POWERED BY

OFFICIAL

HULES

2025-2026 SEASOIN

N




AlRFLAG

OFFICIAL RULES
TABLE OF CONTENTS

GAIME SET-UP 3
TERMINOLOGY 4
EQUIPMENT. 5
FIELD 5
TIMING AND OUERTIME: -1
SCORING 8
LIUE BALL/DEAD BALL g
RUNNING 10
PASSING: ]
RECEILING n
RUSHING THE PASSER 12
FLAG PULLING 13
FORMATIONS 13
UNSPORTSIMIANLIHE CONDUCT o
PENALTIES 15
| GENERAL
Il SPOT FOULS
. DEFENSILE PENALTIES
IU. OFFENSILE PENALTIES

&) &) WWW.ANRSPORTSMEDIA.COM RNRFLAGFOOTBALL[ZJGMAIL.COM

e



HnFLG | OFFICIAL RULES

e B T A B N A I N A S N T )

HI77€ SE TUPAND FLO

1. it the start of each game, captains from
both teams meet at midfield for the

coin toss o determine who starts with
the ball. The visiting team calls the toss.
. The winner of the coin toss has the
choice of offense or defense. The loser of
the coin toss has the choice of direction,
There s no urhun_tu tefer. Teams will
auto- matically switch sides of the field
and the team that started the game

with possession will begin the énd half
on defense.

d. The offensive team takes possession
of the ball at its S-yard line and has

four fu] diowns to cross midfield. Once

a team crosses midfield, it has three (3)
downs to score atnunhdnwn.

* If the offensive team fails to cross
midfield after drd down and elect to
“nunt" on 4th down, possession of the
ball changes and the opposing team will
start @ new possession from its own
a-yard line, If the offensive team goes
for it on 4th down and does not cross
midfield, the opposing team will start a
new possession from the spot where
Lth down ended.

* finy time there is a ‘PUNT or PLAY
decision on 4th or 3rd down, the referee
WILL sk the offense's Head Coachto
declare ‘Punt or Play’. The coach MUST :
make an immediate decision or risk a delay of game manﬂll?J

* Teams may use a timeout to change the declaration of “Play” at any time
prior to the expiration of the rlau clock.

* ffter crossing midfield, if the offense fails to score on drd down, the ball
changes possession and the new of fensive team starts at its 5 -yard ine,
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The outer lines marking the playing field's perimeter, including Sidelines and end zones.

animaginary line running through the point of the football and across the width of the field
The yard line the offense must reach for a first down.

IRIFITA The team with possession of the ball

IR The team trying to stop the offense and regain possession.

WL An imaginary ling & yards from the line of scrimmage on the defense's side.

IZTTER Ay offensive player who throws the ball, not just the quarterback

‘The defensive player who starts from the rush line and tries o pressure the quarterback by either pulling flags
or blocking passes.

ITT:REETI Refers to the Iuerind of time that the play is in action. Generally used in regard to penalties. Live ball penalties are
considered part of the play and must be enforced before the down is considered complete.

IFENIENN The time between plays when no action is occurring..
W Officials signal to stop play for timeouts, end of plays, or game periods
[ERTAR R ULTS M An official's whistle that is sounded in error,

IS When a ball-carrier illegally runs dieectly into a set defensive player. This includes leading with the head or
making contact with shoulder, forgarm, or chest.

LS A legal forward pass across the LOS (Underhand, backhand or by pushing the ball forward).
m W backward or parallel toss of the ball by the ball-carrier.

W fin iIIe/?]aI act when the ball-carriap trias to biock defendars from pulling their flags - whether by stiff-arming,
ropping their elbow/head, or using the ball itself as a shield.

([N ICRTHM Confrontational or offensive behavior or language.
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EQUIPMENT CHECHLIST -

—
-

1. Al players must wear official ANA FLAG belts and flags. ANl players MUST wear mouth guards at all times while on the field.
(iame balls should be age specific.

