2019 - 2020 JACKSONVILLE BEACH FLAG FOOTBALL RULEBOOK
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SOME DANGERS AND INJURIES ARE INHERENT IN THIS ACTIVITY WHICH CANNOT BE AVOIDED OR ELIMINATED
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A. LEAGUE
1. Headquarters:  The headquarters will be the Jacksonville Beach Parks & Recreation Department
2508 South Beach Parkway
Jacksonville Beach, 32250
2. League Director:  Jimmy Wilkins
Phone Number: (904) 247-6236
Email: jwilkins@jaxbchfl.net
3. Objective: To foster, promote, regulate, develop, and conduct recreational football, clean sportsmanship, fair play and good community relationships.
4. Location: League play is at Wingate Park, Jacksonville Beach, FL
· 501 Penman Road S, Jacksonville Beach, FL 32250
· Field 1 is the West field nearest Penman Road
· Field 2 is the East field nearest the apartment complex
5. Head Official:  Dax DeAngelis, (904) 237-0666, daxwdean@comcast.net
6. Official’s Leadership Board: 
a. Bo Medley, (904) 403-5184, bom@allstateelectrical.com
7. Government:  The government for this program shall be the Superintendent of the Jacksonville Beach Parks & Recreation Department as well as Governing Board members (A.7.g) decided at the Coaches Meeting including officials and players.  The Governing Board will make decisions and take actions as needed on the following issues:
a. Settle disputes over player eligibility
b. Enforcement of League Rules & Regulations
c. Determine penalties and suspensions for any disciplinary actions
d. Modify League Rules & Regulations as necessary
e. Setup League and Tournament format
f. All other duties as required or needed
B. LEAGUE REGISTRATION & FEES
1. ENTRY FEE:  $500 for season.
2. FOREIT DEPOSIT: $180 of the entry fee is a forfeit deposit.  If team completes the season with no forfeits, the deposit is refunded. 
3. FORFEIT RULE: Teams are allowed one (1) forfeit per season. A forfeit fee of $60.00 will be deducted from the forfeit deposit. A second (2nd) forfeit will result in an additional $60.00 deducted from the forfeit deposit and the team will be removed from the league. All teams removed from the league will be charged their final $60 in administrative fee for rescheduling games, distributing to all teams, and will not receive a refund of the forfeit deposit.
4. REFUNDS: Teams will not receive a refund of their entry fee once a schedule has been completed regardless of whether the schedule has been published.
5. GAME FEES: Two (2) officials and one (1) scorekeeper will be provided for each game.  Each team is responsible for paying $30 per night per game ~$ 24.00 for 1 official and $ 6.00 for 1 scorekeeper.  Failure to pay officials prior to official game time may result in FORFEIT of game.  At the discretion of the official, teams may be allowed to pay game fees no later than halftime.  In the event the game has one (1) official, each team will pay the referee $24 instead of $30.
6. Medical / Liability Insurance: The Jacksonville Beach Parks & Recreation Department does NOT carry medical liability insurance for the League.  Participation in the league means you are agreeing the City of Jacksonville Beach and the City of Jacksonville Beach Parks and Recreation department and all staff use reasonable care in providing this activity.  Some dangers and injuries are inherent in this activity which cannot be avoided or eliminated.  It is the responsibility of all participants to provide their own medical insurance.  Neither the City of Jacksonville Beach, City of Jacksonville Beach Parks and Recreation Department nor its staff are responsible for injuries occurring during voluntary participation during the regular season, playoffs, or tournament of any flag football season.




C. Roster & Eligibility
1. Team Roster:  Must be turned in to the Jacksonville Beach Parks & Recreation Department by 4:00pm on Friday, November 8, 2019.
2. All player(s) must be at least 16 years of age to participate in the league.
3. No player may participate on more than one flag football team sponsored by the City of Jacksonville Beach Parks & Recreation Department.
4. If a player’s name appears on two (2) official rosters at the beginning of the season, the player will be assigned to the first team he plays in a game.
5. ROSTER CHANGES may only be made at times allowed by the League Director or rules set by the League Governing Board. 
6. ADDING / REPLACING PLAYERS will be done in the following cases only:
a. Emergency – such as an injury to player for the entire season with a written statement from a doctor.
b. Active military player(s) called for duty.
c. Registered player moving out of the beaches are may be replaced with a written statement from place of employment.
d. One (1) Week Transfer Period - During the midway point of each division. This is determined once the official schedule is completed. Transfers will be permitted at this time only.
e. Midway Point for this season is TBD.
f. Other considerations may be made by the League Governing Board (“The Board”). The Board’s decisions are final.
g. Once the Regular Season has ended, no adding or replacing of players can be done for the tournament. 

D. Schedule & Game Cancellation
1. Games will be played Monday through Saturday.  Teams should be prepared to play on any of these days.
2. First Game of the day will start at the assigned time. There is NO GRACE PERIOD.
3. Regular Season Schedule will consist of approximately 12-16 game regular season.
4. Inclement Weather / Rainout:  Cancellation of games due to inclement weather is at the discretion of the Parks & Recreation Department and the Head Referee. In the event games are cancelled, Team Coaches will be notified by phone using the names and phone numbers listed on your Team Roster (C.1)
5. Make-Up Games:  If games are rained out Monday, Tuesday or Wednesday be prepared to make it up on Thursday or Friday of the same week.
6. Make-Up Games: due to inclement weather, may also be made up at the end of the regular season
7. Rescheduling Games:  If you need to reschedule a game, you must call the League Office.  You have two options if it appears you will not have enough players to avoid a forfeit:
a. If you are the 1st or Last game of the day, you may call the League Office to request your game be rescheduled without penalty of forfeit by 12:00pm (noon) the day before your scheduled game time.
b. You may arrive at the field early and try to pick up players to get to the minimum of five (5) players up to a maximum of seven (7) players (Rule E.5) with the approval of the opposing Coach to avoid a forfeit.
c. The Coach of the team wishing to have a game rescheduled at the last minute may come to the field and pay both team’s referee fees. The Coach paying both team’s fees should call the Opposing Team’s Coach well in advance of game to advise they will be requesting the game be rescheduled.  No guarantee of reschedule if done at game time.
8. You may request not to have games scheduled on a specific date(s) by turning in those dates with your team registration. Teams are not guaranteed specific nights to play.  This is just a request, as the Recreation Department does not guarantee nights to play.  

