ENFIELD FLAG FOOTBALL RULES
Revised to September 2012

ROSTER:

1. Rosters are limited to 25 players.

2. A preliminary roster must be submitted to the league, for review, at the league meeting prior to the first game. Final rosters must be submitted at the league meeting PRIOR to the third game as designated. Player movement from one team to another must be communicated to the league president prior to submission of the final roster.

· PENALTY FOR NON-COMPLIANCE: $25 FINE

PLAYER ELIGIBILITY:

1. A legal roster player must be 18 years old, or turn 18 years old during the season’s calendar year.

· PENALTY FOR NON-COMPLIANCE: $25 FINE

UNIFORMS:

1. Each team will have its own unique color jersey. ALL jerseys must be identical and have a number on the back. Each player is required to wear a team jersey during games.

2. ALL players’ jerseys must be tucked in. Waivers for jerseys may be given to new teams only, contingent upon their promise to obtain team jerseys as soon as possible.

· PENALTY FOR NON-COMPLIANCE: $25 FINE

EQUIPMENT:

1. No player will use metal cleats.
2. No padding or other football equipment is allowed. EXCEPTION: Athletic knee pads and elbow pads may be allowed.

3. No player may wear a cap or visor of any kind. EXCEPTION: Head bandanas and winter hats are allowed.

4. No jewelry allowed. EXCEPTION: Wedding bands and post earrings are allowed.

5. Each team must provide its own football and kicking tees. The head referee prior to each game must approve use of additional padding or equipment due to injury.

6. Each player during the game must wear flags correctly, at the sides.

7. Only league flags may be worn during the game. NO EXCEPTIONS.
8. Side striping going down the legs on pants or shorts is allowed with the following exception:  No red or yellow color side striping.  Further, at no time shall solid red or yellow pants or shorts be allowed.
· PENALTY FOR NON-COMPLIANCE: $25 FINE

APPEALS/PROTESTS:

1. The team coach or captain can make appeals regarding referee calls during the game ONLY. The team making the appeal will be charged a time out.

2. Appeals on referee’s judgments are NOT allowed. Appeals on rule interpretations ONLY. Continued abuse of referee’s calls regarding judgment will result in ejection from the game and suspension from the following game.

3. A team may file a protest to the league president for board review regarding a rule interpretation, in writing, within 48 hours, of the game and must be accompanied by a $25 protest fee. If the board upholds the protest the fee will be returned to the team. If the protest is lost, the fee goes to the league.

LEAGUE PROCEDURES:

1. Attendance at all league meetings is mandatory for each team. Only one representative from each team shall attend and answer for the respective team at meeting roll call.
2. Any team contacted, by personal message, answering machine, or in person; that are no shows 3 times in one calendar year, will be brought before the board, if possible, for additional fines or suspension from the league. It is the responsibility of each team representative to make an attempt to contact the league as the season draws near if he feels the league may have reason to not be able to contact him at the number he was contacted at the previous year.
3. All teams will give the phone number of a secondary team representative in case the primary team representative cannot be contacted.

4. The EFFL board must approve sponsor changes and franchise holder changes.

5. All board decisions must be voted on by at least 3/5 of the board members to be valid.

6. Playing schedules will be made up by the league and provided to each team prior to the start of the season.

· PENALTY FOR NON-COMPLIANCE: $25 FINE

PLAYER CONDUCT:

1. Fighting is prohibited!!! This includes the football field as well as the facility grounds.

2. Players involved in fighting on the field will be ejected and must leave the facility grounds.
3. Players ejected for fighting will be given a minimum 2 game suspension and up to a maximum of 5 games depending on severity by majority decision of the two league officers (President and Vice President) and the three league Trustees. Suspensions do not include the game the player was ejected from.  Testimony regarding any infraction will be collected in the following order of priority:
a. Referees officiating the game and incident in question.

b. Official team representatives from both sides.

c. Any other witnesses to the incident as deemed appropriate.

4. Players ejected for fighting from 2 games for fighting will automatically be suspended for the season, including post season.
5. Depending on the severity of the fighting infraction, the player may be suspended from the season immediately and the team fined $50 with the right to appeal to the board.

6. Any player suspended for fighting for the season may only return after meeting with the board.

7. Players fighting inside the facility or on the grounds before or after a game will suspended for the season and his team fined $50.

8. If a fight occurs inside the facility or on the grounds between several players of two or more teams, all players involved will be suspended for the season, the teams fined $100, and all involved teams will forfeit their next games.

9. Any player suspended for any games or the season will not be allowed on the sidelines or his team will forfeit that game.
10. Swearing is prohibited. Warning by the head referee at the coin toss is sufficient warning.

a. First offense for swearing is a 15-yard unsportsmanlike conduct penalty.

b. Second offense is ejection from the game and an additional 1 game suspension.

11. All teams are responsible for the conduct of their fans behind their bench. Bench penalties may be given as a result of fans swearing or other misconduct.

