GJPR ADULT FLAG FOOTBALL 5 v 5 RULES


The Game
· Game Time is forfeit time. 
· Minimum 3 players to start a game.
· A coin toss determines 1st possession. The team can elect to have offense, defense, defer or direction. Choice in the 2nd half will be awarded to the team that did not have the choice 1st half. 
· Playing field is 50 yards x 30 yards.
· The offensive team takes possession of the ball at its 5-yard line and has four (4) plays to cross midfield. On 4th down: A team will choose to “punt” (ball goes to other team on 5 yd line) OR go for it. If attempt fails, defense will gain possession at the spot. Once a team crosses midfield, it has three (3) plays to score a touchdown. If the offense fails to score, the ball changes possession and the new offensive team takes over on its 5-yard line.
· No blocking is allowed. No intentional contact is allowed. No “basketball screens” allowed. Offense cannot interfere with the path of the rusher.  
· After the ball is spotted, teams have 30 seconds to snap the ball. 
· Offense can snap as soon as Officials are ready.

Attire
· Teams also must have the same color shirts and have an alternative color (one dark color/one light color). They do not have to be official uniforms. If both teams are wearing the same color, there will be a coin toss, and the losing team will need to change into a different color. Failure to provide a secondary uniform or unwillingness to change will result in a forfeit.

Game Clock Format
· Game time is 40 minutes long. Two 20 minute halves and 2-minute halftime. A running clock format will be used except for the final minute of the second half if the score is within 8 points.  
· Each team has two 60 second timeouts PER GAME. If a time out is called after a TD the clock will not run until the change of possession and the offense snaps their ball.
· The head official will give a verbal two-minute warning at the end of each half.
· At the one-minute warning, officials will use controlled clock mechanic for the remainder of the contest if score is within 8 points.
· The time remaining on the clock will be announced after every play inside the final two minutes of the contest.

Other Info
· Ball Carriers cannot flag guard: ie - push defender hand away from flag, cover flag with jersey or hand, or stiff arm a defender attempting to pull a flag. 
· The Ball must be snapped between the legs. 
· There are no Fumbles – Ball is dead and spotted where it hits the ground. 
· NO LEAPING / JUMPING BEHIND LINE OF SCRIMMAGE (pass rushers jumping to block pass, for example).
· [bookmark: deadBalls]

If the field monitor or referee witnesses any acts of tackling, elbowing, cheap shots, blocking, or any unsportsmanlike act, the game will be stopped and the player will be ejected from the game. 

Trash talking is illegal. 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.
	[bookmark: penalties]•
	Referees determine incidental contact that may result from normal run of play.

	•
	Only the team captain may ask the referee questions about rule clarification and interpretations. 

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



Offense

Running
· The quarterback may not run unless the ball has been thrown back, handed or pitched to him or her in the backfield.
· Teams may handoff (unlimited), pitch, or throw back in the backfield. UNLIMITED laterals or throwbacks behind the LOS are allowed for the player to remain eligible to pass. 
· Pitching (backwards/laterally) is allowed downfield. Hand offs must be behind. 
· A forward pass does not have to cross the LOS to be a legal play.
· No run zones are located 5 yards before mid-field and 5-yards before the end zone.  You may not run the ball in the no run zone (5-yards before the first down and end zone), only forward passes are allowed.
· Ball is spotted where the feet are at the time of the flag pull. 
· Players may NOT block down field in any form.

Passing
· The quarterback has 7 seconds to pass the ball if there is no rush. If the ball is not thrown, then the play is dead. After the ball is ruled dead it is returned to the line of scrimmage. 
· Once the ball is handed off or pitched backwards the 7 second count stops. If the defensive team rushes there is no 7 second count. 
· There is no arm in motion, if the ball is in hand when the quarterback’s flag is pulled then it will be ruled a sack. 
· Interceptions may be returned. 
· The rusher may not have any contact with the QB (no hitting the QB arm or knocking the ball out of the QB hand). 
· If ANY part of the players body is behind the LOS it is a legal pass

Receiving
· All players are eligible to receive a pass, including the quarterback, if the ball has been pitched or handed off in the backfield. 
· Players must have at least one foot in bounds when making a catch
· If a player tips a ball and then catches the pass, having their flag pulled before the catch and after the ball was tipped, they are down at the spot of the catch

Scoring
· Touchdown = 6pts
· Safety = 2pts and possession
· Extra Points:  1 pt = 5 yards out;  2 pts = 10 yards out
· If a team is up by 28 points with four minutes or less to go, no timeouts are allowed for either team.

Overtime
· Ball will be placed at midfield. Teams will get one possession to score (3 plays). 
· If score is still tied after first overtime, the ball placed at midfield and the team who scores the most or gains the most yardage in 4 plays will be declared the winner. 







Defense

Rushing the Quarterback
· Players that blitz/rush the quarterback must be a minimum of 7 yards from the line of scrimmage when the ball is snapped. 
· The 7 yards will be measured off by a referee.
· Players that are not 7 yards from the line of scrimmage when the ball is snapped may not enter into the backfield until there is a change of possession (hand off, pitch, lateral). 
· Rushers must go for the quarterback’s flags. Rushers may attempt to block the pass but it is a penalty to initiate contact with the QB’s arm even if the ball is deflected. 
· A rusher initiating contact with the ball while it is still in the quarterback’s hand in an attempt to block a pass will be penalized for illegal contact.
· Defenders CANNOT leave their feet when behind line of scrimmage. 
Pass Coverage
· Contacting receivers is not allowed 
· Pass interference normally occurs above the waist; entangled feet are not considered pass interference.
· Incidental contact is not considered pass interference.
· A player may “find” their opponent by reaching out and placing a hand on them as long as touching does not delay, impede, twist, or turn their opponent.  This is not considered pass interference. 
· A player may use their arms or hands to intentionally obstruct the receiver’s view (face guarding) of the ball without turning their own head to play the ball as long as noteworthy contact is not made with the receiver.
· If defensive pass interference occurs in the end zone the ball will be placed on the one-yard line, automatic first down.
· Interceptions may be returned.
· Interceptions in the end zone that are not returned to the field of play will result in a touchback and the ball will be spotted on the 5-yard line.
· Contact away from the direction of the pass is not considered pass interference but may be considered illegal contact.
· Whether a pass is catchable or uncatchable has no bearing on pass interference. The benefit of the doubt is given to the receiver.
· Examples of pass interference include:
· Shoving or pushing off to create separation.
· Playing through the back.
· Hook and turn: grabbing the torso and turning an opponent before the pass arrives.
· Arm bars, hooking, restricting, grabbing wrists, or turning a receiver.      Blocking downfield before the ball has been touched, commonly seen through “pick plays”.