E. Divisions, Regular Season & Tournament Play
1. League consist of three (3) divisions: A, B, & C. 
2. Regular Season and Tournament play, teams will be seeded and ties broken in the following order:
a. Overall Record
b. Winner of Head-to-Head Competition
c. Point Differential Head-to-Head (Least points given up)
d. Best Conference Record



F. FIELDS
1. The playing field is 50 x 100 with additional 10 yards for end zones.
2. Fields will be marked with fully painted long line zones of 20 yards.   Teams will have 4 downs excluding penalties to cross the next Line to Gain and achieve a 1st Down.
3. At the start of each half, and after a scoring play, the offense will start at the 30 yard line.  The defense will start at the 35 yard line.  This excludes any applicable penalties to be enforced.
4. Smaller lines have been painted every 5 yards throughout the field.
5. Hash Marks are approximately 15 yards in width.  Plays ending between a hash mark and sideline will be moved to the nearest hash mark for the next down.  This will create a “short-side” offensive play.  Additionally, this allows the grass on the field to be worn evenly.  Officials will advise the offensive team where the ball is to be spotted prior to the start of every play. Failure to snap the ball from the correct spot will be considered a Delay of Game Foul – 5 yard Penalty – Repeat Down.
6. [bookmark: _GoBack]Ball should be spotted where the flags are pulled closest to the nearest hash marks. 
7. Please notify an official immediately should you notice anything on or around the fields which could be dangerous or pose a safety hazard for players or spectators. 
8. Lights for fields are provided approximately 30 minutes prior to game time for night games.  Lights may be used for day games during low-lights conditions at official’s discretion.

G. GAMES
1. Games are played in two (2) twenty (20) minute halves.
2. Official halftime will last 2 minutes.  Halftime may be extended at official’s discretion.
3. Timeouts:  Each team is given two (2) timeouts per half.  Timeouts should last no more than 30 seconds.  Unused timeouts from 1st half may not be carried to 2nd half.
4. Team captains should be prepared to attend Captain’s Meeting 10 minutes prior to start of game.
5. Teams should have flags on and be ready for play at game time or immediately following the previous game.  There is no official warm-up time or grace period.
6. Running Clock:  Each half will have 18 minutes running clock followed by 2 minutes NCAA clock. During the first 18 minutes the clock will stop for the following:
a. After extra point attempt / PAT
b. Timeout by either team
c. Official’s timeout (administrative, rule question, check equipment, score, etc.)
d. Injury (Injured player must sit out one (1) play before returning to game unless team is charged timeout)
7. The clock does NOT stop to assess penalties for fouls above 2:00 minutes.  At the official’s discretion, the clock may be stopped to discuss fouls and penalties as needed if additional conversation is needed beyond informing players of foul and penalty.
8. NO 2-Minute Warning:  There is no 2-minute warning. The clock will NOT stop at 2:00 minute mark. Rules for 2 minute clock will begin after the first legal snap when 2:00 or less is remaining on the game clock.
Example:  Offense snaps ball at 2:01 - Game clock will continue to run until the end of the next play.
Example:  Offense snaps ball at 2:00 or below – Game clock will stop at the end of the current play.
9. Final 2:00 Minutes of Half:  At 2:00 minutes and below, the clock will stop for the following reasons:
a. Incomplete pass
b. Ball carrier runs out of bounds prior to flag pull (tackle)
c. Touchdown is scored (remains stopped during PAT)
d. Change of Possession
e. Injury
f. Team Timeout
g. Official’s Timeout (See 5c above)
10. Offensive 1st Down Under 2:00 Minutes:  Clock will stop temporarily while officials mark the spots for offense and defense. Clock will run when the offensive referee blows “Ready for Play” whistle.
11. Offensive and Defensive Penalties Under 2:00 Minutes: Clock will stop while officials enforce rule and mark penalty.  If clock was running when the foul was committed, it will resume once officials are in position and blow “Ready for Play” whistle.
12. Half may not end on Defensive Penalty.  One (1) untimed down will be played.
13. Officials will make every effort to monitor the official game clock before and after each play.  At official’s discretion, time may be added or subtracted from official game clock when errors occur.
14. OVERTIME:
a. Kansas City Tiebreaker Rules Used for Overtime
b. Each team will be given one (1) additional timeout for entire overtime.  Unused timeouts from the 2nd half may not be used during the overtime period.  Additional timeouts are not awarded for multiple timeout periods.
c. To start the overtime, the offensive team shall put the ball in play, first and goal, on the defensive team’s 20 yard line or succeeding spot if carry-over penalty has been administered anywhere between the inbounds lines. The first offensive team shall have a series of four downs. That series shall be terminated by any score by the offensive team or if the defensive team has possession of the ball. If the team on offense scores a touchdown, it is entitled to the opportunity for a 1 or 2 PAT try unless the points would not affect the outcome of the game. If the defensive team gains possession, the ball becomes dead immediately and the offensive team’s series of downs is ended.
d. After the first team on offense has completed its series of downs, the first team on defense will become the offensive team with the ball in its possession at the same 20- yard line anywhere between the inbounds lines. The same end of the field will be used for possessions by both teams during the two sets of downs to ensure equal game conditions and conserve time. 
e. If the score remains tied after each team has been given one series of downs in an overtime period, then the procedure shall be repeated with other overtime periods until a game winner is determined.
f. For each additional overtime period, teams will alternate the first possession on offense.
g. After 2nd Overtime period, teams are required to go for 2 point PAT, at the official’s discretion.  Overtimes resulting in no score after 2 periods may be allowed to go for 1 point PAT at the official’s discretion.
h. Teams will be given equal number of offensive possessions until a winner is determined.   

