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Gulf-Coast Conference

2010 FLAG FOOTBALL RULES AND REGULATIONS
SUPPLEMENT

NOTE: This booklet supplements Texas Intercity Football, Inc., RULES AND REGULATIONS
SF1.00 IMPLEMTATION
S1.01 
TIFI Flag Football is a non contact 7 on 7 competitive flag football program designed for young players to learn the game of football.  The goal is to give younger age players a chance to learn the game of football before they become eligible for tackle football.  The flag division is designed to teach the game, help them understand the rules of the game, and gain much needed skills to prepare them for the next level of TIFI Freshmen football.  The focus shall be on fundamentals, participation, and sportsmanship.
S1.02 
Flag football participants shall be considered TIFI participants and all TIFI rules regarding reserve status, transfers, and registration apply.
S1.03 
All booster clubs shall implement a flag football team. 
SF2.00 COACHING STAFF
S2.01 
Flag Football shall fall under the Athletic Directors Authority.  

S2.02 
Coaches applications are to be reviewed and approved per the TIFI Rules.   

SF3.00 ELIGIBILITY AND ROSTERS
S3.01 
TIFI' s official, legal age is the child's age shall be determined by and consistent with the date used by the Texas Department of Education (currently September 1st) of the current football season, i.e., the current calendar year. Players must be between the ages of 6 and 7.  A six (6) year-old is eligible for flag football provided the date of birth would make the player's age seven (7) years of age on, or before March 31st of the following year.  A seven (7) year old is eligible for football provided the date of birth would NOT make the player eligible at the Freshmen level.
S3.02 
There are no weight restrictions.
S3.03 
Each Flag football roster shall have a maximum of 12 participants.
SF4.00 EQUIPMENT
S4.01 
  Cleats are allowed (no metal cleats).   
S4.02 
 Uniform shall consist of shorts or pants without padding and t-shirt or jersey.  It shall be the booster clubs choice as to whether they issue the shorts or have the parents purchase them.  Shirts/jerseys shall have a number on the back. 
S4.03 
Players shall be required to wear a flag belt and flags.  Booster clubs shall purchase the flag belts and flags through the TIFI AD.  They shall not be altered in any way.  No substance shall be used to reinforce the grip of the flag to the belt.   
SF5.00 PRACTICE AND EVENTS
S5.01 
Teams are limited to three (3) one hour scheduled events per week of the season.  An event is defined as a practice or a game.  For example on game week, a team may hold two (2) one hour practices.  Practices shall not be held on Sunday.    

S5.02 
Flag Football practices shall start one week following the start of practices for tackle football divisions per the TIFI approved calendar.    

S5.03 
Games shall start the same day as the TIFI regular season games.  

SF6.00 GAME DAY RULES
S6.01 
Flag football games start time will be 8:30am on the same day as TIFI tackle football games.  

S6.02 
Games will consist of two (2) twenty minute halves.  The game clock will be a running clock with the exception of substitution time every 5 minutes.  Halftime shall be 10 minutes.  In the event of a tie at the end of regulation time, the score will be recorded as a tie.  

S6.03 
The game shall be played with 2 teams consisting of up to 7 field players each.  A game shall start with 5 players dressed and ready to go.  Teams not able to field 5 players 10 minutes after start time will forfeit the game.  Although there is an allotted 10 minutes to field 5 players, the clock will start at game time.  Any player arriving shall not be allowed into the game until the 5 minute substitution.  If a team has 5 players on game day, the opposing team will play with 5 players on the field at a time.   
S6.04
Players will rotate every 5 minutes to ensure equal playing time. 

S6.05 
The playing field shall be 80 yards in length.  The field must be divided (by cones or markers) into four 20 yard zones with the end zones being 10 yards deep.  

S6.06
Each team may have 2 coaches on the field to assist in the organizing and huddling of players.  Once the huddle is broken the field coaches must move back a distance of 10 yards from the play and must not talk to the players.  

S6.07
Coin toss will determine the first possession of the game.  There will be no kick offs.
S6.08
The offensive team will take possession of the ball on their own 20 yard line.  They will have four plays to get to the next 1st down marker, which is 20 yards in distance.  Once the offensive team enters the next 20 yard zone, it is a 1st down and a new series of downs begins.  1st downs can be made at the 40  and 20 yard markers.  Each team will have 4 downs to advance the ball to the next zone or score a touchdown.  The team may declare a punt on the 4th down.  The ball will be moved 15 yards with a maximum to the opposing teams 20 yard line.  The team that fails to move the ball into the next zone will lose possession of the ball.  The opposing team will take over possession where the last play was whistled dead.  The ball will be placed in the center of the field at the conclusion of each down.   The 2nd half possession will change to the loser of the coin toss in the 1st half.  

S6.09
Once the ball has been spotted by the officials, the offensive team has 30 seconds to snap the ball.  Each team will receive 1 warning before they are charged with a delay of game penalty.  Two consecutive delay of game penalties shall cause a team lose of possession of the ball.  It shall be considered a turn over on downs.  The officials can stop the game at their discretion for water breaks. 

