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I.
General Rules & Regulations 

(Revised 4/1/2008) 


In our society winning tends to be emphasized more than pure competition itself and the values and/or benefits of competition can be lost. It is the desire of the WCAA, through it's games, to promote, organize, offer competition, increase skill level, develop strong character and personality traits, high self-esteem, encourage good sportsmanship as well as comradeship amongst other athletes and to promote traditional athletics for youths. 


The spirit of the game of coed flag-football lives in effective contact blocking, aggressive flag pulling, tireless pursuit, skillful running, passing and kicking, and well-planned game strategy. This positive atmosphere cannot be maintained unless the spirit, as well as the letter, of the playing rules is observed. 


Establishing Principles of Good Sportsmanship

While the code attempts by rule and penalty to prohibit all forms of unnecessary roughness, unfair tactics and unsportsmanlike conduct, it is obviously impossible to list every conceivable dishonorable or unethical act, which might take place. It is the responsibility of players, coaches, officials and team supporters to maintain the highest ethical standards. Deliberately violating the rules in the hope or expectation of not being detected is deplorable and indefensible. No true athlete should violate any of the unwritten rules, which exist for the good of the game. Coaches need to be responsible for conduct of their players, as they all are a reflection of the WCAA and all youth athletes. The negative actions of a few individuals may ruin the reputation, enjoyment and integrity of the sport for all. 


Code of Ethics

Fans and players who show disrespect to opposing fans and players become a liability rather than an asset.  Therefore, fans and players need to be educated and included in the code of ethics to promote a healthy, positive atmosphere for all involved.  This can be accomplished by:

· Showing respect to opponents, officials, organizers and our own teammates - off the field as well as on.

· Extending courteous treatment to all opposing players and fans, and refraining from acts of discourtesy, such as derogatory remarks addressed toward players, taunting actions, profanity, and cheering decisions made by officials against the opposing team. 

· Graciously accepting the decisions of the officials by refraining from booing & jeering.

· Being humble in victory and gracious in accepting defeat 



GENERAL REGULATIONS

RULES

The WCAA & amended NFL Play Football rules shall govern play, and in that order. 


The referee, tournament director and league director have the authority to rule promptly on any situation not specifically covered in the rules. These decisions are final in all matters pertaining to the game. 

PROTESTS AND COMPLAINTS 


Protests will not be received or considered if they are based solely on a decision involving the accuracy of judgment on the part of a referee. 


Protests will only be accepted and considered concerning misinterpretation or misapplication of rule(s).


The notification of intent to protest must be made immediately before the next snap, except player eligibility. 


The coach or acting coach of the protesting team shall immediately notify the head referee that the game is being played under protest. The head referee shall in turn notify the opposing coach. 


All interested parties shall take notice and write a description of the conditions surrounding the making of the decision, which will aid in the correct determination of the issue. 


The formal written protest should contain the following information: 
1) The date, time, field, place of the game, status of the game (score, ball possession, position etc.)
2) The names of the referees team and team coaches

3) The rule and section of the official rules under which the protest is made

4) The decision and conditions surrounding the making of the decision 

5) All essential facts involved in the matter protested 


Once the game is completed and both teams have left the field, no protest can be filed. Exception: Player eligibility 


All protests shall be evaluated, once a $50 deposit has been received from the protesting party, in addition to written descriptions from both teams involved. Deposit will be returned if the protest is upheld. 


The Flag Football committee or the tournament/ league director will make a decision regarding protests within 48 hours of the games completion. 


The decision rendered on a protested game must result in one of the following: 


1) The protest is found invalid, the game score stands as played and the deposit is not refunded.

2) When protest is allowed for misinterpretation of a playing rule, the game is replayed from the point at which the incorrect decision was made with the decision corrected.

3) When a protest for ineligibility is allowed (or discovered), the offending team shall forfeit the game being played (score shall be in favor of the offended team). 

Any complaints concerning players, managers, coaches, referees or parents will be accepted and acted upon only if they are: 


1) Submitted in writing to the appropriate League Director

2) Presented at a Board meeting. 

The Board will address no complaints unless an attempt to solve the problem has been made with the corresponding League Director. 

II.

PLAYER EVALUATIONS


WCAA will hold a player evaluation session. Each player will be rated or graded according to ability. League Officials will use the information when the “draft” is held following the player evaluation session.


All players must be evaluated to be eligible for the draft. The League Director must approve any necessary exceptions (death in the family, serious illness or other event). 

Coaches must identify an Asst. Coach 3 days prior to the player evaluation session to have the Asst. Coaches child auto-picked to that team.