H. Teams
1. Teams including players, coaches, representatives, spectators and group members are subject to the Rules of the Game and shall be governed by the decisions of the game officials.
2. Teams may have up to 18 players on the Team Roster (See Section C.1). 
3. Games are played as 7 on 7 flag football with maximum of 7 players on the field.
4. Minimum 5:  Teams must have a minimum of 5 players to start the game.  In no case, will a team be allowed to play with less than 5 players.  A team starting with 5 players then dropping to 4 players will be required to forfeit the game.
5. PICKING UP PLAYERS: If a team has less than 7 players, individuals from other teams may be picked-up to play if the opposing coach agrees.  Teams may only pick-up enough players to have 7 total players.  All “pick-up” player(s) must be approved individually by Opposing Coach.  Coaches should advise the officials at the Captain’s Meeting prior to the start of the game of any “pick-up” player(s). Playing with unapproved pickup player(s) may result in forfeit at the discretion of officials and opposing coach.
6. OPPOSING COACH: Opposing coach or Acting Coach who allows “pick-up” player(s) must inform the officials at the Captain’s Meeting if the game will be played as a REAL or PRACTICE game (forfeit). Opposing Coach may not change his mind regarding “pick-up” player(s) once the game has started.
7. DROPPING “PICK-UP” PLAYER(S): As roster player(s) from team arrives at the field, the same number of “pick-up” players must be immediately dropped. The Team Coach or Captain will choose the order “pick-up” player(s) are dropped from the field.
8. SPECTATORS: A team is responsible for the behavior of its fans. The Team Coach, Acting Coach, and the Team Captains will constantly strive to keep the fans from being unruly, verbally and/or physically abusive towards any other individual and/or behaving in an unsportsmanlike manner. A referee may charge a team with an Unsportsmanlike Conduct penalty or a forfeit based on any undesirable behavior of that team’s fans. A referee may eject any spectator(s) or fan(s) from the playing area or park. The ejected spectator(s) or fan(s) must leave the facility within two minutes or a forfeit will be charged against that fan’s team.

I. UNIFORMS
1. All roster players on the field must have matching color shirts or jerseys.  The BODY of the shirt or jersey should be the same color or same shade of the team’s primary color.  Screen print and print colors, letters, numbers or wording may be different. Shirts are not provided by the League.
2. A roster player not wearing a similar shade or matching shirt or jersey may not participate in the game.  If there are not enough roster players with matching shirts or jersey’s, the game is called as a forfeit.
3. In a case where teams playing each other have matching shirts or jerseys, it is the responsibility of the team listed second (2nd) on the schedule to wear a different color shirt or jersey.
4. Teams with waist-cut jerseys must tape them up two inches (2”) above the waist and flags. Teams must bring their own tape.  Any alterations made to jerseys should be done prior to the start of the game.  Start time will NOT be delayed for jersey alterations or uniform changes.  Players with jerseys who do not meet this standard will not be allowed to play until the jersey meets this standard.
5. Each player must check his uniform for possible jersey violations prior to the start of the game and before every play.  Jerseys and shirts must be tucked-in.  Shirts must not cover flags or flag belt.  Player(s) and teams may be warned by officials to “tuck-in” shirts or jerseys during the first infraction.  After the first warning, a 5-yard penalty may be enforced. 
6. A player whose jersey repeatedly comes out over the flag belt during routine play must mend or wear the jersey in a way that stops this problem or that player will be penalized. A player whose jersey occasionally comes out during routine play or is pulled by an opponent will not be penalized, but may not participate until jersey problem is rectified per above guidelines.
· RULE:  If a jersey comes out over the flag belt, the player may not participate until jersey problem is rectified per above guidelines. 
· PENALTIES:
· 1st Offense:  Warning
· 2nd Offense: 5 yards from LOS, Repeat Down
· 3rd Offense: Unsportsmanlike Conduct 15 yards
· Intentional:  Automatic ejection from game. Suspended for next game
· RULE:  If the infraction is on the Ball Carrier:
· PENALTIES:
· 1st Offense:  Flag Guarding. 10 yards from SPOT
· 2nd Offense: Unsportsmanlike Conduct. 15 yards from LOS 
· 3rd Offense: 2nd Unsportsmanlike Conduct. 15 yards from LOS. Player is ejected. (See 
7. A defender who, while attempting a legal flag pull, grabs, holds, or rips the part of the jersey that covers part of the flag belt will NOT be penalized for holding.
8. STEEL CLEATS are not allowed.  Any shoe with steel-tipped cleats, steel reinforced toe or heel, square toe is NOT permitted. 
9. Players are not allowed to play in bare feet.
10. No hats with brims allowed. Beanies and headbands are permitted.
11. No rubber wrist bands, watches, or bracelets.
12. NO jewelry may be worn. 
· Exceptions made for medical bracelets, stud earrings, wedding bands.
13. SHORTS WITH NO POCKET(S) – Players must wear shorts with NO pockets. No Velcro, Zippers, Buttons, Sewn, Taped, or any other method may be used to cover pockets on shorts. Shorts may not be turned inside out to cover pocket(s).
· Penalties:
· 1st Offense: 15 yards from LOS / Next Down. Player removed from game, may return to game when the player has shorts meeting the shorts rule
· 2nd Offense: 15 yards Unsportsmanlike Conduct from LOS / Next Down
· 3rd Offense or Intentional:  Ejection from game plus One (1) Game Suspension
14. LONG or BAGGY SHORTS cannot be worn. Shorts must be worn around the waist and may not cover the flag belt.  This is left to the judgement of the referee as to whether they give an advantage to the player(s) or create a safety concern. Referee’s decision is final.
15. Spandex/football pants must be covered by shorts meeting the above Shorts Rule (See Section I.13).
16. Player(s) must carry plays on wristband or tucked-in front of shorts. If tucked-in shorts, no penalty is thrown if the defender pulls the offensive team’s plays causing the flag belt to break. Player considered down where the flag belt breaks.
17. The defense may have one full-size towel in the huddle between downs. The towel may not remain anywhere on the field during play.