0. Players must wear shoes. Gleats may not be allowed at certain locations. This will be sgenified by your league organizer or
site dirgctor. However, cleats with exposed metal are never allowed and must be removed.

d. Players may tape their forgarms, hands and fingers. Players may wear gloves, elbow pads and knee pads. Braces with exposed
metals are not allowed.

Lt Players must remove all jewelry and hats. Headbands or winter beanies are allowed.

d. Players maﬂ wear soft shell helmets, halos and sunglasses but they must be secured at all times while on the field.
Prescription glasses are permitted without a strap.

B. Players’ jerseys must be tucked into shorts or pants, if they hang below the belt line.

1.We recommend players wear shorts or pants that do not have pockets or belt loops. Games will not be defayed for
a player to tape their pockets.

8. Participants must bring their own official RNR FLAG belts and mouth guards to the field. Extra belts and mouth guards
may be available for purchase.

9. Footballs will be not provided. Is the coaches responsibility
* flag helts and flags cannot be the same color as the player's shorts or pants.

10. LEAGUE & TOURNAMENT PLAY: Electronic communication between any player with their coach or spectator for
their team is prohihited. If a team or individual is using electronic communication with a player or coach, at any time,
that team will be disqualified immediately from Flaﬁ. This does not limit possible additional discipline at the sole
discretion of the local league organizer OR ANR FLAG Tournament staff.

TOURNAMENT PLAY

1. ANR FLAG belts and flags will be issued to ALL Teams at check-in. Teams MUST wear the equipment lhe? are jssued
it [:h_IEGIEIII]] n}]{N Ellffﬂﬂm played. NO ENGEPTIONS. Mouth guards will be available for purchase. Game balls will not be
rovided by .

E. Teams not prepared to play at Game Time due to equipment compliance issues will have their team timeouts used,
up to 3, for the time taken to et canIIant. _ N _
d. Equipment Gheck - All players must be checked prior to the start of every game by the game officials or they will
be ruled ineligible to play in the game.
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FIELD DIMENSIONS
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Field Dimensions and Layout
Two standard field size options:

Ontion A: &5 yards wide x 64 yards long with J-yard endzones
Option B: 25 yards wide x 70 yards long with 10-yard endzones (7 Players /team or more]

1. Both feld fayouts will have 3 midfeld lingto gain for a first down. 'No Run Zones” are located 5 yards prior to midfield
and 5 yards prior to the opponent's endzane.

2. Stepping on the boundary line is considered out of bounds.

3. No Run’ Zones are in Flane to prevent teams from nunductinﬂ run rlaus. Whilg in the ‘No Run’ Zongs, teams cannot
run the ball across the fine of scrimmage. All plays must result in a forward pass across the Line of Serimmage.

W, The referee will spot the ballin the middle of the field prior to the Ready to Play’ whistl. The ball may NOT be closer
than 10-yards to any sideline.

OPTION A OPTION B

il ENDZONE (i FNDZONE I

NO RUNNING ZONE

A NO RUNNING ZONE
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TIMING AND

OLERTITE =

1. Regular Season Games are pl_aFed on 8 40-minute continuous clock with & - &0-minute halves, unless one team Eains
a da-point advantage, which will end the game. Teams can agre to continue without changing the score. The clock stops
for halftime, injuries and at the Officials' discretion. TOURNAMENT PLAY: & - 12 min running clock halves

2. Halftime is 2 minutes. {1 MINUTE HALFTIME IN TOURNAMENT PLAY)

3. REGULAR SEAON PLAY: Once the ball is spotted, a team will have 40 seconds to snap the ball. TOURNAMENT PLAY:
A 25-second PLAY GLOCK will be used.

L, REGULAR SEASON PLAY: Teams will have 1- 60-second timeout per half. They do not carry over. TOURNAMENT PLAY:
Teams will have 3 - 30 second timeouts for the entirg game.

5. Officials will stop the clock for team timeouts, player injuries and at their discretion.

b. If the score is tied at the end of regulation play, an overtime period will be used to determine the winner.
Overtime format s as follows: _ _

* Home team calls the coin toss to determine the team that chooses to be on offense or defense first.