THE DRAFT 
The draft, or player placement, will be conducted by an electronic computer based program in which each eligible player will be placed onto a team within his or her appropriate age division based upon their performance at one of the mandatory pre-season player evaluations.  The computer based program will be designed to assign each player to a team based upon pre-selected evaluation criteria performance in order to create team rosters that are as near evenly matched across each of the individual age divisions as practicable.  The player placement will comply with the rules and regulations of WCAA. 

1) The appropriate League Director or other designated League Official shall direct the selection of players for league teams. 


2) All evaluated players will be placed on a team.
a) The computer based electronic draft program will allow for pre-designated auto pick players.  The auto pick players will be defined as the child or children of the assigned head coach, and the child or children of the assigned assistant coach.   .

3) If two brothers or sisters are eligible to play in the same age division, the computer based program will allow for sibling pre-designation which will then automatically roster these siblings on the same team. 
All players who are placed on a waiting list will be placed on teams if needed. 

III.

FIELDS, EQUIPMENT, AND SCORING


FIELDS

U11 & U14 Divisions:
80 x 40 yards, 10 yard end zones 
U9 Division:


60 x 40 yards, 10 yard end zones
U7 Division: 


40 x 25 yards, 5 yd end zones.   
These sizes are approximate.  The actual size may vary depending on the topography of the area. 
Each division will have “rushing lanes” painted in the center of field marked as follows: 
U11 & U14 Divisions:
8 yards
U9 Division:


6 yards
U7 Division:


No rushing lanes
Spectator, chairs, tents, coolers and the like will be placed a minimum of 6 feet away from the sidelines in order to prevent player collision and potential injury.

No vehicles are allowed on the game fields for any reason other than those used for the purpose of set up and breakdown of the game fields.  Unauthorized vehicles on the field will result in a stopping of the game until the vehicle is removed.  Refusal to remove the vehicle will result in forfeiture of the game.

TEAM BOXES 

1) The player’s bench areas shall be on same sideline near the ¼ field lines.

2) The fans shall remain on the opposite side of the field. Parents and /or visitors will not be allowed to sit or stand in any area on or near the team bench sidelines or the end zones.  Initially, violators will be asked to leave these areas then the game will be stopped until they relocate.  Repeated offenses will result in the team forfeiting their game.
EQUIPMENT 


1) Football Size:

· Mini size football for U7 division.  
· Pee Wee size for U9 and U11 division.  
· Junior size for U14 division.

2) During games only the flags provided by the WCAA are allowed to be worn.  They are not to be folded over, cut or altered in any manner (i.e. knotting the ends of the belt). 

3) Team jerseys must all be the same color and numbered on the back without duplicates.  Players must wear the shorts they are issued by WCAA or black athletic shorts with or without drawstring.  NO pockets, zippers, loops, clasps, hooks, buttons, or any other hardware or devices attached.

4) Cleats must be worn and cannot be metal. 


5) No pads, gloves, sunglasses, jewelry, hats (or any other headgear/wear) except kneepads and medically necessary equipment will be allowed.

6) All players must wear a protective mouthpiece; there are no exceptions. 

Players wearing non-compliant uniforms will be ruled ineligible to play until they are wearing their uniform as directed.

SCORING
Value of Scores

1) The team that scores the greater number of points during the entire game is the winner. Points are scored as follows:
a) Touchdown .................................................................................................6 points
b) Safety .........................................................................................................2 points
c) Successful Try after touchdown ..........................................................1 or 2 points

Note: If a team forfeits a game, the opponent will be declared the winner by a score of 2-0, but the points will not be added to the winning team’s record for purposes of offensive production on tie-breakers.

2) If the score is tied at the end of four periods, the game will be extended by an overtime period (see overtime rules).
Touchdown:
A Touchdown is the situation in which any part of the ball, legally in possession of a player inbounds, is on, above, or behind the opponent’s goal line (plane), provided it is not a touchback.
Try (Extra Point):

1) After a touchdown, the scoring team is allowed a Try. This Try is an attempt to score one or two additional points, during one scrimmage down with the spot of snap.
a) Extra Point Try division U7:
i. from the 3 yard line……..….………………………………. 1 point
ii. from the 5 yard line ………………..………………………. 2 points

b) Extra Point Try divisions U9, U11, U14
i. from the 5 yard line ..…….………………………………….. 1 point
ii. from the 10 yard line ……..………………………………… 2 points
TIE BREAKER / OVER TIME
If at the end of the second half the teams have identical scores, the tie shall be resolved as follows: 

For regular season games, if both teams have the same score at the end of regulation time, the game will result in a tie. There will be no tiebreaker. 