J. Equipment
1. FOOTBALL: Each team must provide their own football.
2. Teams must use High School, College, or Pro football only.
3. The football may be inflated 2 lbs. under imprinted inflation.
4. Football must be leather or leather composite material.
5. RAIN – If rain is involved in the game, teams may use rubber football.  The rubber football must meet the size requirements listed above (F.2).
6. Teams may request ruling from officials regarding the size, inflation or any other characteristics of the opponent’s football.  Official’s judgement is final.
· Penalty:  15 yards from LOS and ball removed until meets rules
7. FLAG FOOTBALL BELTS are provided by the League Office at the field(s).   
a. Flags are located prior to each game on the sideline nearest the scoring tower.
b. Teams are responsible for returning flags to the same location after the game. Any player found to be intentionally leaving flags on the field, bleachers or leaving the field with flags will be assessed an Unsportsmanlike Penalty. Penalty will be enforced at the start of the team’s next official game.
· Rule:  Failure to return flags.  Unsportsmanlike Conduct
· Penalty:  15 yards / LOS / Next Down
c. Teams may NOT provide their own flag belts.  
d. Flag belts must the worn at the waist and properly fastened. 
e. Player(s) may not purposely pull flag belt from another player(s) who does not have the ball.
· Rule:  Illegal flag pull
· Penalty:  15 yards from SPOT, Replay Down
f. Player(s) may not tie knots in the belt.  If loop(s) are beyond the clip the belt will be considered “TIED.” 
· Rule:  Flag belt may not be tied
· Penalty: 15-yard Unsportsmanlike Conduct / LOS
g. Play sheets, cards, books should be worn in the front of player’s shorts.   If “plays” are worn in the front and do not cover the flag belt, they will NOT be considered a flag if pulled.  If “plays” are worn in any other part of the shorts, they will be considered a flag if pulled and the player will be ruled down.
h. If a player’s flags fall off inadvertently during play, the player must be touched with one (1) hand to be ruled down.
i. All players should have a flag belt on at the start of every play.  Any player attempting to quickly put flags on during a “hurry up” situation, must have the belt clipped and both hands off the belt.
· Rule:  No flags at start of play
· Penalty:  If accepted, 5 yards LOS / Replay Down
8. Hand Towels:  A player may wear a hand towel tucked in the front part of the waist/flag belt area. In this situation, the towel becomes a flag. A ball carrier whose towel is pulled by a defender is “tackled” at that spot.
9. Full Size Towel for Ball:  The offense may have a full-size towel in the huddle between downs. During plays, the towel may remain on the field ONLY if kept within 1 yard of the ball, OR at least 5-yards behind Quarterback. NOTE: The offense will be penalized if, during a play, the towel somehow negatively affects (i.e. trips, slips up, impedes, wraps up, etc.) any defender who is making an honest effort to rush, chase after/pursue, or “tackle” any offensive player. 
· Rule:  Towels must be placed next to the center, or at least 5 yards behind the QB
· Penalty:  Team assessed Unsportsmanlike Penalty (Safety) – 15 yards LOS / Next Down

K. Officials
1. Officials will be procured through the Jacksonville Beach Recreation Department or an approved Officials Association.  Games will be assigned by the official’s association.
2. Two (2) officials will be procured by the League and assigned by the Head Referee.  Officials used will be as qualified as the League can find and afford.
3. Officials will be paid total of $30 prior to the start of each game by one (1) of the two teams.  $24 will be paid to the official.  
4. Scorekeepers will be paid $6 per game from each official.  Teams will not pay scorekeepers directly.
5. Each team will pay a reduced fee of $24.00 for games using only one (1) official. Scorekeeper fee remains the same, $12.00 per game.
6. Authority: Officials have authority to enforce all League or City of Jacksonville Beach rules 30 minutes prior to the start of the 1st game of the day to 30 minutes after the last game of the day.
7. Jurisdiction:  A referee has jurisdiction in controlling player and spectator conduct and ensuring the good spirit of the game. Therefore, the referee may eject a player, a nonplaying coach or manager, or a spectator for constant or deliberate violations of the rules, indecent or abusive language, any unsportsmanlike behavior, or gross unsportsmanlike conduct. 
· An ejected player may remain on the sidelines unless directed by the referee to leave the facilities. 
· An ejected non-playing coach or manager and/or any spectator must leave the facilities.
· The ejected individual has two minutes to do as directed by the referee, or a forfeit will be charged against that individual’s team.
8. Inspection of Field of Play:  Referees will inspect the playing field and sidelines for irregularities and possible safety hazards. The referee will inform the Team Coaches, Head Referee, or League Director of any such irregularities or safety hazards before the game begins.
9. No team will be permitted to refuse any official assigned to any game.  All issues regarding officials should be directed to the Official’s Leadership Board (OLB) led by the Head Referee.  OLB will meet with League Director as needed and respond to all questions and concerns.
10. Teams should bring all concerns or questions regarding officials or rules to the League Director or Head Referee.  League Director will decide when to include the Governing Board.
11. Rules changes and updates to rules will be emailed to Team Coaches by the League Office, League Director, or the Head Referee. It is each team’s responsibility to make sure roster players have been provided all League Rules and Changes.
12. Playoffs and tournaments may have up to four (4) officials assigned to a game at the discretion of the League Office.  Teams will pay for two officials.  All additional referees will be paid by the Jacksonville Beach Parks Recreation Department.
13. A referee is never obligated to discuss a rule interpretation or a specific game situation with anyone. Please read the rules regarding “Disputing a Call.” 
14. Professionalism:  A referee is an official representative of the League Office, and is expected to maintain a professional attitude and demeanor during league and tournament play.
15. All officials will follow the guidelines and mechanics set forth in the Jacksonville Beach Flag Football Referee Guidelines and Mechanics brochure. If you would like a copy of the brochure, please contact the Head Official or a member of the Leadership Committee.
16. Please notify the Head Official, a member of the Leadership Committee, or League Director if you have questions, comments, or concerns regarding an official.