* 1f 3 second round of overtime must be played, the team that lost the coin toss will get to choose offense o
defense for the start of the second round of overtime. This process continues with teams alternating the choice
to be on offense or defense {o start every round of overtime,

*The referee will determine which end of the field the entire overtime will be played.

a. 15t OVERTIME: Each team will get one u] plav from the defense’s 8-yard line for one Ibllmm or the defense’s 10-yard
line for two points. Each team has the choice to go for 1 or & points in the first OVERTIME PERIOD ONLY.

* Example: Team A starts on offense and chooses to go for one point from the 5-yard ling and is successful. Team B
i5 then on offense and can choose to either Hu for one point from the 5-yard line to tie and force a second round of
overtime orto ?u for two ants_ from the 10-yard line for the win, _ _

*|f the second team on offense in an overtime round fails to beat or match the team that went first, the game is over.
b, Starting with the 2nd overtime, both teams must attempt a 2 point conversion from the 10-yard line.

c. Starting with the 3rd overtime, each team will get 1 play from the 3 yard line going out from the endzone. The team
with the most yards will be the winner. The team with the most yards will be awarded 1 point added to their final score.
d. The Final Score will be recorded to include all points scored in the Overtime periods.

e. Al regulation period rules and penalties are in effect. . ,

f. There are no timeouts in Overtime. Each team will be afforded one (1) coaches challenge forthe

entirg overtime session. Challenge MUST be a misapplication of a rule, NOT a judgement call by an official.

0. Interceptions are returnable for a score in OT and are worth & points. _

* Interceptions returned for a score in the first or second overtime period, the game is over.

_* Interceptions advanced in the third overtime period, the game s over.

y WLLLLANRSPORTSMEDIALOM | AMAFLAGFOOTBALLZJGMAIL.COM
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SCORING GUIDE <

1. Touchdown: 6 points

2. PAT (point afte touchdown) 1 point [5-?an ling) or & paints (10-yard line]
* A1 point extra point is pass only; & point extra point can be a run or pass.

d. Interceptions returned for scores during a regulation scrimmage down are worth 6 points.
1and 2 pt. extra point conversions or overtime interceptions returned are worth 2 points.

Ly Safety: 2 points

! safe?u ccurs when the ball-carrier is declared down in his/her own end zong. Runners can be called

down when their flags are JIU"E[] hﬁ a defensive player, a flag falls out, they ster out of bounds, their knee

or arm touches the ground, a fumble occurs in the end zone or if a snapped ball [ands in or beyond the end zone.

5. A team that scores a touchdown must declare whether it wishes to attempt a 1point conversion (from the
5-yart line] or a &-point conversion (from the 10-yard fing). Any change, once a decision is mads to try fo the extra
point, requires a charged timeout. A decision cannot be changed after a penalty.

6. REGULAR SEASON PLAY: When 1team is winning by 33 points or more, the game is over. TOURNAMENT PLAY: When 1
team is winning by 28 points or more, the game is over.

1. Forfeits will be scored 35-0 for the winning team. TOURNAMENT PLAY score will be 28-0.

8. The coaches, officials and scorekeeper must verify the score sheet. If a coach does not verify the score sheet before
leaving the field, the scorekeeper will note on that score sheet and the score will be FINAL

VIll. Coaching GUIDELINES
9, Goaches are expected to adhere to ANR FLAG philosophies, coaching quidelines and code of conduct.

10. Coaches are permitted to coach on the sideling _ _ _
* Ml team ph_ntngrathars, managers, position coaches, team moms, fans, etc. are required to remain off the playing
field in the designated Ieague viewing area, _ _ S
* Boaches are responsile for their fans conduct and behavior plus any other associated team members in their designated team area.

11, TOURNAMENT PLAY _ .

* Only two coaches are permitted on the Sidelines to coach.