12. Players ejected from the game for other than fighting will receive an automatic 1 game suspension and must leave the facility grounds.

13. Any player ejected from three games for any reason will be automatically suspended for the season, including the post season.
14. All suspensions must be served starting the next game scheduled for that player’s team.

THE GAME:

1. There will be 8 players on offense. Start of play requires 4 offensive players on the line. There will also be 8 players on the defense. Any team not ready to play at game time will forfeit that game.

2. All victories count as 2 points in league standings. A tie counts for 1 point in league standings.

3. The team winning the coin toss at the start of the game will have the option of receiving or kicking off.

4. The team kicking off the first half of the game will automatically receive the ball in the second half. The teams switch goals for the second half.

GAMETIME:

1. There are two halves per game consisting of 30 minutes of running time and 5 minutes of stop time, for a total of 35 minutes per half.

2. Running time may be stopped for player injury, only after 2 minutes, at the discretion of the head referee.

3. Running time will restart after the injured player has left the playing field. Any player injured, causing an injury time out, must automatically leave the field for one play.

OVERTIME:

1. Overtime will take place in the event the score is tied at the end of regulation. There will be one overtime period for each game, if necessary.

2. Possession during the overtime will be determined by a coin toss before the overtime period begins.

3. The overtime period will consist of one series of 4 plays for each team. If the score is still tied after this period, each team will still get 1 point in the standings for a tie.

4. Each team will get 4 plays from the 20 yard line to score. If the team scores, it then must make a choice whether or not to kick the extra point or go for two. The extra point or going for two are not part of the original 4 plays. This is automatically given to the teams when they score.

5. If the team does not score in the four plays, the ball is then turned over to the other team for their 4 plays.

6. If a team elects a field goal on 1, 2, or 3 and fails, the ball is turned over immediately to the other team. The team making the choice to kick the field goal has sacrificed the remainder of their plays during this overtime period.

FIELD RULES:

1. SEE KNIGHTS OF COLUMBUS RULES
· PENALTIES FOR NON-COMPLIANCE: $25 FINE

PLAYOFFS:

1. Any teams using ineligible players will forfeit that playoff game.

PLAYOFF TEAM QULAIFICATIONS:

1. The first 8 teams in the standings at the end of the regular season are eligible fr the playoffs.

2. First round games include teams 1 vs. 8, 2 vs. 7, 3 vs. 6 and 4 vs. 5.
3. Second round or Semi-final games: Highest remaining seed vs. lowest remaining seed remaining. 2nd highest remaining seed vs. 2nd lowest remaining seed.

4. Championship: 2 remaining teams.

5. Tiebreaker system will be used to break ties in standings. The following procedures defines the tiebreaker systems for the EFFL:

a. Head to head record: how each team, which is tied, did against the other during the regular season.

b. Total points scored, minus total defense, between the two tied teams. 

6. All playoff games that are tied at the end of regulation time will play an 8-minute overtime. This will consist of 5 minutes of running time and 3 minutes of stop time. There will be 2 time outs per team in this overtime period.
7. The team that lost the coin toss at the start of the game calls the toss for this period. If the game is still tied after this period, the next period will be sudden death until there is a winner.
8. The team kicking to start the previous period will receive and the teams will switch goals. There will be 2 time outs for the sudden death period. The first score in sudden death wins the championship.
NEUTRAL ZONE RULE COVERAGE:

1. The defense is allowed to go into the 2-yard neutral zone without penalty as long as they are back out of the zone before the ball is snapped.

2. If the ball is snapped and there is any defensive person already in the neutral zone, the offense can take the result of the play or select to take the 5-yard penalty.

3. If there is any contact from any defensive person to the offense before the ball is snapped, the play is automatically dead and a 5-yard penalty is assessed against the defense.

BLOCKING:
1. Blocking down field (in the defensive background) is limited to 5 yards from the line of scrimmage.

2. Offensive blocking behind the line of scrimmage is unlimited.

3. On blocking infractions, penalties are assessed from the original line of scrimmage.

4. No running picks or downfield blocking is allowed.

5. Unnecessary roughness on the part of the defensive rusher or the offensive blocker will result in a 15-yard roughing penalty.

USE OF HANDS/ARMS BY OFFENSE:

1. Any teammate of a rusher or a passer may legally block with his hands, shoulders, outer arm surface or any part of his body under the following provisions:
a. The hands shall be extended in advance of the body.

b. The hands shall be inside the frame of both the blocker and the defensemen’s body. EXCEPTION: When the defensive lineman spin or turn their back in attempting to line rush.
c. The hands shall be extended at or below the defensive lineman’s shoulders. No head contact is allowed and contact must be above the waist. EXCEPTION: When a defensive lineman squats, ducks under or submarines attempting to line rush.
d. The hands shall be open with palms facing the opponent.

· PENALTY IS 5 YARDS FROM PREVIOUS LINE OF SCRIMMAGE
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