L. RULES OF THE GAME
A. OFFENSIVE RULES
1. Offensive Players should look to their right for the Offensive Referee. The Offensive Referee will begin by directing the center to the Line of Scrimmage (LOS).  
2. All plays begin with a “Ready for Play” whistle.
3. 35-Second Play Clock:  Teams will have 35 second play clock. Offense referee will control the play clock. Clear “ready for play” whistle should be hear within 1-3 seconds of the end of the previous plays.  Teams should hear 1st whistle ending the previous play followed by a 2nd whistle signaling the play clock has started. Officials will NOT wait for all players or the ball to return to LOS prior to starting play clock.  Play clock and game clock may be stopped momentarily when offense is unable to retrieve ball. 
4. 10 Second Warning / Call:   When 10 seconds are remaining on the play clock, the offensive referee will announce “10” aloud for both teams.  No additional countdown will be provided. Officials will answer timeout, down questions, and LOS questions only during final 10 seconds of play clock. 
5. Teams must have a minimum of 5 players on the field, maximum of 7.
· Penalty:  Game will be called if a team has less than 5 players available to play
6. Only the center must be on the LOS.  Teams are not required to have a minimum number of players other than the center on the LOS. 
7. No-Huddle Offense:  Teams may run “no huddle” offense. Not required to notify officials. During a “hurry-up” offense, it is the offenses’ responsibility to make sure the center snaps the ball from the correct location on the field.  Officials should hustle to the LOS and make every effort to inform the center when not in the proper location.  If the center snaps the ball from the wrong location, it will be considered a Delay of Game Foul. Intentional Delay of Game may result in Unsportsmanlike Penalty of 15 yards. Intentional delays to stop clock are determined by the officials. 
8. Teams may have up to 7 players in the huddle during play. This excludes timeouts, injuries, and halftime.  A team may not break the huddle with 8 players.  If a team breaks the huddle with 8 players, the team may huddle again with 7 players and not receive a penalty.
· Rule:  Teams may not break the huddle with 8 players
· Penalty:  If accepted – 5 yards LOS, Repeat Down
9. LEGAL PARTICIPATION / CHECK-IN:  All players entering the game must “check-in” to legally participate. To “Check-In” a player must go the nearest hash mark on the side of the field from which the player enters.  If a player does legally “check-in” to the game, it is considered illegal participation/substitution. 
· Rule:  Players must “check-in” at the hash mark to legally participate in game
· Penalty:  If accepted, 5 yards LOS, Repeat Down
10. Flags must be worn during play.  If a player’s flags fall off during a play, the player must be touched to be down. 
11. All SNAPS must be between the center’s legs. Snaps must be one continuous motion. Snaps may not travel forward or beyond the LOS.
· Rule:  Illegal Snap / Snap Infraction
· Penalty:  5 yards / Loss of Down
12. All offensive players are considered eligible receivers. 
13. Only the center must be on the LOS (Line of Scrimmage). 
14. Motion:  Offense may only have one (1) player in motion at the snap.  Player in motion must move laterally or backwards to the LOS.  If motion player turns to LOS, he must be set for 1 second prior to snap. No player may be moving towards the LOS at the snap.
15. Other than player in motion, all players must be set for 1 second prior to snap. This includes a QB starting in shotgun, who then takes the snap under center.
16. Quarterback must use similar cadence when signaling an offensive player in motion. QB may not use hard “Set” in conjunction with a player on the LOS jumping to go in motion to draw a defensive player off-sides.  No player on offense may simulate a snap or snap count to draw defense off-sides.
17. Teams (QB) may use varying snap counts to draw defense off-sides.
18. Offensive Off-sides is a “live” ball play.  Officials should throw penalty flag; however, play continues until official’s whistle stops play.  Officials will make every effort to advise any offensive player(s) when they are off-sides.  Officials may not be able to warn all players in advance when teams or player(s) are late getting to LOS, or when team is running a “hurry-up offense.”
19. Quarterback is considered down if the flag is pulled and the ball is still in his hand. There is no continuation of the throw.  Arm in motion is NOT a factor.
20. Quarterback may NOT throw a self-pass.  The QB may catch the ball and continue play if deflected by another player.  
21. Quarterback may jump to throw a pass provided the jump is not avoid a flag pull.  This is a judgement call by the officials as it relates to safety.  Officials will be looking at the knees to determine if jump was unsafe for rusher(s). 
· Rule:  Jumping To Avoid Flag Pull Not Allowed (It is a form of Flag Guarding)
· Penalty:  10 yards / SPOT / Loss of Down
22. Offense may have unlimited number of forward passes and handoffs BEHIND the LOS. 
23. No player crossing the LOS may return behind the LOS, and throw a forward pass.
24. A player must have his entire body behind the LOS when attempting a forward pass beyond the LOS.  
· Rule:  Illegal Forward Pass
· Penalty:  5 yards LOS / Loss of Down
25. Pitches / Handoffs:  Teams are allowed unlimited lateral or backward pitches and handoffs anywhere within the field of play.  Player is considered tackled if ball is still in hand at the time the flags are pulled.  Arm in motion is NOT a factor.
26. Spinning:  Spinning is allowed. Players may not flag guard during spin moves.  Ball carrier should be under control when attempting spin moves.  Players found to be intentionally extending elbows or other parts of the body may be ejected for Unsportsmanlike Conduct.
27. Receiver must have one foot inbounds and control of the ball for a legal catch. This includes diving catches or any catches in which receiver goes to ground while attempting a legal catch.
28. Ball carrier touching the ground with any part of the body other than feet or non-ball carrying hand will be considered down (tackled) at the spot.
29. Fumbles:  All fumbles are considered dead. 
· Fumbles traveling forward will be placed at the spot the ball was last touched prior to the fumble.
· Fumbles traveling backward will be placed at the spot where the ball first touches the ground.
30. Players may NOT deliberately juggle/bobble the ball to avoid a flag pull. Judgement call by the officials. If deemed intentional by official, player will be ruled tackled at the spot the receiver first touched the ball.
31. Pick Plays Not Allowed.  Receiver who screens defender with no intent to catch a pass will be considered an illegal “pick/screen”
· Rule: Illegal screen / pick play
· Penalty:  5 yards / SPOT / Loss of Down 