For playoff games: A coin toss will be performed immediately at the end of regulation time at the center of the field. Only team captains are allowed to participate in the coin toss. The designated Home team will call the coin toss in the air. The winner of the coin toss will have the option of starting the overtime on offense or defense. The other team will select which goal to defend. The ball will be placed on the defense’s 10-yard line (5-yard line in U7) and the offensive team will be given 4 downs (unless they lose possession) in which to score.  After the first team has had a possession, the opposing team will be given a possession. Each team will have an equal number of opportunities to score. The first team to have scored more points after each has an equal number of possessions will be declared the winner. 

The defense may advance an interception in an effort to score. If they score, the game will be over and win awarded to the scoring team. If they do not score, the offensive team loses possession of the ball and the opponent will start their opportunity to score from the 10-yard line (5-yard line in U7). 
IV.

STARTING AND TIMING THE GAME

COIN TOSS
Each team shall designate 1 or 2 players as field captain(s) each game to call the toss of coin with officials.  The visitors will call it in the air.

Before the game, the winner of a coin toss chooses to receive the kickoff, or which goal his/her team will defend.  The end zone that team defends in the first half will reverse for the second half and the original kicking team shall receive the ball.

TIME FACTORS 

1) The game shall consist of four 10 minute quarters with a 2-minute break between quarters and a 5-minute rest between halves.  


2) Teams must have the number of players specified below to start and continue the game. Any less, the game will be forfeited and the score will stand if non-forfeiting team is ahead. If a game is in play and injury of a player(s) or incapacitation of a player(s) due to illness is evident and causes a team to be shorthanded the team shall not forfeit if they have fielded the required number of players at the start of a game. 
Players on the field 

a. U7: 7 players plus QB (coach or kid). Need minimum 6 players and one QB Coach to start the game. You may fall under 7 players to minimum of 6 players during the game due to injury. Starting a game with less than the required number of player on the field will need to be agreed upon by both coaches and approved by at least on Flag Football Committee member.

b. U9, U11, U14:  8 players. Need minimum 7 players to start the game. You may fall under 8 players to a minimum of 7 during the game due to injury. Starting a game with less than the required number of players on the field will need to be agreed upon by both coaches and approved by at least on Flag Football Committee member.
3) If at game time, either or both teams are short-handed, a ten (10) minute grace period will be allowed. If the minimum number of players is not met, said team shall forfeit the game. In the event of a forfeit, the game shall commence after the coaches determine the number of players they will field during the game. This rule is implemented to encourage play and allow the players that are present to participate even though the outcome of the game has been determined.  Coaches may elect to disregard the forfeit rule and play the game with existing players and accept the actual outcome of the game if both parties agree and it is done at the beginning of the game.  This decision cannot be changed after kickoff.


GAME CLOCK 

1) Time shall start with the kickoff once the receiving team touches the ball or the kicking team “downs” the ball. 


2) Until the 2 minute warning, the clock shall stop only for time-outs or penalties and extra points.

3) After placement of the ball by the official at the line of scrimmage, the offense will be allowed no more than 30 seconds in U11 & U14, 35 seconds in U9 and 45 seconds in U7 to snap the ball. The 30, 35 second or 45-second huddle rule shall apply to extra point attempts.   

4) Each team shall receive 2 one (1) minute time outs per half.  Coaches must inform the referee when they want to use their time-outs. 
5) Each game will have an “Absolute Time” of 75 minutes from the start time to be completed.  For example: a game started at 9:05 is over at 10:20 regardless of the status of the actual game. 

2 MINUTE WARNING 

1) About two- (2) minutes before the end of each half (while the ball is dead) the clock shall be stopped and both teams shall be given a 1-minute time-out and notified of the exact time remaining. 

2) Following the two- (2) minute warning the clock shall stop on a change of possession and start when the ball is next snapped. 

3) The clock will stop for all incomplete passes, plays called out of bounds, scores (TDs and Safeties), and time outs only. The clock will resume upon kickoff after the score once the receiving team touches the ball or the kicking team “downs” the ball.  All extra point attempts inside 2 minutes will be an un-timed play. 
4) The team in possession of the ball may "spike" the ball for an incomplete pass and loss of down provided they have exactly the required number of players on the field and behind their line of scrimmage. 


V.

RULES OF SCRIMMAGE

LINE-TO-GAIN 


The offensive team has four plays, or downs, to advance the football forward past the first down line from the original placement of the football to achieve a first down. Failing this, the ball will be turned over to the opponents unless the offense chooses to punt the ball to the other team on the fourth play. 


BALL READY FOR PLAY 


After all players have been afforded time to reach their side of the scrimmage line, the ball shall be marked ready and the offensive team shall have 30 seconds in U11 and U14, 35 in U9, and 45 seconds in U7 to snap the ball.  It is not the referee’s responsibility to announce the ball is ready to the coaches.