S6.10
Running and passing plays are allowed.  All players are eligible to receive passes.  The defensive team will be responsible for covering receivers, rushing the passer, and removing at least 1 flag from the flag belt of the ball carrier in order to stop the advancement of the ball.  

S6.11
Touchdown = 6 points.  Safety = 2 points.  There shall be no attempts for extra points.  Scores will be reported at the end of the day to the TIFI AD. 

S6.12
BLOCKING:  All blockers must be on his/her feet at all times when blocking.  Cross blocks and roll blocking are not permitted.  A blocker can’t use his/her hands while blocking.  All blockers must block by using the “moving pick” technique, only using his/her body to impede the defender.  Blocking a player from behind is not permitted.  All blocking must be initiated above the waist.  No blocking below the waist.

S 6.13
RUNNING:  Offense may use multiple direct handoffs.  The player who makes a direct hand off can throw the ball from behind the line of scrimmage.  Once the ball has been handed off, all defensive players are eligible to rush. Spinning is allowed, but no player can leave their feet to avoid a defensive player (no diving). The ball is spotted where the ball carrier’s feet are at the spot the flag was pulled out, not where the ball is.  

S6.17
QUARTER BACK KEEPER:  Each team is allowed one Quarterback keeper every offensive possession.  The Quarterback must run outside of the tackles in order to allow for a fair defensive read.  Once the Quarterback has reached the offensive tackle plain, they will be allowed to cut back inside the middle of the field and even change the direction in which he/she is running (reverse the field).  Each time a team allows their Quarterback to rush the ball more than once per offensive possessions will be penalized with the loss of a down.  

S6.18
PROTECTING THE FLAGS:  The ball carrier must not use their hands or arms to protect their flags.  The defensive player must have the opportunity to remove the ball carriers flags.  The ball carrier can’t lower their head to drive or run into a defensive player.  The ball carrier is not allowed to stiff arm the opponent.  The ball Carrier may run in any direction until the play is called dead or a touchdown is made.

S6.19
RECEIVING:  All players are eligible to receive passes (including the 
QB if the ball has been handed off prior to the reception).  Only one player is allowed in motion at a time.  A player must have at least one foot in the bounds when making a reception in order for the play to be completed.  If an offensive and defensive player catches a ball simultaneously, the play is declared dead at the spot of the catch and the offensive team is awarded the ball.

S6.20
PASSING:  Shovel Passes are allowed.  Interceptions may be returned by the defensive team.  
S6.21
DEAD BALLS:  The ball must be snapped between the legs of the center or side ways.  All balls touching the ground are immediately dead.  Substitutions may be made on all dead balls.  Play is ruled dead ball when any one of the following occur:

·  The ball carrier touches the ground with his/her body, other than hands or feet.

·  The ball hits the ground as a result of a fumble or muffed ball.

·  The ball carrier’s flag is pull off or falls off.

·  The ball carrier steps out of bounds

·  A touchdown or safety is scored.

·  The ball carrier’s knee hits the ground. 


NOTE:  There are no fumbles.  The ball is spotted where it hits the ground.  

S6.22
BLITZING: No blitzing will be allowed.   Defenders can move forward but can not cross the line of scrimmage until the quarterback either hands off the ball or runs outside the offensive tackle position.  
S6.23
OFFENSIVE AND DEFNSIVE ALIGNMENT:  The offensive team must have at least four (4) players on the line and at least three (3) in the backfield.  Linemen must line up at least one yard off the ball.  Defenders must be at least two yards behind the line at the snap.  No hands on blocking or tackling is allowed.

S6.24
DEFLAGGING:  There shall be no tackling of the ball carrier or passer.   The player carrying or having possession of the ball is down when the flag is removed from the flag belt (deflagged).  The defensive player shall hold the flag above his/her head and stand still.  The defensive player cannot hold or push the ball carrier to remove his/her flag.  An accidental touch of the body or shoulder while reaching for the belt shall not be considered a violation; however, touching of the head or face shall be considered a violation.  A defensive player may not run over, push, or pull a blocker away.  He/she may not push him sideways if he/she gets past him/her.  A defensive player must go for the passer’s flag.  He/She cannot touch the passer’s arm. 
SF7.00 SPORTMANSHIP/ROUGHING
S7.01 
Any act of unsportsmanlike conduct, including but not limited to head butting, tackling, elbowing, or cheap shots, will cause the game to be immediately stopped and a warning will be given to the player and coach.  If the conduct continues, the player or players will be ejected from the game.

S7.02
Foul play will not be tolerated.

S7.03
Only the team head coach or Athletic Director may ask the referee questions about rule clarification and interpretations.  Players or other coaches cannot question judgment calls.  

S7.04
Games cannot end on a defensive penalty unless the offense declines it.  

S7.05
All TIFI rules regarding field deportment and coaches conduct apply.  

SF8.00 POST SEASON
S8.01 
There will be no post season activities including play offs for flag football.     

S8.02 
No TIFI issued awards will be given to participants based on standing or any other means.  Awards or participation trophies are allowed at the club level.  
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