* Goaches must remain on the sideling, except to attend to an injured pla?en _
. * Teams may huddle on the sidefing with their coach to get a play call,but the play clock will not stop once the bl
i5 signaled Ready for Play .

) WLLLLANRSPORTSMEDIALOM | AMAFLAGFOOTBALLZJGMAIL.COM 9



1. The ball is Iwe at the snap nf the hall and remaing Iwe untll the nfnmal whlstles the hall dead.

c. The official willindicate the neutral zone and line of scrimmage. « It s an automatic dead ballfoul i any player on defense
or offense enters the neutral zone. The game officials may give teams a “courtesy” neutral zone notification to allow their
players to move back behind the fine of Scrimmage.

d. A player who gains possession of the ball in the air is considered in bounds, as long as the first foot or 8 body part other
than the hand, contacts the ground in the field, while maintaining possession.

Lt Substitutions may be made during any dead ball period.

0. The defense may not mimic the offensive team signals by trying to confuse the offensive players, while the quarterhack
is calling out signals to start the play.

B. Not returning five [EJ eligible players to the figld of plaly after halftime, a team or officials' time out prior to the ‘Ready to Play’
signal by the referee. This will result in an unsportsmanlike conduct penaltu on the Head Goach.

1. Any official can whistle the play dead.

8. Play is ruled ‘dead” when:

8. The ball hits the ground.

* If the ball hits the ground as a result of a snap, backwards pitch or lateral, the ball will be placed where the ball hit the ground.
* The ball-carrier’s flag is Pulled
*The ball-carrier steps out of hounds.

* | touchdown, PAT or safety is scored.

* The ball-carrier’s knee, Shin, leg, forearm or arm hits the ground.

* The ball-carrier’s flag falls out,

* The receiver catches the ball whilg in possession of T or 0 lag(s).

*The 7 second pass clock expires.

* Inadvertent whistle _ .

* Ball-carrier leaves their feet to dive, jump or hurdle a player. (Exception: A PLAYER CAN DIVE T0 CATCH A PASS OR PULL A FLAG]

NOTE: Fumbiles / loss of possession: Ground contact must be made for the play to be dead at that spot. A fumble s loss of possession
by a player, resulting in the ball contacting the ground.

8. If an inadvertent whistle occurs, the team in possession has two options:;

*Take the ball where the whistle blew and the down will count

* Replay the down from the umﬂmal line of scrimmage. If an IW occurs on the last play of the half or game, the offense will be
awarded one untimed down ana given those two options.

9. team i allowed to use a timeout to question an official's rule interpretation. If the officials ruling is correst, the team will
| he charged a timeout. If the rule is interpreted incorrectly, the timeout will not be charged and the proper ruling will be enforced.

y &  WWWANASPORTSMEDIACOM | RNAFLAGFOOTBALL[ZGMAIL.COM
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RUNNING GAIME =

1.The ball is spotted where the ball is when the flag is pulled.

0. The quarterback cannot direnllﬂy run with the ball across the Line of Scrimmage. The quarterhack is the offensive
player who receives the snap under center directly or in Shotgun formation,

d. Direct handoffs are permitted behind the line of scrimmage only. If this takes place, after the

ball carrier crosses the line of scrimmage, the play is to be blown dead by the official. The ball shall be placed at the

spot possession was lost for the next play. _ _
*“Genter sneak” play is NOT allowed. The QB may NOT handoff, pitch or [ateral the ball first to the center. _
* finy plauer who receives a handoff, backward pass, pitch or lateral can throw the ball from behind the lin of scrimmage.
* Once the ball ha been handed off, in front, behind or to the side of the quarterback, or a back- ward pass, pitch or

lateral has occurred, the B-Second passing clock is eliminated and all defensive players are eligible to rush.

L, Definition of a “Legal Handoff” - Total loss of possession directly from 1 offensive play to another

5. Teams are not alowed to run in the 'NO RUN ZONES - (Reminder: Each offensive team approaches only TWO no-run
z0nes in each drive - one 5 yands from midfield to gain the first down and one 5 uards from the goal ine to score a T0).

b. Runners are not Permitled tojump, leap or hurdle, in the officials' judgement, while advancing the ball. The play is to
he blown dead and the ball spotted where the jump, leap or hurdle occurred.

