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Chappapeela Sports Park Policies

No outside food or drink is allowed without prior permission from HARD1
(Absolutely no seafood allowed).

No glasscontainers.

No alcoholic beverages allowed.

No obscenebehavior or profane languagewill be tolerated.

Smokingis not allowed per city ordinance 309-5138 C.S.

Drugsare strictly prohibited. Thelaw will be enforced.

Littering and dumping trash is strictly prohibited.

No firearms, fires, fireworks, flammable liquids, open burning or use of any device
with an open flame suchas candles, etc. allowed. Fire Marshall Codewill be enforced.
No pets are allowed in the buildings/ and or on the sports fields, unlessusedby the
visually impaired and must alwaysbe on a leash. Pets are allowed on the walking trail
and common areas. Pleasehelp us keep our park clean by picking up after your pet.
No motor homes or RV’sallowed.

NOovernight parking allowed. Violators will be towed at the owner’s expense.

No loud music (live or recorded) is allowed. All car stereos should be turned low
when entering the park.




ll. NFLPIlay 60 Flag Football Terminology

Boundary Lines

Theouter perimeter lines around the field. Theyinclude the sidelines and back of the
end zone lines.

Line of Scrimmage

(LOS)animaginary line running through the point of the football and acrossthe
width of the field.

Line-to-Gain

Theline the offense must passto get a first down or score.

Rush Line

Animaginary line running acrossthe width of the field ten yards(into the defensive
side) from the line of scrimmage.

Offense

Theteam with possessionof the ball.

Defense

Theteam opposingthe offense to prevent it from advancingthe ball.

Passer

Theoffensive player that throws the ball and may or may not be the quarterback.

Rusher

Thedefensive player assignedto rush the quarterback to prevent him/ her from
passingthe ball by pulling his/her flags or by blocking the pass.

Downs (1-2-3-4)

Theoffensive team hasfour attempts or “downs” to advancethe ball. It must cross
the line to gainto get another set of downsor to score.

Live Ball

Refersto the period of time that the play isin action. Generallyusedin regard to
penalties. Live ball penalties are considered part of the play and must be enforced
before the down is considered complete.

DeadBall

Refersto the period of time immediately before or after a play.

Whistle

Soundmade by an official usinga whistle that signifiesthe end of the play or astop in
the action for a timeout, halftime or the end of the game.

Inadvertent

Whistle

Dfficial’s whistle that is performed in error.

Charging

Anillegal movement of the ball-carrier directly at a defensive player who has
established position on the field. Thisincludeslowering the head or initiating contact
with a shoulder, forearm or the chest.

Flag Guarding

Anillegal act by the ball-carrier to prevent adefender from pulling the ball-carrier’s
flags by stiff arm, lowering elbow or head or by blocking accessto the runner’s flags
with ahandor arm.

Pitch/Toss

A legal pitch attempted backward or sidewaysbehind the line of scrimmage. Any
attempt to pitch/toss the ball backwardsor sidewaysbeyond the line of scrimmageis
NQOT allowed

Unsportsmanlike
Conduct

Arude, confrontational or offensive behavior or language.




lll. Game Rules

At the start of eachgame, captainsfrom both teams meet at midfield for the cointossto
determine who starts with the ball. The visiting team shall call the toss. (Pleasepractice social
distancing)

Thewinner of the coin toss hasthe choice to take offense or defense. Theloser of the coin toss
hasthe choice of direction. Possessionchangestostart the secondhalf to the team that started
the game on defense. At the start of the secondhalf, teams will changesides.

The offensive team takes possessionof the ball at its 5-yard line and hasfour (4) playsto cross
midfield. Oncea team crossesmidfield, they have four (4) playsto score a touchdown.

If the offensive team fails to cross midfield, possessionof the ball changesandthe opposition
starts its drive from its own 5-yardline.

