OFFICIAL VSA FLAG FOOTBALL RULES
THE GAME, FIELD, PLAYERS AND EQUIPMENT

General Rules

1. Each team must consist of 5 players and can have only one substitute player. Of the 5 players, one quarter back, the other four can be either blockers or receivers, but cannot be both unless the play was designated as a screen pass play. 
2. Five people are allowed in the game for each team, allowing one substitution

3. The game will be played under the supervision of 1 or 2 officials.

The Field

1. The field should be a minimum of x yards in width, and contain 10 orange cones to separate the playing field/zones and end zone. 

Game and Player Equipment (Illegal)

1. To avoid injuries and hazardous events, please don’t wear the following equipment or substances, but are not limited to: 

· Headgear containing any hard, unyielding, or stiff material. 

· Jewelry

· Pads or braces 

· Shoes with metal or hard objects. 

· Leg and knee braces made of hard materials

DEFINITIONS OF PLAYING TERMS

Catch – a catch is an act of establishing player possession of a live ball in flight. 

Clipping – clipping is running or diving into the back, or throwing or dropping the body across the back of the leg/s of an opponent, or pushing an opponent in the back. 

Encroachment – encroachment is a term to indicate a defensive player is illegally in the neutral zone. An entering substitute is not considered to be a player for encroachment restrictions until he/she is on his/her team’s side of the neutral zone. 

Fair Catch – a signal made by receiving person of a punt in which the receiver cannot run after catching the ball and the ball is immediately down when caught. 

Foul – a foul is a rule infraction for which a penalty is assessed. 

Fumble – a fumble is a loss of a player’s possession, by dropping the ball off of a hand off, stripping the ball, or dropping the ball when thrown behind the line of scrimmage. 

Goal Line – each goal line is a vertical plane separating the end zone from the field of play. The plane of goal extends from one sideline to the other. 

Hurdling – hurdling is an attempt by a player to jump with one or both feet or knees foremost over a player who is on his/her feet. 

Interception – a catch of an opponent’s pass or fumble in flight is an interception/ 

Live Ball – a pass or fumble, which has not yet touched the ground, is a live ball in flight and therefore can be caught in advanced by either team. 

Neutral Zone – the neutral zone is the area between the offensive and defensive line of scrimmage that has been established by the spot cone markers and extends to each sideline. It is established when the ball is ready for play. 

PERIODS, TIME FACTORS, SUBSTITUTIONS

1. Game time is forfeit time. 

2. Length of game – Playing Time shall be 30 minutes, divided into two halves of 15 minutes each. The intermission between halves shall be 2 minutes. When overtime is used, there will be a 3 minute intermission. Before the snap of a play, both teams have only 10 seconds to decide on their play.

3. Tie Game – in case of a playoff game ending in a tie score, the officials must bring all players to the center of the field. Both teams shall enter overtime.

4. Time Outs – Each team is entitled to 2 charged timeouts per half. 

5. Stopped Clock – during the final 1 minute of each half, the clock will stop for the following and resume on the snap of the next play unless otherwise noted: 

· Incomplete Pass

· Out-of-Bounds

· Scoring

· Team time-out

· Fair Catch

· Penalty and administration

· Referee’s Time-out: starts at his/her discretion

· Touchback

· Change of Possession

6. Substitutions – All substitutions can only enter the game during a dead ball, or after the play had been executed.

SERIES OF DOWNS, NUMBER OF DOWN, & THE TEAM POSSESSION AFTER PENALTY 

1. Each team receives six (6) attempts to pass the zone-line-to-gain or endzone. 

- On 6th attempt, the team has the option to either punting or going for a score. However, if the team fails on the 6th attempt, it will result as a turn-over. 

KICKING THE BALL AND FAIR CATCH

1. When kicking off/ punting, you can either kick or “bomb” the ball (throwing).

2. When doing a fair catch, you must wave your hands clearly prior to catching the ball.

SNAPPING, HANDLING, PASSING, RECEIVING, RUNNING THE BALL

Following the ready for play and until the snap, no player on defense may encroach, touch the ball, nor may any player contact opponents. The offense also shall not move until the snap of the ball.  

Penalty: Encroachment, False Start, all results of a deduction from the previous spot. 

BLOCKING

1. Offense Blocking – the offensive blocking shall take place without the use of hands, but can stand between the quarter back and the rusher. Any use of arms, elbows, legs, or anything else shall result in yard deduction from the spot of the penalty. 

2. Defensive Rush and Use of Hands – Defensive players must attempt to go around the offensive blocker, not through the offensive blocker. 

3. Penalty: Personal Foul, Illegal Procedure, deduction from previous spot. 

DEFENSE

1. The defense must allow the quarter back three “mississippi’s” before rushing to grab his/her          

Flag. If not, then it will result in a penalty of 5 yards

      2. The quarterback also must wait three “mississippi’s” before taking off with the ball for a QB 

           Run, unless the play was designed as a QB sneak, then it will result in a penalty of 5 yards.

SCORING PLAYS AND TOUCHBACKS

1. All touchdowns are 6 points

2. Extra Point Try = 1, 2, or 3 points

3. An opportunity to score 1 point from the 3-yard line or 2 points from the 10 yard line.

4. Safety = 2 points; it is a safety when a runner carries the ball from the field of play to or across his/her own goal line, and it becomes dead there in his/her team’s possession. 

CONDUCT OF PLAYERS AND OTHERS

1. No player shall commit non-contact acts during the period of intermission

2. Dead Ball Player Fouls

3. Prohibited Acts – there shall be no unsportsmanlike conduct by players, substitutes, captains or others subject to the Rules

4. No player shall commit a personal foul during a period or an intermission. Any act prohibited hereunder or any other acct of unnecessary roughness is a personal foul. 

5. No physical or verbal altercations with referees, other members/players, or any individuals at the event
SUMMARY OF CO-RECREATION FOOTBALL RULES 
PROTECTED SCRIMMAGE KICK: Both teams must have and maintain at least 5 players within I yard of their line of scrimmage and remain motionless until the kick is made. 

Penalty: Illegal Procedure, 5 yards from the previous spot. 

PROTECTED KICK MALE RECEIVER: On a free kick down a receiving team male player may advance forward with the ball a maximum of two steps. A male may carry the ball backward or parallel. A female runner only may advance the ball forward. However, after the receiving team has caught the free kick, if there is a subsequent change of team possession, any male or female player may advance the ball. 

MERCY RULE: If a team is 25 or more points ahead with 5 minutes to go in the second half the game shall be officially called. If a team scores during the last 5 minutes of the second half and that creates a point differential of 23 or more the game shall be officially called. 

Executed this ___ day of ________________, 2008
________________________________________________

PRINTED NAME OF FLAG FOOTBALL PARTICIPANT 

________________________________________________

SIGNATURE OF FLAG FOOTBALL PARTICIPANT