1. Ball carriers may leave their fect and the play will continug for spinning, jump cuts, 0B'S passing o if there is a clear
indication that he/she has done so to avaid a collision with another player. The plaﬂwﬂl continue without stoppage. However,
if while leaving the ground, illegal contact is made, a penalty may be enforced by the official.

8. No blocking or “screening” is allowed at any time.

9. Offensive players in close proximity of the ball carrier must stop their motion once the hall has crossed the line of
scrimmage. No running with the ball carrier.

10. Flag obstruction - All jerseys MUST be tucked in before pla[? heHins. The flags must be on the player’s hips and free
from obstruction. Deliberately obstructed flags will be considered flag guarding.

11, Once the ballis advanced beyond the LOS, the current hall carrier is allow to lateral once after crossing the LOS. Laterals
can be performed twice hehind the ling of scrimmage and once beyond the fine of Scrimmage.

) NI WL ANRSPORTSMEDIALOM |  ANAFLAGFOOTBALL[ZIGMAIL.LOM ]0
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PASSING

] [lnlu ] furwar[l fass, thruwn rrum hehmd the line of scrimmage, is permitted each offensive play. The ball must

be released prior to urussmﬂthe line of scrimmage. There can be unlimited backward passes behind the line of scrimmage.
* Passes may be thrown backwards behind the line of scrimmage.
*There s no intentional Pruundlng . The quarterhack may throw the ball anywhere across the line of scrimmage to avoid a sack.
* Al forward passes that do not cross the line of scrimmage are llegal forward passes, unless touched by a defender. Al
forward passes must go beyond the line of serimmage.

0. Shovel passes are allowed and must be a forward pass, from
hehind the line of scrimmage, and received beyond the line of scrimmage.

3. The quarterhack has a 6 second “pass clock.”
It pass is not thrown within 6 seconds, the Inlaz i5 dead, the down counts and the ball is returned to the line of sgrimmage.
Once the ball is handed off, pitched or Iateraled behind the line of scrimmage, the 6 second rule is no longer in effect.

*If the B is standing in the end zone at the end of the 6 second clack, the ballis returned to the line of scrimmage (L0S).
* If the quarterback throws the ball and then catches it, the play is dead and treated ike an incomplete pass.

HECEIUInG i

1. Al players are eligible to receive passes |including the quarterback
if the ball has been handed off, pitched or lateraled behind the ling of
scmmmageﬁ.

0. A player must have at least one foot or other body part in bounds,
contacting the ground first with possession.

d. In the case of simultaneous possession by both an offensive and
defensive player, possession is awarded to the offense.

W, Interceptions are returnable. If returned for a score during regular
game play, the score will be worth six points, two points if returned during
conversions and/ar overtime.

n
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IUSHING THE PASSER <,

who hhser must be @ minimum of ud _rru the line of scrimmage when the hall is snapped.
Up to twa (2) players can rush the quarterhack. Players nof rushing the guarterback can defend the line of scrimmage.

1Al plauérs Who rus
-REGULAR SEASON LEAGUE PLAY - k-2 Grade Divisions: Defenders may not rush the passer. _
JOURNAMENT PLAY - 3rd grade division & up - rushers may rush the passer at the snap from the & yard rush line

0. Once the ballis handed off, pitched or [ateraled hackwards behind the line of scrimmage, all defenders may cross
the line of scrimmage to defend and pull the flag.

d. A special marker, or the referee, will designate a rush line & yards from the line of scrimmage. Defensive players should
\[flelmfullhauhare hehind the LOS with the official on every play.
legal rushis:

* Hnu rush by the 1 or & designated rushers, & yards from the line of scrimmage after a d sec rush count.

* Illr_ush“f]rum anywhere on the field AFTER the ball has heen handed off, pitched or thrown backwards by the player
receiving the snap.