Interceptions are live ball turnovers/plays (except for conversion attempts) and canbe returned.
After aninterception, unlessit is returned for a touchdown, the ball will be placedwhere the
interceptor’s flag is pulled. (Interceptions are considered a dead ball on conversion attempts)

All possessionchanges,exceptinterceptions, start on the offense’s 5-yard line.

Fumblesare considered a dead ball with a lossof down, and the ball will be spotted at the BALL
CARRIER'SFEETorINTENDEDBALL CARRIER'SFEETinthe instance of a pitch/toss.

1 A -FOOTBALL '
"




IV. Equipment

1. Theleague provides each player with an official flag belt and NFLFLAGteamjersey. Teams will
usefootballs provided by their league.

Playersmust wear athletic shoesor cleats. No metal cleats are allowed.

Playersmay tape their forearms, hands and fingers. Playersmay wear gloves, elbow padsand
knee pads. Braceswith exposedmetals are not allowed.

Playersmust remove all jewelry and hats (Winter beaniesare allowed)

Players’jerseys must be tucked into shorts or pants if they hangbelow the belt line.

Playersare strongly encouragedto wear shorts or pants WITHOUTpocketsor belt loops. Thisis
for the safety of all participants and to reduce the risk of injury during flag pulls.

If a player’s shorts or pants do have pockets or belt loops, they must be securelytaped prior to
the start of the game.Tapingmust be done before gametime — gameswill not be delayedto
accommodate uniform adjustments.

Absolutely no exceptions: FLAGBELTSMAY NOT BE THE SAME COLORASSHORTSORPANTS.
Thisrule ensuresvisibility of the flags and fair play during flag-pulling attempts.




V. Field

PeeWees (4/5) — Thefield dimensions are 30 -

yards by 60 yards with two 10-yard end EN@ Z @ NE
zones,and a midfield line-to-gain. Forthis o

NO RUNNING ZONE

agegroup, the no run zoneswill not be in
effect, asthey are allowed to run on any o
down.

Rookies (6/7/8)- Thefield dimensionsare 30

yards by 60 yards with two 10-yard end ‘

zones,and midfield line-to-gain. No-Run |
) ) Q : NO RUNNING ZONE

Zonesprecede each line-to-gain by 5 yards.

However, field sizemay vary basedon field

availability for eachleague.

Veterans (9/10/11)-The field dimensionsare
30 yardsby 60 yards with two 10-yard end

zones,and a midfield line-to-gain. No-Run

Zonesprecede each line-to-gain by 5 yards.

E
However, field sizemay vary basedon field EN@ Z@NE

availability for eachleague.

| —= 30 YARDS — |
Purpose:No-RunZonesare designedto prevent short-yardage, power-running playsthat are difficult to
defend in close quarters.

Eachoffensive team approaches only TWONo-RunZonesin eachdrive (one zone 5 yards from midfield to
gain the first down, and one zone 5 yards from the goal line to scorea TD).

Where They Apply:

There are two No-RunZoneson the field for each offensive possession:

i. 5yardsbefore midfield (usedto gain afirst down)
ii. 5 yardsbefore the end zone (usedto score atouchdown)

Age Group Exception: 4/5 Division (Pee Wee): The No-Run Zone rule does not apply. Players in this age
group are allowed to run the ball on any down, anywhere on the field

What'’s Prohibited: In these zones,teams may not run the ball under any circumstances—thisincludes
direct runs, handoffs, pitches, and QBsneaks.

i.  Onlyforward passplays are allowed.Evenif a handoff occursbehind the line of scrimmage,
the next action must still be a forward passattempt.
i.
Steppingon the boundary line is considered out of bounds.




VI. Rosters

1. Hometeams wear dark color jerseys; visiting teams wear light color jerseys.
2. Teamsmust consist of the following:
. 4/5 - 6 playerson field including center
6 - 7 playerson field including center
7/8 - 7 playerson field including center
9/10/11 - 7 playerson field including center

3. Teamsmust start gameswith a minimum of six players (minimum of five playersfor 4/5). In the
event of aninjury, ateam with insufficient substitute playersmay play with five playerson the
field but no fewer than five.