32. Offense may not initiate contact with the defender.  This includes extending the arms, swim moves, and other attempts to displace the defensive player.
· Rule:  Holding
· Penalty:  5 yards / SPOT / Loss of Down
33. Offensive players may not impede any rusher.  Rusher(s) have the right of way attempting to tackle QB.  Offensive players attempting to screen block must be stationary and allow the rusher time to change directions.  This rule will be officiated like a legal basketball screen.
· Rule:  Impeding the rush
· Penalty:  5 yards / Loss of Down
34. All forward passes must be in the general direction of another offensive player. Passes beyond the line.
35. Offense may spike the ball under 2 minutes to stop the clock. The QB must take the snap under center when spiking the ball.  If the ball is spiked while in shotgun, intentional grounding will be called on the QB.
· Rule:  Intentional Grounding
· Penalty:  10 yards / Loss of Down
36. Offensive Contact (5 & 15):  Offensive players may not charge through a defensive player with established position.  Offensive players may not lower their shoulder to head, and may be called for a minor or flagrant foul.  Severity is determined by the officials as a judgement call and could include ejection of player.
· Rule:  Offensive Contact
· Penalty:  Minor / 5 yards / SPOT / Loss of Down
· Penalty:  Major / 15 yards / SPOT / Loss of Down
37. Inadvertent Whistle:  When an inadvertent whistle is blown the play is ruled dead at the spot of the ball carrier.  The offensive team will have two options:
· Ball will be placed at the spot of the inadvertent whistle / Next Down
· Replay the down from the previous LOS without penalty
38. All “Live Ball” Offensive Fouls are considered Loss of Down Penalties.
39. “Dead Ball” Fouls may be replayed with distance penalty but no loss of down.
40. Flag Guarding is not allowed.  Flag guarding includes but not limited to: Stiff Arm(s), Slapping Defender(s) Hand Away, Ducking Head, Lowering the Shoulder, Lowering the Arm, Hand, or Ball below the flag belt to avoid a flag pull. 
· Rule:  Flag Guarding
· Penalty:  10 yards / SPOT / Loss of Down
41. Screen Blocking is allowed.  Blocker must be stationary with arms at side, crossed below waist at chest.  Moving screens are not legal.
· Rule:  Moving Screen
· Penalty:  5 yards / SPOT / Loss of Down
42. Accept Penalty Without Yards – Offensive teams may accept the penalty without accepting the yards.  Offensive teams may not be forced into 1st and Long Down due to defensive penalty.
43. No handoffs are allowed to the center (or any other player) on their back.  It must be done in front or to the side of the body.

B. DEFENSIVE RULES
1. Defensive player(s) should look to the right for the Defensive Official. The Defensive Official will advise the defense as to the Defensive Line of Scrimmage. 
2. Any player(s) may be considered a rusher.  
3. Defensive Rush Line is 5 yards from the Offensive LOS.  When offense is less than 5 yards from the Line to Gain or Goal Line, the defense will be given a “short” rush of less than 5 yards.  Defensive players may use the Offensive Line to Gain as the Rush Line.  Defensive Official will announce “Short Rush” in such situations. 
4. Tackling is prohibited. Tackling a player is a 15-yard penalty for Contact.  Flagrant tackling may result in ejection from gams.
5. Hooking is prohibited. Hooking is defined as using the hands or arms to encircle a player to impede progress.
6. Defensive player(s) may line up anywhere behind the Defensive Rush Line / Def LOS.
7. Player(s) who cover an offensive player in the backfield are not considered a rusher unless the offensive player has the ball.  Once the offensive player has the ball, the player will be considered a QB and all offensive and defensive rush rules apply.
8. Defensive Off-sides is a live ball play.  Officials should throw penalty flag to indicate foul; however, both teams should play to the whistle.
9. Defensive players may not stand on or lean over the Defensive Rush Line.  All defensive players must remain behind the Defensive Rush Line until the ball is snapped.  Defensive players who jump over the “Rush Line” early may get back without penalty prior to offense snapping the ball.
· Rule: Defensive Offsides
· Penalty: Result of play; or, 5 yards / LOS / Replay Down
10. Contact on Quarterback is not allowed.  Defensive players may not contact the QB at any time. Light contact below the chest is a minor foul.  Contact above the shoulders including throwing hand, neck and head is a major foul.
· Rule:  Contact on Quarterback (Minor / Major)
· Penalty:  Minor /   5 yards / LOS / Replay Down
· Penalty:  Major / 15 yards / LOS / Automatic 1st Down
11. Holding is defined as impeding the progress of any player with or without the ball and is not allowed. This includes but not limited to: arm bars, “jamming” offensive player, grabbing the shirt or shorts to prevent or impede movement by an offensive player. Players may occasionally grab shirt or shorts of an offensive player and quickly let go so as not to commit a foul. Foul is called based on the judgement of the officials.  Holding foul committed behind the LOS or against a non-ball carrier above the LOS will be enforced from the LOS.  Fouls committed above the LOS against the ball carrier will be enforced from the SPOT of the foul.   Offense will have choice to accept/decline penalty.
· Rule:  Defensive Holding
· Penalty:  If behind LOS or Non-Ball Carrier / 5 yards / LOS / Replay Down
· Penalty:  If above LOS Ball Carrier / 5 yards / SPOT / Replay Down, or result of play Next   Down
12. Stripping is not allowed once the offensive player has possession / control of the ball.
· Rule:  Stripping
· Penalty:  10 yards / Spot / Replay Down
13. Defensive Contact Minor / Flagrant:  Defensive player may not charge through a stationary blocker/screen player.  May not use their hands to propel themselves around or over an offensive player’s legal screen block. Player safety considered when issuing fouls.
· Rule:  Defensive Contact
· Penalty:  Minor / 5 yards / SPOT / Replay Down
· Penalty:  Flagrant / 15 yards / SPOT / Replay Down
14. Defensive players are eligible receivers and may intercept the ball.  Interceptions may be returned for positive yardage.  Defensive players may not make excessive contact with offensive player when attempting to intercept the ball.
15. All flag football rules remain in place if a ball is tipped by either team during a play. No player should make excessive contact with an opponent while attempting to make a play on the ball.
16. UNCATCHABLE BALL:  If the pass is deemed “uncatchable” pass interference is not called; however, another foul may be committed during the play.
17. Pass Interference:  a foul that occurs when a player interferes with an eligible receiver’s ability to make a fair attempt to catch a forward pass. Pass interference may include tripping, pushing, pulling, or cutting in front of the receiver, covering the receiver's face, or pulling on the receiver's hands or arms. Any avoidable contact before the ball arrives may be considered pass interference. Pass interference may be committed by the offense or defense.
· Rule:  Pass Interference
· Penalty:  15 yards / LOS / Automatic 1st Down
18. Face Guarding is covering or attempting to cover the receiver’s eyes or face and is considered pass interference. 

