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Introduction
The International Flag Football Federation (IFFF) was created in 1999 as an organization with intentions of developing the game of flag football across all borders. Using its World Cup event as a means to gather players from different cultures to participate in a great sporting atmosphere has been crucial to the federation’s success. Through hardwork and dedication the IFFF has gradually developed its concept around the world growing into a fully operational federation with over 12 affiliated countries. Within the USA the IFFF manages 20 World Cup Regional qualifiers for teams that choose to qualify and participate in the World Cup Open Invitational. The IFFF is owned by its father company Flag Football Magazine a New Hampshire based company that also owns the largest league in the New England area with youth development programs in two cities all part of the portfolio. 
One major concern during the early days of this federation was to be able to have a large population of the flag football market playing under one rule book. Due to the size of the market of which SGMA (2004) asserts that over 4million people between the ages of 18 and 40 play the sport regularly in the USA? The current IFFF rules were created through strategically picking and mending rules from different organizations, leagues or well organized countries. The rules offered by the IFFF were created to be balanced and fair; therefore we can claim that the rules are universalized to complement anyone that plays the game. Certain positive aspects of the game were picked from countries such as the handing back the flag was seen in Canada, while the 7man rules were developed from the Mexican and Canadian game. 

In summary the IFFF rule was put together so that a majority of the teams or players meet in the middle. The idea is to make sure that newcomer’s could easily adapt to the rules, hence not as an obstacle to a team or player’s style of play. The IFFF rules has been extremely successful at our World Cup event, USA regional qualifiers, BMFFL and our World Tour tournaments positioned on the continents. 
5 MAN YOUTH RULES YOUTH/ADULTS
No Contact

GAME OVERVIEW:
* We reserve the right to reduce the number of games due to unforeseen circumstances

· A coin toss determines first or 2nd half possession.

· The offensive team takes possession of the ball at their 5-yard line and has (3) plays to cross mid-field.   

· Once a team crosses mid-field, they will have three (3) plays to score a touchdown.  If the offense fails to score, the ball changes possession and the new offensive team take over on their 5-yard line.

· If the offensive team fails to cross mid-field, possession of the ball changes and the opposite team starts their drive from their 5-yard line.

· Interceptions can be returned for adults not for youth
· (2) 12 minute half’s running time, At the 1 Minute Warning Clock stops, Out of Bounds, Incompletion and scores each time the ball is spotted a team has: 30 seconds to snap the ball.  
 

PLAYERS\GAME SCHEDULE
· Teams must field a min of three players at all times.

· Teams consist of 10 players (5 on field)

· If team is more than 10 minutes late for their scheduled games they will be forfeited.

SCORING
· Games are played two halves of 12 minutes. highest score at end of regulation wins

· Mercy Rule (At any time if a team is winning by 28 points, game is over).

· Touchdown=six points, extra point= (5 yards out), 2 (12 yards out), Safety=2 points.

OVERTIME
· If the teams are tied at the end of 24 minutes, teams move directly into overtime.

· Coin toss determines possession in each overtime.

· Each team receives one offensive play. 5 yards-1 point, 12 yards two points..  

·  If the teams are tied again, overtime repeats.  
RUNNING
· The QB cannot run the ball.

· Only direct hand-offs behind the line of scrimmage are legal.  Offense can use multiple handoffs.

· The player who takes the hand-off can throw the ball as long as he does not pass the line of scrimmage.

· Absolutely No laterals or pitches of any kind.

· No run zones" are located 5-yards before mid-field and 5-yards before the end zone in each offensive direction

· Spinning is allowed but players cannot leave their feet to avoid a defense player (no diving)

· The ball is spotted where the ball carriers belt is when the flag is pulled, not where the ball is.

RECEIVING
· All players are eligible to receive passes.

· Player must have two feet in bounds when making a catch.

· One player is allowed in motion.

PASSING
· All passes must be forward and received beyond the line of scrimmage

· QB has a: 7 second "pass clock".  If the pass is not thrown within the: 7 seconds, play is dead, loss of down, 

· Ball returns to line of scrimmage.  Once the ball is handed off, the: 7-second clock is dead.

· Interceptions can be returned.

DEAD BALLS
· Ball must be snapped between legs, not off to one side.

· Play is dead when:

· Ball carriers flag is pulled.

· Ball carrier steps out of bounds

· Touchdown is scored

· Ball carriers flag falls out-one hand touch

· Ball carriers knee hits the ground

· No fumbles, ball is spotted where it hits the ground.

· Anytime ball touches the ground, it’s dead.

RUSHING THE QUARTERBACK
· All players that rush the QB must be 7 yards from the line of scrimmage when the ball is snapped.

· Players not rushing the QB may defend at the line of scrimmage

· Once the ball has been handed off the 7 yard rule is no longer in effect and all defenders are eligible to rush

· A special marker, or the referee, will designate 7 yards from the line of scrimmage.

PENALTIES
The referee will call all penalties.

Defense:  

· Offside:  5 yards 

· Pass Interference:  Spot of Foul & 1st down

· Illegal contact (bump and run, blocking, etc.):  10 yards & First down

· Holding: 10 yards at end of run &1st down

· Illegal flag pull (before receiver has ball): 10 yards&1st down 

· Illegal rushing (start rush from inside 7 yard marker):  5 yards & 1st down. (Offside cannot rush)

 Offense:  

· Illegal Motion (more than 1 person moving, false start, motion, etc.):  5yards repeat down

· Illegal Forward Pass (Pass received behind line of scrimmage):  5 yards repeat down

· Offensive pass interference (Illegal pick play, pushing off/away defender):  spot foul.

· Flag Guarding: 10 yards (from point of infraction) and loss of down

· Delay of game:  clock will stop, 10 yards and loss of down.