A penalty may be calledif. _ _
*The rusher leaves the rush ling before the 3 sec rush count and crosses the line of scrimmage before a handoff,
pitch, lateral or pass - lllegal rush Lﬁ-u_ards from the ling of scrimmage and first down). _

* Ay defensive plaer crosses the fine of scrimmage before the ballis snaped - Encroachment (5-yards from line
of scrimmage and first duwnj_. _ _ _ _ _

* nnlu defensive pla?ar not lined Uﬁ t the rush ling crosses the line of scrimmage hefare the ball is passed, pitched,
lateraled or handed off - llegal rus Iﬂ-uards from the ine of scrimmage and first down).

* It the offense draws the identified rusher(s) across the 2 yard marker prior to the snap of the ball, the rusher[s{l
GANNOT legally rush. Jumping the rush s not a penalty unil the rusher crosses the line of scrimmage prior to a handoff
, plltuh, lateral or forward pass. _ _

WTeams are never required o rush the quarterack with the 6 second clock in effect

L, Players rushing the quarterback may attempt to block a pass; however, contact to the 0B, unless ruled incidental by
the official, would result in 2 roughing the passer penalty.

9. The offense cannot impede the rusher in any wa?. -

The rusher has the right to a clear path to the quarterback, regardless of where they line up prior to the snap. The PATH
I5 set pre-snap from the rusher or rushers directly to the B, PATH does not move once the quarterback moves. If the
path or ing” s occupied by @ moving offensive player, then it is the offense's responsibility to avoid the rusher. Any
isruption to the rusher’s path and/or contact wil result in an Tmpeding the Rusher penalty. I the offensive player
tioes not move after the snap, then it is the rusher[sﬁ responsibility to go around the offensive player and avoid contact.

B. A sack ocours if the guarterback's flags are pulled behind the ling of scrimmage. The ball will be spotted where possession
of the ball is when the flag is pulled. _ o
) A 2-point Safety is awarded if 3 flag pull takes place in the offensive team's end zone.

) ANIT&S  WWILW.ANRSPORTSMEDIALCOM RNRFLAGFOOTBALL[ZJGMAIL.COM
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l ! Iegal flag puII takes plane when the balkcarrier
15 in full possession of the ball.

0. Defenders can dive to Eull flags but cannot tackle,
hold or run through the ball carrier when pulling flags.

d. tis illegal to attempt to strip or pull the ball from 3
the ball carrier’s possession at any time.
L, If a player's flag inadvertently falls off during a
play while that player has possession, the player s
down immediately and the play ends. The ball 1S
placed where the flag lands.

0. If a player who has one or no flags on their belt

takes possession of the ball, the play is dead at that spot
on the ield.
6. A defensive player may not intentionally pull the flag(s) off a player wha is not in possession of the bl

1. flag guarding is an attempt by the ball carrier to obstruct the defender's access to the flags by stiff arming,
- _d_rupp tllga_and II,_a r huler ntmnallu covering the flags with the football jersey.

w ] llffenses musl have g mlmmum uf e player on the line of scrimmage (the center] and up to four players
on the line of scrimmage. The quarterback must be off the line of scrimmage.

2. Movement simulating the snap, by a player who s set, is considered a false start.

3. The center must snap the ball with a rapid and continuous motion between his/her Iegs to a player in the backfeld,
and the ball must completely leave his/her hands.

**Only one plaéwr 15 allowed in motion when the ball is snapped. _
The player MUST be in motion, off the line of scrimmage. All mation must be parallel or backwards to the line of
scrimmage when the ball is snapped.

 **Players may shift positions on offense at any time, all players must stil reset for 1 secand, prior to the snap.

) &  WWWANASPORTSMEDIACOM | RNAFLAGFOOTBALL[ZGMAIL.COM ]3



unsportsmanlike act, the game will be sturﬂed and the player will be ejected from the game. The decision is made

e considered. INTENTIONAL PHYSICAL PLAY WILL NOT BE PERMITTED!

o. Offensive or confrontational language is NOT allowed. Officials have the right to determine offensive [anguage.
If offensive or confrontational language occurs, the officials will determine if a warning or immediate ejection is warranted.

at the refereg’s discretion. No appeals wil

3. Players or Coaches may not physically or verbally abuse any opponent, coach or official,
Lt Ball-carriers MUST make an effort to avoid defenders with an established position.

