play, the play is dead at that point. If a pass receiver’s flags fall off while running a pass route he is down at the spot of the catch.  6. A defensive player may not intentionally pull the flags off of players who are not in possession of the ball. 7. Flag guarding is an attempt by the ball carrier to obstruct the defender’s access to the flags by stiff arming, dropping of head, hand, arm, or shoulder, or intentionally covering flags with the football or jersey. When a flag guarding violation is committed the play will be blown dead and the runner is marked down at that spot.


 FORMATIONS 1. 3rd/4th and 5th/6th grade offensive team must have a minimum of one player on the line of scrimmage (the Center).  Only one player at a time may go in motion and must be positioned one yard behind and parallel to the line of scrimmage.  No motion is allowed towards the line of scrimmage. K and 1st2nd grade must have 1 center 2 guards 2 receivers(1 receiver on each side) a quarterback and running back. K and 1ST/ 2ND cannot have motion. 2. No handoffs are allowed back to the center from the quarterback during the set formations. No team can line up more than 3 receivers on one side of the formation. However, following the hike, the center may position themselves behind the LOS for a play. a. Hiking: K and 1ST/2ND and 3RD/4TH, may use either: side swipe to the QB, or under the legs. 5th/ 6Th will only use under the legs snaps from the center (under center or shotgun). The defense cannot line head up on the center.

UNSPORTSMANLIKE CONDUCT 1. If the field-monitor or referee witnesses any acts of intentional tackling, elbowing, cheap shots,  or any unsportsmanlike act, the game will be stopped and the player will be ejected from the game. The decision is made at the referee’s discretion. .No appeals! FOUL PLAY WILL NOT BE TOLERATED. Coaches and fans are asked to have good sportsmanship. Anyone deemed to not doing this will be asked to leave. 


PENALTIES Offensive All penalties 5 Yards. • Illegal motion (more than one person moving, false start, etc.) • Offensive-pass interference (illegal pick play, pushing off/away defender) • Screening, Blocking or Running  • Delay of game (after the ball is spotted, exceeding the 35 second limit)  • Charging ( not attempting to avoid the defense) Defense All penalties are  5 Yards. • Off-sides  • Illegal contact (Holding, blocking, etc) • Defense Illegal flag pull (before receiver has ball) • Defense Illegal rushing (starting rush from inside 10-yard marker) • Roughing the passer Stripping the ball ( attempting to cause a fumble) Defensive Pass interferance 10 yards  Below penalties are assessed as automatic first downs (if against defense) or loss of down (if against offense) and carry an individual warning to the player committing the penalty (one warning to the player and team before ejection). • Unnecessary Roughness • Taunting • Unsportsmanlike conduct