LINE OF SCRIMMAGE 


Two lines extending the width of the field, one line starting at the offensive nose of the football and the other line one yard wide from the defensive nose of the football, perpendicular to each sideline, determined by the nose of the football as placed by the referee for scrimmage. All offensive players must be behind offensive line at all times before the snap. All defensive players must be behind the defensive line of scrimmage at the time of the snap. The offense lining up ahead of or crossing the line of scrimmage before the ball is snapped is an "offside" 


FORMATION 
1) Team size will be determined by the Flag Football Director based on the number of players registered for each division.  Reference Section IV #2.
2) In U11 and U14 one coach per team is allowed on the field to assist players with positioning and to provide assistance in the huddle and 2 coaches are allowed at the bench.

3) In U7 and U9 two coaches are allowed on the field to assist players with positioning and to provide assistance in the huddle and 2 coaches are allowed at the bench.

4) The offensive team must have at least 4 players on, not over the line of scrimmage, and only one player may go in motion. 


5) The player in motion may not advance towards the line of scrimmage until the ball is snapped. 


6) 2 guards must be on the line of scrimmage, one on either side of the center. The 4th player may line up anywhere on the line of scrimmage. The two guards must reside within the rushing lanes in U9, U11, & U14. In U7 the guards must reside immediately to the left and right of the center.


7) All offensive team players are eligible to catch a forward pass with the exception of the U7 QB.
8) The ball must be snapped between the legs of the center, not off to one side, to start play. 

9) Substitutions may be made on any dead ball. 
VI.

DEFENSE

DEFENSE 


The defense may use any arrangement of players. Defensive players may move at any time before the snap, and may cross the line of scrimmage but must be behind the line of scrimmage when the ball is snapped as long as no contact has been made. 

Rushing the Quarterback 

The following grid is a summary of the rules for rushing the Quarterback.
	DIVISION
	RUSHERS EVERY DOWN
	RUSHERS ON A BLITZ

	U7
	NO RUSHING
	NO RUSHING

	U9
	1
	2

	U11
	2
	3

	U14
	2
	3


Defensive Rushers may start from anywhere on the defensive side of the line of scrimmage, but must be within the “rushing lane” when they cross the line of scrimmage.  The “rushing lane” is a lane down the center of the field marked by 2 painted lines that extend from 1 end zone to the other and are defined per division as stated in the rules under “Fields”.  Once the ball is handed off or if the Quarterback leaves the rushing lane all defenders may go behind the line of scrimmage. 
Xtra Point attempts are treated as a new set of downs so blitzes are allowed.


NEUTRAL ZONE 


The space between the scrimmage line and 1 yard toward the defense is the neutral zone. It is one yard wide and is established when the ball is placed ready-for-play. No defensive player may remain there when the ball is snapped, although they may enter and leave the area until it is snapped, so long as they don't contact an offensive player. A penalty will be assessed for remaining in the Neutral Zone at the snap. 
VII.

Forward Pass, Backward Pass, Fumbles

FORWARD PASSES (All Divisions)

1) The offensive team may make one forward pass from behind the line during each play from scrimmage provided the ball does not cross the line and return behind the line prior to the pass.

a) Any other forward pass by either team is illegal and is a foul by the passing team.

b) When any illegal pass is caught or intercepted, the ball may be advanced and the penalty declined.

2) A forward pass from behind the line may be touched or caught by any eligible player. (Pass in flight may be tipped, batted, or deflected in any direction by any eligible player at any time)

a) Defensive players are eligible at all times.

b) All offensive players (with the exception of the U7 QB) are eligible to receive passes (including the U9, U11 & U14 quarterback if the ball has been handed off behind the line of scrimmage).

3) A pass is completed or intercepted if the player has control of the ball and one foot or any other part of his body, except his hands, inbounds prior to and after the catch.

4) Interceptions change the possession of the ball at the point of interception and the defensive team may advance the ball until their flag is pulled.   

5) Shovel / underhand passes are allowed in all divisions but U7 and must be thrown from behind the line of scrimmage.

6) If the pass falls incomplete, the next down is played from the same line of scrimmage. 