C. PUNT RULES
1. Offense will have the option to punt on 4th Down.  All punts must be declared to the officials to notify receiving team.
2. Teams may call Time-Out, and reverse their call to go for a 1st Down, or decide to punt.
3. Punts are considered normal plays.  The play clock will continue to run. Punts must be kicked before play clock expires to avoid “Delay of Game” foul.
4. Teams must answer officials quickly when asked whether they will punt or go for it.  Teams who delay announcing intention as a strategy to use more clock may be charged a Time-Out, or Unsportsmanlike Penalty. 
5. Ball must be snapped between legs as with any other offensive play.  The center may move left or right to clear himself from the kicker.
6. No player may cross the LOS until the ball is kicked.  Foul is Offensive Off-sides, and team committing foul may be required to re-kick using the Off-sides Penalty above if accepted by the receiving team.
7. If the kicker is in shotgun, or under center and drops the snap, the ball will be called dead at the spot it hits the ground.  
8. Receiving team may catch the punt in the air or field it off the ground.  If the receiving team “muffs” or drops the ball at any time it is down at the spot it hits the ground.
9. Receiving team’s first possession will start in the center of the field and not required to use hash marks.
10. Receiving teams committing penalties during change of possession may NOT have a 1st Down 2 Lines.  If penalty is accepted by defense, penalties yards are marked and 1st Down awarded.

D. GENERAL GAME RULES & PENALTY ENFORCEMENT
1. Any rule(s) or judgement call(s) by officials related to safety are final.
2. Generally accepted rules of football will be used for any rules not covered in rulebook.
3. No Warnings:  Officials are not required to give warnings for any fouls others than “Untucked Shirts”. It is player’s responsibility to keep shirts tucked in at all times.  Officials will give player’s at least one warning when shirt is untucked.  Officials may utilize “preventive reffing” for other fouls whenever possible to avoid unnecessary delays to game.
4. Any doubts regarding calls will be ruled in favor of the offense.  By example, if officials are shielded or unsure if a player was in/out bounds during a catch, the receiver will be ruled inbounds.  If both offensive and defensive player catch the ball simultaneously, the ball will be awarded to the Offensive player.
5. Fighting is prohibited.  All players involved in a fight will receive a 1 calendar year suspension from the League. 
6. Any player(s) entering the field from the bench or sidelines during an altercation or fight will be ejected.  Unsportsmanlike Penalty (15 yards) will be charged to all players leaving the sidelines during an altercation on the field.
7. Ejected player(s) refusing to give their name or giving a false name to officials, or attempting to play during a suspension will face further suspension up to one (1) year. 
8. If at any time a team or player fakes injury, intentionally commits a penalty, or attempts to purposefully distract officials to gain an advantage or needlessly prolong game, officials may issue an Unsportsmanlike Penalty or End the Game.
9. At official’s discretion, games may be called under 1:45 remaining on game clock when the winning team leading by more than 2 scores and the losing team has no remaining timeouts. Under 2 minutes, teams with a 2-score lead will not be allowed to “run-up” the score on the losing team.  Games may be called anytime good sportsmanship is not displayed by either or both teams. 

E. PROTESTING GAMES / DISPUTING A CALL / FILING AN APPEAL
1. In-game rules or calls may be disputed by either team’s on-field captain by calling timeout.  During the timeout, both captains and officials will discuss the rule, call, or play in question.  Discussion is for the length of a timeout unless officials determine additional time is needed.  If officials rule in favor of captain with dispute, the NO Timeout will be charged.
2. At NO TIME, may anyone, including the team captain, come on the field to have a discussion with an official until a “Time-Out” has been granted. 15-yard Unsportsmanlike Penalty will be charged to any player or team, if spectator, for entering the field during play. 
3. Disputes/discussion may not disrupt general flow of game, and may not be used as a tactic causing slow play or unnecessary delays.  If an official feels disputes/discussion are being used as “delay tactic” or discussions are taking too long, the officials may end the timeout and resume play.  Timeout will not be given back to team, and Unsportsmanlike Conduct Penalty may be issued at official’s discretion.  This is a judgement call by the officials. Player(s) or teams who feel this rule has not been appropriately applied may use the “Official Protest” protocol.  
4. Games may NOT be protested after their completion under any circumstances.
5. Judgement calls may NOT be protested.
6. Player eligibility issues must be prior to the start of the game, or immediately upon player(s) in question participating in the game.  Opposing team captain should immediately notify officials of protest regarding player(s) entering the game.
7. To lodge a protest during the game, team captain should notify officials immediately.  Officials will stop the game momentarily to notate the details of the protest including down, distance, half, time remaining, and reason for the protest.  Game will resume and be completed unless the protesting captain states they refuse to continue the game.  All protests will be heard by the Governing Board and settled within 2 weeks whenever possible.  Officials will notify League Director of the protest within 24 hours.  Team captain must make a written statement of protest to League Office. (See #6 for written protest requirements.)
8. A WRITTEN statement of the specific protest or appeal along with $25.00 must be given to the League Office at the Recreation Department by 4:00pm the following business day to finalize the protest and be considered valid.  If the protest is upheld, a refund of $25.00 will be given to the team captain.
9. Governing Board has final decision on all protest and appeals.  Governing Board will thoroughly investigate the matter and make a final determination.  Note: Governing Board has the right to both increase and decrease suspension(s) upon learning the facts of the investigation.