VII. Timing

Standard GameDuration:
« Gamesare played on a 50-minute continuous clock, divided into two 25-minute halves.
» Theonly exceptionsto the continuous clock are within the final two minutes of the secondhalf, when the
point difference is 8 or fewer.

PeeWee Division (4/5 Age Group)
o Pee Wee games are played on a 40-minute continuous clock, split into two 20-minute halves.

« Clock only stops for injuries or team timeouts.
o A 28-point advantage ends the game immediately.

Two Minute Rule: (CLOSEGAMESONLY)

If the point differential is 8 points or fewer at the two-minute warning, the game clock switches to standard
stop-clock rules:

Theclockwill only stop for:
« Incomplete passes
« Playersgoing out of bounds
» Timeouts
e Injuries
» Changeof possessionandthe clockrestarts on the snapof the ball following these stoppages.

If the point differential is greaterthan 8 at the two-minute warning, the continuous clockremainsin
effect.

Additional Timing Rules
Halftime: 5 minutes.

Play Clock: Once the ball is spotted, teams have 30 seconds to snap the ball. One warning will be issued
before a delay-of-game penalty is enforced.

Timeouts: Each team is allowed one 60-second timeout per half.
Official Timeouts: Officials may stop the clock at their discretion (e.g., injury, equipment issues).
Injury Timeouts: If a player is injured, the clock will stop and restart once the injured player has left the field.

Tied Games:If the score is tied at the end of regulation (50 minutes), the game is declared a tie, except in
playoff or tournament formats where overtime applies.




VIII. Overtime

In tournament or playoff situations, an overtime (OT)Periodwill be usedto determine a winner.

Overtime format is asfollows:

Acoin flip will determine the team that choosesto be on offense or defensefirst.

Eachteam will take turns getting one (1) possessionfrom the defense’s 5-yard line for one point
or the defense’s10-yardline for two points. Whether to go for one or two points is up to the
offensive team. Whether or not the team that beginson offense converts, the team that started
on defensegets a chanceon offense to win or tie by converting aone- or two-point play of their
own.

* Example:Team A starts on offense and choosesto go for one point from the 5-
yard line and is successful. Team Bis then on offense and canchoose to either
go for one point from the 5-yard line to tie and force a secondround of
overtime or to gofor two points from the 10-yardline for the win.

* If the secondteam on offense in an overtime round fails to beat or match the
team that went first, the team that went first wins.

* If asecondround of overtime must be played, the team that lost the coin toss
will get to chooseoffense or defensefor the start of the secondround of
overtime. Thisprocesscontinues with teams alternating who getsto chooseto
be on offense or defenseto start out during every round of overtime.

3. All regulation period rules and penalties are in effect.
4. Thereare notime-outs.

Third Round of OT Period:
1. Both teamsmust “go for two” from the 10-yardline starting with the third round of overtime.

Change of Possession:
Changeof possessiontakes place when a team’s forward progressis halted on downs or scores.
Interceptions are still live ball turnovers, but if the interception isn’t returned for atouchdown,
the play is just a changeof possessionfor the other team to start the ball on 5 or 10yard line.
Team Btakes possessionon the same 5-yard line as Team A and advancesin the same direction.
Team B begins on the 5-yard line regardless of whether Team A's possessionended in an
interception.




IX. Scoring

Touchdown: 6 points

PAT (point after touchdown) 1 point (5-yardline) or 2 points (10-yardline)

a. Note: 1-point PAT s passonly; 2-point PAT canbe run or pass.(Peewee canrun on 1- or 2-
point attempt)

Ateam that scoresatouchdown must declare whether they wishto attempt a 1-point
conversion (from the 5-yard line) or a2-point conversion (from the 10-yard line). Any
change,once a decisionis madeto try for the extra point, requires a chargedtimeout. A
decision cannot be changedafter a penalty. Interceptions on conversionscannot be
returned.