FORWARD PASSES (U7 Division)

7) The U7 quarterback (coach or kid) has a seven-second "pass clock." If a pass is not thrown or the quarterback has not handed the ball off to another player within the seven seconds, play is dead, loss of down. 
8) Once the ball is handed off by the original U7 QB to another player, the seven-second rule no longer is in effect and the new player/QB no longer has to abide by the U7 Forward Pass rules.
9) U7 division teams who are quarterbacked by a Coach/Assistant shall NOT be allowed to “Fake” a pass or fake a running play.  After the snap, the quarterback MAY NOT step out of the pocket which is defined as 2 yards in any direction from where they receive the snap and must immediately commit to a pass or a handoff posture and CAN NOT change.  

a) A pass posture is with the ball drawn up to the ear.  

b) A handoff posture is with one or two hands on the ball and one or two arms fully extended at waist level.  You may turn your back to the line of scrimmage as long as you keep the arm holding the ball fully extended at waist level.

c) “Pump Fakes” are not allowed in U7 (this would constitute a “fake pass”)

d) “Play Action Pass” plays are not allowed in U7 (this would violate going from a handoff posture to a pass posture)

e) A U7 QB may not use hand gestures to “wave” kids downfield into the direction of their route.

f) A player may assume the role of Quarterback in U7 but must follow the same rules as the Coach Quarterback and the player must remove their flag making them an ineligible player on the field.

LATERAL PASSES OR HAND - OFFS
1) Laterals or Hand-offs may be made anywhere on the field, behind or ahead of the line of scrimmage as long as it is not a forward lateral.  If the ball is dropped, it is ruled a dead ball, offense retains possession and loses a down.  Ball is placed at the spot of the drop for the next down. 

2) The exception to this rule is as follows: The Quarterback may not hand the ball back to the center through the center’s legs (no center sneaks)

Examples of Legal Plays that are not considered center sneaks: 
3) The center may snap the ball and hold it "behind his butt/between his legs" and a player may come and take the ball from the center.

4) The QB may take the snap and reach around and place the ball in the belly of the center. 

DEAD BALLS

A dead ball is called anytime the following occur:

1)
The player drops a snap from center, hand-off or lateral pass EXCEPT from the shotgun position*.

2)
Ball carrier's flag is pulled.

3)
Ball carrier steps out of bounds.

4)
Touchdown or safety is scored.

5)
A fair catch is signaled.

6)
Ball carrier's knee hits the ground and flagging is imminent.

*Exception – from the Shot gun position
The first person to touch the ball from the center is deemed the QB on that play.  This includes ANY direct snap to a receiver in motion or a running back.  Only that player can touch the ball.  If any other player touches the ball it is dead.  If in the referees judgment, flagging is imminent before that player has control of the ball, he may whistle the ball dead.

U7 Shotgun: If the Coach QB bobbles the shotgun snap or receives a bad snap while in the shotgun position, the coach will be allowed to regain control of the ball and play will continue. 

FUMBLES, MUFFS, AND LOOSE BALLS

1)  There are no fumbles. The ball is spotted where the ball hits the ground.  A ball mishandled and ruled dead on the fourth down will result in a change of possession.

2)  A fumble is a loss of player possession other than by handing off or passing. A fumble that hits the ground is immediately considered dead. A fumble that is recovered before hitting the ground is considered live and can be recovered and advanced by the either team. 

3)  A muff is an unsuccessful attempt to catch a punted or kicked ball. Muffs, which occur as a result of a kick-off or punt, may be picked up by the receiver and advanced.  If a ball is touched on a punt or kick the ball is still considered live and can be picked up and advanced by the receiving team only.  Any player is allowed to recover and advance the ball as this is not considered a fumble. 

4)  The referee shall whistle the ball dead, to avoid any injuries caused by colliding players, if any player from the opposing team is within 5 yards of the receiving team’s player that is attempting to pick up the ball after a muff.  In this case the ball will be spotted at the point it was declared dead by the referee.

5)  The clock does not stop for a muff or fumble. 

6)  Loose balls (a ball not in player possession) are dead when downed by either team; receiving team maintains possession of the ball at the spot of the downed ball.

VIII.

RUNNING AND PULLING THE FLAG 

1) The down ends when the runner is flagged, goes out of bounds, or knee touches the ground and flagging is imminent. If a runner’s knee touches the ground and he gets back up he will not be considered down if the officials determine that flagging was not imminent. It is not a foul if the runner is forced out of bounds by the defense's valid attempt to de-flag him/her. 


2) It is NOT a flagging if, at the time of the pulling, the passer is inside of the rushing lanes ("the pocket") and his/her arm is in a forward motion and the ball is released.  If the passer has been forced to scramble outside of the rushing lanes to avoid flagging, he becomes a runner, and this rule does not apply. 


3) In order to assist officials in establishing the dead ball spot, defense shall hold the flag above his/her head immediately upon flagging the runner. 