F. SCORING
1. Officials will look at the furthest point of the player’s hips to determine SPOT of ball.  This includes the goal line.  Player with possession and control of the ball achieve a first down or score when any portion of the hips break the plane of the Line to Gain or Goal Line.  The ball is NOT required to break the same plane.
2. Players must maintain control throughout the catch including plays in which the player slides or hits the ground.  
3. Players must have one (1) foot inbounds at the time of possession for a legal catch.
4. Defense may return PAT attempt for a 2 Point Safety. 
5. Scoring is as follows:
· 1 Point	Successful PAT from 5-yard line
· 2 Points	Successful PAT from 10-yard line
· 2 Points	Safety
· 6 Points	Touchdown
6. After a touchdown is scored, team must declare whether going for 1 or 2-point PAT attempt.
7. A team may change their declared PAT by calling timeout.  Teams must inform officials they wish to change their PAT attempt.
8. Offensive teams committing a live-ball penalty during the PAT will NOT receive another attempt at the PAT.
9. Mercy Rules: 
· Game will be called when a team has a 40-point lead in either half.
· Game will have a “Running Clock” at 3:00 minutes when a team has a 17-point lead in the 2nd Half.
· Game will have a “Running Clock” at 5:00 minutes when a team has a 25-point lead in the 2nd Half. 
· Games are called when a team has a two-score lead, losing team is out of timeouts, and play clock time exceeds time remaining in game.  Winning team is not allowed a final opportunity to run up the score.

M. UNSPORTSMANLIKE CONDUCT (USC)
1. Unsportsmanlike Conduct (USC) is a foul or offense that violates the sports’ generally accepted rules of sportsmanship and participant conduct. Flag football is a game of skill.  Rough tactics are not to be used in our League. Players should use well designed plays and deception rather than violent contact. 
2. Unsportsmanlike Conduct in the Jax Beach Flag Football League is strictly prohibited. USC includes but is not limited to the following:
a. Fighting
b. Spiking the ball
c. Taunting another player(s)
d. Swearing
e. Obscene language
f. Faking injury
g. Any deliberate act designed to delay the game
h. Excessive celebration following a scoring play
i. Verbally attacking anyone inside Wingate Park
j. Failure to leave field or playing area promptly following ejection from game
k. Degrading or demeaning another player, official, spectator, or anyone attending a league game
l. Failure to abide by all Jacksonville Beach City Park Rules
3. Ejection(s):  Player(s) receiving two (2) USC penalties in the same game will be ejected for the remainder of the game.  
4. Suspension(s):  Player(s) ejected from a game will receive an automatic one (1) game suspension.  The suspension will be served during the team’s next official game.  Player(s) may not determine which game they will serve suspension.  Suspended players may attend games, but may not participate. 
5. Severe / Flagrant / Multiple Offenses:  Offenses deemed severe or flagrant by the officials may result in multiple game suspension up to and including 1 year.  This includes anyone committing multiple repeated offenses.  Officials will notify Head Official and League Director of offense to determine length of offense.   The Head Official or League Director will contact the team’s coach / manager to discuss the length of suspension.  All suspensions of more than 1-game will be reported to the League Director the following business day.  Suspensions not reported to the League Director the following business day will not be considered valid.
6. Fighting:  Anyone ejected for fighting will be suspended for one (1) calendar year pending appeal.   If the person involved is also an Official, Scorekeeper, and/or Board Member, the person will be suspended from those duties as well. 
7. Official’s ruling at park regarding USC penalties is final.  Player(s) may file protest under the “Protest Guidelines”, however, all player(s) should leave the field or park area when asked to do so by officials.
8. Spectators ejected during a game, may not return that day to watch other games.
9. Anyone ejected from the field should do so promptly.  Officials may give anyone ejected 2 minutes to leave playing area or park.  Failure to do so may result in team forfeit and one year suspension of the individual(s).
10. Jacksonville Beach Police may be called for refusal to leave fields or recurring issues with anyone at Wingate Park.
11. Appealing Suspension:  Any player(s) or coaches suspended for any reason may appeal the suspension.  Appeals must be done at the League Office by close of business the next business day or appeal will be considered invalid.  A fee of $25.00 will be charged and should accompany a written statement by the suspended player.  The fee will be returned if the appeal is upheld.

N. RULES FOR WINGATE PARK
1. Coaches and managers are responsible for ensuring players and spectators follow all rules and regulations for the League and Wingate Park.
2. Wingate Park is part of the City of Jacksonville Beach.  All city park rules are in effect before, during, and after games.
3. NO ALCOHOLIC BEVERAGES or ILLEGAL DRUGS are allowed in the park. This includes fields, benches, and bleachers.
4. No loud music may be played inside the park.  This includes use of boom box, radios, Bluetooth speakers, etc.  Players may use their phones or other devices to play music for personal listening, but may not be played at loud volumes.  Music with inappropriate language or lyrics is NOT allowed.
5. NO DOGS / PETS allowed inside Wingate Park other than service animals. 
6. Games may be stopped and forfeited for failure to follow park and League rules.  Failure to comply may result in suspension of player(s) and team(s).
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