Safety: 2 points

a. Asafety occurswhen the ball-carrier is declared down in his/her own end zone. Runnerscan
be called down when their flags are pulled by a defensive player, a flag falls out, they step
out of bounds, their knee or arm touches the ground, a fumble occursin the end zoneor if a
snappedball lands in or beyond the end zone.

After one team is winning by 28 points or more, the gameis over. Once a 28 or more-point
advantageis gained, no PATwill be attempted. Thegame will continue in scrimmage mode for
remainder of the game.

ScrimmageMode: Thelosing team gets the ball for up to three possessions.Eachpossessionlasts until
the team scoresor fails to achieve the Line-To-Gain.Points do not count in final score. After three
possessionsthe game s over.

Coachesare expected to adhere to NFLFLAGphilosophies, coaching guidelines and code of
conduct.

Coachesare allowed on the field to direct players according to need and division. Coachesmust
move to the sideline before the snapof the ball. Sideline coachesmust always remain on their
side of the field.

4/5 Division - You are allowed 4 coachestotal (Only 2 canbe on the field at atime, and only 2
canbe on the sideline at atime)

6 Division- You are allowed 3 coachestotal (Only 2 canbe on the field at atime, and only 2 can
be on the sideline at atime)

7/8 Division - You are allowed 3 coachestotal (Only 1 canbe on the field at atime, and only 2
canbe on the sideline at atime)




6. 9/11 Division - You are allowed 3 coachestotal (Only 1 canbe on the field at atime, and only 2
canbe on the sideline at atime)

Xl. Live Ball / Dead Ball

Theball is live at the snap of the ball and remainslive until the official whistles the ball dead.
Theofficial will indicate the neutral zone and line of scrimmage.

* ltis anautomatic deadball foul if any player on defense or offense enters the neutral
zone. Regardingthe neutral zone, the official may give both teams a “courtesy” neutral
zonenotification to allow their playersto move backbehind the line of scrimmage.

A player who gainspossessionin the air is considered inbounds if one foot comesdown in the
field of play.

Substitutions may be made on any dead ball.
Any official canwhistle the play dead.

Playis ruled “dead” when:
e Theball hits the ground.
i. If the ball hits the ground asa result of a bad snap, the ball is then placed where
the ball hit the ground.
Theball-carrier’s flag is pulled.
Theball-carrier stepsout of bounds.
Atouchdown, PAT or safety is scored.
Theball-carrier’s knee or arm hits the ground.
Theball-carrier’s flag falls out.
Thereceiver catches the ball while in possessionof one or no flag(s).
The 7 second pass clock expires.
Inadvertent whistle.

NOTE:Thereare no fumbles. Theball is spotted where the intended or direct ball-carrier’s feet were at
the time of the fumble.
7. In the caseof aninadvertent whistle, the offense hastwo options:
* Takethe ball where it waswhen the whistle blew, and the down is consumed.
* Replaythe down from the original line of scrimmage.




Xll. Running

Theball is spotted where the runner’s feet are when the flag is pulled, not where the ball-carrier
hasthe ball. Forward progresswill be measuredby the player’sfront foot.

The quarterback is the offensive player who receives the snap. The quarterback is allowed one
run with the ball once per offensive series.

Handoffs may be in front, behind or to the side of the offensive player but must be behind the
line of scrimmage. The offense may use multiple handoffs.

“Center sneak” play is no longer allowed.

No-run Zonesare located 5 yardsbefore each end zoneand 5 yardson either side of midfield are
designedto avoid short-yardage power-running situations. Teamsare not allowed to run in these
zonesif the subsequent line is LIVE.(Reminder: Eachoffensive team approaches only TWOno-
run zonesin eachdrive —one 5 yards from midfield to gain the first down and one 5 yards from
the goal line to scorea TD).(4/5 agegroups is the exception to this rule asthey are allowed to
run every play)

Any player who receivesa handoff canthrow the ball from behind the line of scrimmage.