4) The first person to touch the ball from the center is deemed the Quarterback on that play.  This includes ANY direct snap to a player in motion or to a running back.   The QB can run with the ball every down, however the person that is in the quarterback position can only run with the ball once per series of downs.  In other words, the “Quarterback run” play can be used every down as long as a different person is the Quarterback each down in the series.  Once a 1st down is achieved, the rotation can be repeated.   It is the offensive team’s coaches’ responsibility to rotate different players into the Quarterback position to continue using this play in the same series of downs.  Failure to rotate a different player to run will result in a penalty.  If the designed play calls for a QB pass and the QB crosses the line of scrimmage to avoid a sack then this is considered a run by the QB.
5) Direct handoffs behind the line of scrimmage are permitted. Offense may use multiple handoffs. Laterals or pitches to designated backs may be utilized. The player who takes the handoff can throw the ball from behind the line of scrimmage. 

6) Once the ball has been handed off, all defensive players are eligible to rush. Spin moves are allowed however jumping or hopping is only allowed to avoid contact with a fallen player. 
7) Diving - no offensive player can dive to advance field position, leave the field of play, or to avoid a flag pull.  Coaches should NOT teach or encourage defensive diving to pull a flag for safety reasons.  If a player dives for the flag and does not trip or hit the runner in any way and pulls the flag it is a legal play.  If a player knocks down or trips a runner it is a judgment call.  It could be ruled incidental contact, diving, or unsportsmanlike conduct.  
8) The ball is spotted where the ball carrier's feet are when the flag is pulled, NOT where the ball is. 
9) If an offensive player’s flag falls off, the defense must touch the runner anywhere on the body with one hand to be considered flagged. 

IX.

KICK-OFFS, PUNTS, AND SAFETY KICKS

There will be no kick-offs, punts, or safety kicks in the Under 7 division. The ball will be spotted on the offensive 5-yard line to begin each half and after a touchdown/point after try or a fourth-down punt.

KICK-OFFS 

1) Kick-offs will start each game half.  

2) Unless relocated by penalty, the kicking team's free kick line on a kick-off shall be its ¼ field line. 

3) The receiving team’s free kick (restraining) line shall be the ½ field line. 

4) The receiving team must have half its fielded players within 5 yards behind this restraining line. 

5) Kicking team must have half its fielded players within 5 yards behind its restraining line.

6) Kicker must kick the ball off a kicking tee or the ground. A teammate may hold the ball steady.

7) Players may not move across line until the ball is kicked. 

8) If the kick goes out of bounds before reaching the opponents restraining line the kicking team is penalized. 

9) A kick that does not travel to the receiving team’s restraining line can be picked up and advanced by the receiving team. 

10) If the ball is not picked up it will be considered dead at the spot and the receiving team will begin its possession from this point.

11) If the ball goes out of bounds after crossing the receiving team's restraining line, the receiving team has the option to begin its offensive series from that spot or demand re-kick with 5 yard penalty to kicking team.

12) Any kick that passes through the end zone is a touchback and will be the receiving team's ball at its own ¼ field line.

13) Fumbles are dead at the spot. The receiving team always keeps possession.

PUNTING

1) On fourth down, the offensive team has the option of going for the first down, attempting to score or punting the ball to the opposing team. 

2) They must tell the referee who will notify the defensive team within 15 seconds before the snap. 

3) The kicking team may not be rushed.

4) Players must be on the line of scrimmage for punting team

5) Receiving team must have half of their fielded team on the line of scrimmage.

6) Kicker stands 4-6 yards back and takes a snap from between the center's legs before kicking. No other players may move until ball is kicked.  

7) If the center's snap goes over kicker's head, or kicker drops the ball, the kicker may pick the ball up and must punt the ball from the spot he picks the ball up.

8) Loose balls (a ball not in player possession) are dead when downed by either team.  The receiving team maintains possession.

9) Teams electing to “go for it” on the 4th down, and failing to score or gain a 1st down will surrender possession of the ball to the opposing team at that spot
10) In U7, the ball may be “punted” (placed on 5 yard line) from any where on the field even if the offensive team has crossed mid-field. 
SAFETY KICK 

11) A safety kick is a free kick (punt) that puts the ball into play following a safety.  

12) A safety is awarded when the ball carrier’s flag is pulled in their end zone.  

13) The offensive team must then free-kick (punt) the ball to their opponent from their own ¼ field line. 

X.

PENALTIES, VIOLATIONS, AND INADVERTENT WHISTLES

EQUIPMENT VIOLATIONS

1) All equipment violations will be issued one warning and asked to be corrected. Thereafter, a Delay of Game penalty will be assessed for any subsequent violation by the same team.  
2) The proper sized footballs for each division must be used and should be provided by the home team.  The offensive team may elect to provide their own regulation ball, the opposing team may elect to use that same ball or continue using their own.
3) Team jerseys must all be the same color and numbered on the back without duplicates.  Black athletic shorts with no pockets or similar to WCAA issue must be worn at all games with jersey tucked in.  No player will be allowed to play unless they meet this requirement.  If there are jersey issues (size/torn), the colored practice shirt may be substituted.  In U7, if the coach is going to quarterback, they must abide by these rules.   
4) Cleats must be worn and cannot be metal. 