9. Defenders must give free releases off the line of snrimmaﬂe fo offensive players and are not allowed to run through
the ball carrier when pulling flags. Offensive players may NOT initiate contact at the line of scrimmage with defenders.

b. Fans must also adhere o good sportsmanship as well

*Yell to cheer on your Iulauers, not o harass officials or other teams.
* Gomments must be clean and profanity free.

* Gompliment ALL players, not just one child or team.

1. Fans are required to keep fields safe and kids friendly and adhere to
league requirements for seating: _

* Keep younger kids and equipment such as coolers, chairs and tents
a minimum of 10 yards off the field in the end zone area.

* Stay in the end zone area, not between fields,

*Dispose of ALL trash in designated trash cans.

1. Unsportsmanlike conduct penalties: o

* Defense + 10 yards from line of scrimmage and automatic first down
* Dffense - 10 yards from line of scrimmage and loss of down

*Two (2] unsportsmanlike penaltes on any Slﬂ[llﬂf 0r coach in a game
result in a disqualification and may lead to additional discipline.
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1. The referee will administer all penalties.

0. The officials will determine incidental contact that may result from the normal run of play.

3. Al penaltes will be assessed from the ine of scrimmage, except as noted. (Spot fouls] ~ _

L, Only the team captain or head coach may ask the referee questions about rule clarification and interpretations.
Players may not question calls. _ o

0. (iames or halves may not end on a defensive penalty unless the offense declines it o

. Penalties are assessed live ball then dead ball. Live ball penalties must be assessed before play is considered complete.

1 Penalties will be assessed half the distance to the goal yardage when the penalty yardage is more than half the distance to the goal.

8. Spot fouls administered in the end zone: Defensive (Bafl on one-yard ling, first down] / Offensive (Safety)

ii. Defensive spot fouls

Defensive pass interference

Automatic first down

Holding/lllegal Contact

+5 yards and automatic first down

Stripping

+5 yards and automatic first down

iii. Offensive spot fouls

Screening or blocking

-5 yards and loss of down

Charging

-5 yards and loss of down

Flag guarding

-5 yards and loss of down

Holding/lllegal Contact

-5 yards and loss of down

iv. Defensive penalties

Defensive unnecessary roughness

+10 yards and automatic first down

Defensive unsportsmanlike conduct

+10 yards and automatic first down

Offside / illegal substitution

+5 yards from line of scrimmage and automatic first down

IIIegaI rush (Starting rush from inside 7-yard marker)

+5 yards from line of scrimmage and automatic first down

Illegal flag pU” (Before the receiver has the ball)

+5 yards from line of scrimmage and automatic first down

Roughing the passer

+5 yards from line of scrimmage and automatic first down

Taunting

+10 yards from line of scrimmage and automatic first down

v. Offensive penalties

Offensive unnecessary roughness

-10 yards and loss of down

Offensive unsportsmanlike conduct

-10 yards and loss of down

Offside / false start / illegal substitution

-5 yards from line of scrimmage and loss of down

IIIegaI forward PASS (Any pass received or lands behind the line of

scrimmage or throwing a pass after crossing the line of scrimmage)

-5 yards from line of scrimmage and loss of down

Offensive pass interference

-5 yards from line of scrimmage and loss of down

IlIegaI motion More than one person moving)

-5 yards from line of scrimmage and loss of down

Delay of game

-5 yards from line of scrimmage and loss of down

Impeding the rusher

-5 yards from line of scrimmage and loss of down

lllegal Procedure

-5 yards from line of scrimmage and loss of down

Taunting
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-10 yards from line of scrimmage and loss of down
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