Once the ball has LEFTTHEQUARTERBACKSHANDS alldefensive players are eligible to rush
past the line of scrimmage.

crossingthe line of scrimmage. Defensive players who aren'’t the rusher CANNOTcross
the line of scrimmageuntil the ball hasleft the quarterbackshandscompletely; any
player outside of the designated rusher acrossthe line of scrimmagebefore the ball
hasleft the quarterback’s handswill invoke an illegal rush penalty.

Runnersmay not leave their feet to advancethe ball. Diving, leaping or jumping to avoid a flag
pull is considered flag guarding.

Spinningis allowed, but players cannot leave their feet to avoid a flag pull.

* Playersspinning out of control will be called for flag guarding.

. Runnersmay leave their feet if there is a clear indication that he/she hasdone soto avoid
collision with another playerwithout aflag guardingpenalty enforced.

. Noblocking or “screening” is allowed at any time.

. Offensive players without the ball must stop their motion once the ball hascrossedthe line of
scrimmage.No running with the ball-carrier.




13. Flagobstruction:

All jerseys MUSTbe tucked in before eachplay begins. Thisis required to ensure that flags
are fully visible and accessibleto defenders.

Flagbelts must be securely fastened on the player’s hips, with both flags clearly hangingand
unobstructed.

Any jersey, hand, arm, or equipment that coversor blocks accessto the flags is considered
obstruction and will result in aflag guardingpenalty.

Examplesof FlagObstruction:
» Untucked jersey covering or hiding a flag
» Holdingthe flag belt or jerseyduring a run
« Placingthe football in away that shieldsthe flag
« Intentionally twisting or pulling the belt to reposition flagsbehind the body

Officials may issuea warning, but repeat or deliberate violations will be penalized
immediately.

Flagguardingis a spot foul: 10 yardsfrom the point of infraction and a lossof down.

CoachesandPlayersare responsible for checkingtheir uniforms before every snap.




XIl. Passing

1. PassingRules— Legaland lllegal Throws
All forward passesmustbe thrown from behind the line of scrimmage.
The quarterback or any eligible player may throw aforward passaslong as:
Theyhave not crossedthe line of scrimmage
The passtravels beyond the line of scrimmage, unlessit is touched by a defender

Throwing the Ball Away:
Thequarterback may legally throw the ball away to avoid a sack,but the passmust still go beyond the line
of scrimmageto be valid.

Lateral & ScreenPasses—What's Legal and What’s Not

LEGAL PASSESS:

Lateral or backward passes behind the line of scrimmage

These are permitted and can be used as part of a trick play or setup for another forward pass.

Screen passes behind the line of scrimmage that become a forward pass beyond the LOS

These are legal if the quarterback releases the ball from behind the LOS and the ball crosses the LOS.

ILLEGAL PASSES

lllegal Forward passes caught or landing behind the line of scrimmage

These are considered illegal forward passes, unless the ball is touched by a defender.
Screen plays where the pass is forward but does not cross the LOS

These will result in a 5-yard penalty and loss of down.

The quarterback hasa seven-second“pass clock.” If a passis not thrown within the sevenseconds,the
play is dead, the down is consumed,and the ball is returned to the line of scrimmage.Oncethe ball is
handed off, the 7-secondrule is no longer in effect.

a If the QBis standing in the end zoneat the end of the 7-second clock,
the ball is returned to the line of scrimmage (LOS).

XIV. Receiving

1. All playersare eligible to receive passes(includingthe quarterback if the ball hasbeen handed off or
tossedbehind the line of scrimmage)

2. Onlyoneplayerisallowed in motion at atime. All motion must be parallelto the line of scrimmageandno
motion is permitted toward the line of scrimmage.