5) No pads, gloves, wristbands, sweatbands, sunglasses, jewelry, hats (or any other headgear/wear) except kneepads and medically necessary equipment will be allowed.

6) All players must wear a protective mouthpiece; there are no exceptions. 

7) No “stick-um” allowed. 

8) During games, only the flags provided by the WCAA are allowed to be worn.  Flags must hang loose. They are not to be folded over, cut, altered in any manner, or affixed with anything.

UNSPORTSMANLIKE- CONDUCT

1) Any attempt to deliberately harm or offend another person is unsportsmanlike conduct. Incidental contact is not considered unsportsmanlike conduct.  Examples of unsportsmanlike conduct include but are not limited to:
a. Jumping into the quarterback

b. hitting a player

c. kicking a player

d. tackling a player

e. slapping at or attempting to strip the ball

f. pulling hair

g. fighting of any kind

h. trash talking

i. Parents or coaches on the bench mouthing at refs, other players, or coaches.

2) If players from both teams commit this violation during the same play, both may be ejected and the yardage penalties offset. 

3) If the referee witnesses any acts of tackling, elbowing, cheap shots, illegal blocking, or any unsportsmanlike act, the game will be stopped and the player will be given a warning or ejected from the game. 

4) Officials have the right to determine offensive language. (Trash talk is talk that may be offensive to officials, opposing players, teams, or spectators.) If trash talking occurs, the referee will give one warning. If it continues, the player or players will be ejected from the game.
SCRIMMAGE PENALTIES

1) Flag Guarding is any deliberate attempt to cover or guard one's flags while running with the ball.  This offense cannot occur unless there is a defender attempting to pull the ball carrier’s flag.
2) Stiff Arming is any attempt by a ball carrier to ward off a defender by swinging or extending his/her arms at the opponent.

Scrimmage penalties take place during the down and are assessed after the play is ended.  The referee will ask the coach of the non-penalized team to choose between:

g) letting the down stand as completed, or

h) Accepting the penalty against the opponents.  
Scrimmage penalties called against both the offensive and defensive teams on the same down offset; i.e., the penalties cancel each other out, and the down is replayed. 

BLOCKING / CONTACT PENALTIES

1) LEGAL BLOCK

a. Blockers are allowed to use open palms to block between the shoulders and the waist provided that they do not lock their arms. Blocking is only allowed among players on the line of scrimmage and the immediate area.  This area will be defined as 3 yards on the defensive side of the line of scrimmage and 5 yards on the offensive side of the line of scrimmage from sideline to sideline.  

b. Players may choose to run interference for another player but cannot make intentional contact with an opponent outside of this blocking area.
2) ILLEGAL BLOCKS / CONTACT 

a. Low block/High block - blocking below the waist or above the shoulders

b. Clipping - Running into another player from behind. 

c. Holding - No player may hold or hook an opponent, nor encircle or extend his/her arms to slow down the other player. 

d. Helping the Runner - The runner or coach shall not grasp a teammate or be grasped, pulled or pushed by a teammate.
3) PASS INTERFERENCE 

a. While a forward pass is in the air, any player may make a fair pursuit and attempt to catch the ball.

b. Any contact between two opponents incidental to their attempt for the ball is not a penalty. 

c. When a player interferes with his/her opponent's opportunity to catch the ball without intending a catch himself, pass interference will be called. 
4) ROUGHING THE PASSER

a. Defensive players must make a definite effort to avoid making contact with a passer who is throwing or has thrown the ball.  The defensive player may attempt to pull the flag of the passer or can raise their arms to block the throw, but cannot make contact with the passer or slap the ball out of the passer’s arm/hand.

INADVERTENT WHISTLES

Should a referee accidentally whistle a play dead, (i.e., a ball carrier's flag falls off, the team in possession of the ball will be given a choice of (a) accepting the play as it was whistled dead at the spot, or (b) replay of the down. However, should the senior referee's opinion be that the defense had no chance of catching the ball carrier; the down will stand as if it was completed. 
Game clock stopped / not stopped guidelines within the 2 minute warning period

	Point favor before penalty occurred
	Penalty  
	Ruling

	Offense
	Offense
	Stop clock until ball is snapped

	Offense
	Defense
	Official places ball and starts clock immediately

	Defense
	Offense
	Official places ball and starts clock immediately

	Defense
	Defense
	Stop clock until ball is snapped


XI.