Aplayer must haveat least one foot inbounds when making a reception.

4. Inthe caseof simultaneous possessionby both an offensive and defensive player, possessionis
awarded to the offense.

Interceptions are returnable but not on conversionsafter touchdowns.




XV. Rushing the Passer

1. The ONEplayer who rushesthe passermust be a minimum of ten yards from the line of
scrimmagewhen the ball is snapped. Only one player may be the designated rusher, who is
allowed to crossthe line of scrimmageat any time. Playersnot rushing the quarterback can
defend on the line of scrimmage.

2. A specialmarker, or the referee, will designatea rush line ten yards from the line of scrimmage.
Alegalrush is:

i. Any rush from a point ten yardsfrom the defensive line of scrimmage.

Arush from anywhere on the field AFTERtheball hasleft the quarterback’s
hands.

A penalty may be called if:

i Therusher leavesthe rush line before the snap crossesthe line of scrimmage
before a handoff or pass— illegal rush (5 yards from the line of scrimmage and
first down).

Any defensive player crossesthe line of scrimmage before the ball is snapped—
offsides (5 yards from line of scrimmage).
Any defensive player, not the designated rusher, crossesthe line of scrimmage
before the ball hasleft the quarterback’s hands—illegal rush (5 yards from the
line of scrimmage).

Special circumstances:

Vi. Teamsare not required to rush the quarterback with the sevensecondclockin
effect.

Playersrushing the quarterback may attempt to block a pass;however, NO contact can
be madewith the quarterback in any way. Blockingthe passor attempting to block the
passand then contacting the passerwill result in aroughing the passerpenalty.

Theoffense cannot impede the rusherin anyway. Anydisruption to the rusher’s path
and/or contact will result in animpedingthe rusherpenalty. If the offensive player does
not move after the snap,then it is the rusher’sresponsibility to goaround the offensive
player andto avoid contact.

A sack occurs if the quarterback’s flags are pulled behind the line of scrimmage. The
ball is placed where the quarterback’s feet are when flag is pulled.

A safety isawarded if the sacktakes placein the offensive team’s end zone.




XVI. Flag Pulling

A legalflag pull takes place when the ball-carrier is in full possessionof the ball.

Defenderscandive to pull flags but cannot tackle, hold or run through the ball-carrier when
pulling flags.

It is illegal to attempt to strip or pull the ball from the ball-carrier’s possessionatany time.

If a player’s flag inadvertently falls off during the play, the player is down immediately upon
possessionof the ball and the play ends. The ball is placed where the flag lands.

A defensive player may not intentionally pull the flags off a player who isnot in possessionof
the ball.

FlagGuarding— Strictly Prohibited

o Flagguarding is ILLEGALandwill result in an immediate penalty.
It occurswhen the ball-carrier intentionally or unintentionally blocksaccessto their flags,
preventing afair defensive pull.

o Examplesof Flag Guarding
Stiff-arming a defender
Dropping the head, shoulder, hand, or arm to shield the flags
Usingthe football or any part of the body to block the flags

Untucked jerseysor loose clothing covering or hiding the flags
Holding or twisting the flag belt to reposition flagsout of reach

Key Reminder
The defender must have a clear path to the flags at all times.
All jerseys must be tucked in, and flags must hang freely at the hips.

Flag Guarding = Spot Foul
10-yard penalty from the spot of the foul
Loss of down

Coaches and players are responsible for ensuring all players are in legal uniform and aware of this
rule. Repeated violations may result in additional consequences.




XVII. Formations

1. Offensesmust have a minimum of one player on the line of scrimmage (the center) and at least
2 playersoff the line of scrimmage. The quarterback must be off the line of scrimmage.

* Oneplayer at atime may goin motion 1-yard behind and parallel to the line of
scrimmage.
* Nomotion is allowed toward the line of scrimmage.