PENALTY SUMMARY

DELAY OF GAME: 5 YARDS / REPEAT DOWN/ CLOCK STOPS. (Only in the last 2 minutes) 

OFFENSIVE OFFSIDE: 5 YARDS / REPEAT DOWN

DEFENSIVE OFFSIDE: 5 YARDS / REPEAT DOWN

ENCROACHMENT:  5 YARDS / REPEAT DOWN  

ILLEGAL FORMATION: 5 YARDS / REPEAT DOWN 

ILLEGAL PROCEDURE: 5 YARDS / REPEAT DOWN

Illegal Pass: 5 yards / REPEAT DOWN
If a forward pass is thrown after crossing the line of scrimmage. 
INTENTIONAL GROUNDING:5 YARDS / LOSS OF DOWN


If the passer throws the ball to an area without a potential receiver to avoid being flagged for a loss while inside the rushing lane. (Safety if passer is in own end zone).
ILLEGAL KICK: 5 YARDS / RE-KICK

ASSISTING THE RUNNER: 10 YARDS FROM POINT OF INFRACTION/ TAKE RESULT OF THE PLAY 
FLAG TAMPERING: PLAYER WILL BE EJECTED FROM GAME

FLAG GUARDING: 10 YARDS FROM POINT OF INFRACTION/TAKE RESULT OF THE PLAY
Illegal flag pull: (before receiver has ball) 10 yards / REPEAT DOWN 
ILLEGAL RUSHING: (CROSSING OUTSIDE THE LANE, TOO MANY RUSHERS, SAME qB RUNNING 2 TIMES IN A SERIES) 

Offensive: 5 YARDS FROM THE LINE OF SCRIMMAGE / LOSS OF DOWN 
Defensive: 5 YARDS FROM THE LINE OF SCRIMMAGE / / REPEAT down
PASS INTERFERENCE:

Offensive: 10 YARDS FROM THE LINE OF SCRIMMAGE / REPEAT DOWN 
Defensive: 10 YARDS FROM THE LINE OF SCRIMMAGE / AUTOMATIC FIRST DOWN
ILLEGAL contact: (holding, illegal blocking, ROUGHING THE PASSER, etc.)

Defensive: 10 yards / REPEAT DOWN
Offensive: 10 YARDS/ REPEAT DOWN  
STIFF ARMING: 10 YARDS FROM POINT OF INFRACTION / RESULT OF THE PLAY
DIVING:
Offensive: 5 YARDS /RESULT OF BALL PLACEMENT AFTER PENALTY

Defensive: 10 YARDS / REPEAT DOWN 

UNSPORTSMANLIKE CONDUCT

Any attempt to deliberately harm or offend another person is unsportsmanlike conduct. Incidental contact is not considered unsportsmanlike conduct.  Coaches or players on the bench mouthing at refs, other players or coaches. 
First instance: 15 YARDS / WARNING TO PLAYER / AUTOMATIC FIRST DOWN 
Second instance same player/coach: 15 YARDS / PLAYER/COACH EJECTED FROM GAME / AUTOMATIC FIRST DOWN 
The U7 adult coach is not allowed to use deceptive actions in their role as Quarterback.  15 YARDS PENALTY/LOSS OF DOWN
XII.

PENALTY GRID
	PENALTY
	Dead Ball?
	Off
Decline
	Def.
Decline

	
	
	
	

	DELAY OF GAME
	Y
	N
	N

	OFFENSE OFFSIDES
	Y
	N
	N

	DEFENSE OFFSIDES
	
	Y
	N

	DEFENSE ENCROACHMENT
	Y
	N
	N

	ILLEGAL FORMATION 
	Y
	N
	N

	ILLEGAL PROCEDURE
	Y
	N
	N

	Illegal Pass
	
	N
	Y

	INTENTIONAL GROUNDING
	
	N
	Y

	*ILLEGAL KICK
	
	N
	SEE RULE

	ASSISTING THE RUNNER
	
	N
	Y

	FLAG TAMPERING
	
	N
	N

	FLAG GUARDING
	
	N
	Y

	Illegal flag pull
	
	Y
	N

	ILLEGAL RUSHING:

    Offensive
    Defensive
	
	N

Y
	Y

N

	DEFENSE PASS INTERFERENCE
	
	Y
	N

	OFFENSE PASS INTERFERENCE
	
	N
	Y

	ILLEGAL CONTACT

    OFFENSE: 
    DEFENSE:
	
	Y

N
	N

Y

	STIFF ARMING
	
	N
	N

	DIVING
	
	N
	Y

	UNSPORTSMANLIKE CONDUCT
	
	N
	N


* if kicked out of bounds and is less than ¼ field, THEN 5 yd penalty, must re-kick. if kick is more than ¼ field and of bounds, receiving team can accept position or take penalty
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