SHIFT:Ashift is when more than one player on the offensive team moves/shifts positions and
reset themselves prior to the snapof the football. Thisis legal so long asthe playersin
question cometo a stop and reset themselvesin a new legal formation PRIORtothe snap of
the football.

Thecenter must snapthe ball with a rapid and continuous motion between his/her legsto a
player in the backfield, and the ball must completely leave his/her hands (Doesnot apply to 4/5

age group).




XVIII. Unsportsmanlike Conduct

If the field monitor or referee withessesany acts of intentional tackling, elbowing, cheapshots,
blocking or any unsportsmanlike act, the gamewill be stopped, and the player will be ejected from
the game. The decision is made at the referee’s discretion. No appealswill be considered. FOUL
PLAY WILL NOT BETOLERATED!

Offensiveor confrontational languageis not allowed. Officials havethe right to determine offensive
language.lf offensive or confrontational languageoccurs, the referee will give one warning. If it
continues, a CSPofficial will then eject the player/s or coachfrom the game.

Playersmay not physically or verbally abuse any opponent, coachor official.
Ball-carriers MUSTtry to avoid defenders with an established position.
Defendersare not allowed to run through the ball-carrier when pulling flags.
Fansmust also adhere to good sportsmanship aswell:

a) Yellto cheeron your players, not to harassofficials or other teams.
b) Keepcomments cleanand profanity free.

Fansare required to keep fields safe and kids friendly:

a) All spectators and equipment must be an arm's length from the field of play. Spectatorswill not
be allowed to sit in between two fields.
b) Disposeof ALLtrash in designated trash cans.

Unsportsmanlike conduct penalties:

a) Defense+ 10 yardsfrom line of scrimmage and automatic first down
b) Offense-10 yardsfrom line of scrimmageand loss of down

X. Penalties

Thereferee will call all penalties.

Refereesdetermine incidental contact that may result from normal run of play.

All penalties will be assessedfrom the line of scrimmage, except for SPOTFOULS.
Gamescannot end on adefensive penalty unlessthe offense declines it.

Penalties are assessedlive ball then dead ball. Live ball penalties must be assessedbefore play
is considered complete.

Penalties will be assessedhalfthe distance to the goal yardagewhen the penalty yardageis
more than half the distanceto the goal.




XVIII. Penalties

Defensive fouls

Defensive passinterference

+10yards

Holding

+5yards

Stripping

+10yards and automatic first down

Offensive fouls

Screening,blocking or running with the ball

-10 yards

Charging

-10 yards

Defensive penalties

Defensive unnecessary roughness

+10yards and automatic first down

Defensive Unsportsmanlike conduct

+10yards and automatic first down

Offside

+5yards from line of scrimmage

IIIegaI rush (Startingrush from inside 10-yard marker)

+5 yards from line of scrimmage

|||ega| flag pU" (Before the receiver hasthe ball)

+5yardsfrom line of scrimmageand automatic first
down

Roughing the passer

+5 yardsfrom line of scrimmageand automatic first
down

Taunting

+5yardsfrom line of scrimmageand automatic first
down or lossof down if it occurson offense

Offensive penalties

Offensive unnecessary roughness

-10 yards and loss of down

Offensive Unsportsmanlike conduct

-10 yards and loss of down

Offside / false start

-5 yardsfrom line of scrimmage

|||ega| forward [PASS (Any passreceived or landsbehind the line of

scrimmageor throwinga [ crossingthe line of scrimmage)

-5 yardsfrom line of scrimmage and loss of down

Offensive passinterference

-5 yardsfrom line of scrimmage

|||ega| motion (More than one personmoving)

-5 yardsfrom line of scrimmage

Delay of game

-5 yardsfrom line of scrimmage

lllegal procedure

-5 yardsfrom line of scrimmage

Impeding the rusher

-5 yardsfrom line of scrimmage

Spot foul

Flagguarding

-10 yardsfrom spot of the penalty