Referees determine incidental contact, which may result from normal run of play! Only the team captain may ask the referee questions about rule clarification and interpretation.  Player cannot question judgment call. Games cannot end on a defensive penalty, unless the offense declines it.

SPORTMANSHIP/ROUGHING
· If the field monitor or referee witnesses any acts of tackling, elbowing, cheap shots, blocking, or an unsportsmanlike act, 
· The game will be stopped & the player can be ejected from the game.  Any players ejected will be removed from tournament and not allowed to play at the World Cup or any IFFF organized events.

· Trash talking is illegal. Official has the right to determine language, which is offensive.

· FOUL PLAY WILL NOT BE TOLERATED!!!!
· Coaches are not permitted in Field of play.

· Defender must hand flag back to ball carrier - 5 yard penalty
· Flags must be 15 inches long and the roster limit is 8 players
4 MAN RULES
No Contact

GAME OVERVIEW:
* We reserve the right to reduce the number of games due to unforeseen circumstances

· A coin toss determines first or 2nd half possession.

· The offensive team takes possession of the ball at their 5-yard line and has (3) plays to cross mid-field.   

· Once a team crosses mid-field, they will have three (3) plays to score a touchdown.  If the offense fails to score, the ball changes possession and the new offensive team take over on their 5-yard line.

· If the offensive team fails to cross mid-field, possession of the ball changes and the opposite team starts their drive from their 5-yard line.

· Interceptions can be returned

· (2) 12 minute half’s running time, At the 1 Minute Warning Clock stops, Out of Bounds, Incompletion and scores each time the ball is spotted a team has: 30 seconds to snap the ball.  

PLAYERS\GAME SCHEDULE
· Teams must field a min of three players at all times.

· Teams consist of 6 players (4 on field)

· If team is more than 10 minutes late for their scheduled games they will be forfeited.

SCORING
· Games are played two halves of 12 minutes. highest score at end of regulation wins

· Mercy Rule (At any time if a team is winning by 28 points, game is over).

· Touchdown=six points, extra point= (5 yards out), 2 (12 yards out), Safety=2 points.

OVERTIME
· If the teams are tied at the end of 24 minutes, teams move directly into overtime.

· Coin toss determines who has possession in each overtime situation.

· Each team receives one offensive play. 5 yards-1 point, 12 yards two points.  

·  If the teams are tied again, overtime repeats.  
RUNNING

· The QB cannot run the ball.

· Only direct hand-offs behind the line of scrimmage are legal.  Offense can use multiple handoffs.

· The player who takes the hand-off can throw the ball as long as he does not pass the line of scrimmage.

· Absolutely No laterals or pitches of any kind.

· No run zones" are located 5-yards before mid-field and 5-yards before the end zone in each offensive direction

· Spinning is allowed but players cannot leave their feet to avoid a defense player (no diving)

· The ball is spotted where the ball carriers belt is when the flag is pulled, not where the ball is.

RECEIVING
· All players are eligible to receive passes.

· Player must have two feet in bounds when making a catch.

· One player is allowed in motion.

PASSING
· All passes must be forward and received beyond the line of scrimmage

· QB has a: 7 second "pass clock".  If the pass is not thrown within the: 7 seconds, play is dead, loss of down, 

· Ball returns to line of scrimmage.  Once the ball is handed off, the: 7-second clock is dead.

· Interceptions can be returned.

DEAD BALLS
· Ball must be snapped between legs, not off to one side.

· Play is dead when:

· Ball carriers flag is pulled.

· Ball carrier steps out of bounds

· Touchdown is scored

· Ball carriers flag falls out-one hand touch

· Ball carriers knee hits the ground

· No fumbles, ball is spotted where it hits the ground.

· Anytime ball touches the ground, it’s dead.

RUSHING THE QUARTERBACK
· All players that rush the QB must be 7 yards from the line of scrimmage when the ball is snapped.

· Players not rushing the QB may defend at the line of scrimmage

· Once the ball has been handed off the 7 yard rule is no longer in effect and all defenders are eligible to rush

· A special marker, or the referee, will designate 7 yards from the line of scrimmage.
PENALTIES
The referee will call all penalties.

Defense:  

· Offside:  5 yards 

· Pass Interference:  Spot of Foul & 1st down

· Illegal contact (bump and run, blocking, etc.):  10 yards & First down

· Holding: 10 yards at end of run &1st down

· Illegal flag pull (before receiver has ball): 10 yards&1st down 

· Illegal rushing (start rush from inside 7 yard marker):  5 yards & 1st down. (Offside cannot rush)

 Offense:  

· Illegal Motion (more than 1 person moving, false start, motion, etc.):  5yards repeat down

· Illegal Forward Pass (Pass received behind line of scrimmage):  5 yards repeat down

· Offensive pass interference (Illegal pick play, pushing off/away defender):  spot foul.

· Flag Guarding: 10 yards (from point of infraction) and loss of down

· Delay of game:  clock will stop, 10 yards and loss of down.

Referees determine incidental contact, which may result from normal run of play! Only the team captain may ask the referee questions about rule clarification and interpretation.  Player cannot question judgment call. Games cannot end on a defensive penalty, unless the offense declines it.

SPORTMANSHIP/ROUGHING
· If the field monitor or referee witnesses any acts of tackling, elbowing, cheap shots, blocking, or an unsportsmanlike act, 

The game will be stopped & the player can be ejected from the game.  Any players ejected will be removed from tournament and not allowed to play at the World Cup.

· Trash talking is illegal.  Official has the right to determine language, which is offensive.

· FOUL PLAY WILL NOT BE TOLERATED!!!!

· *Defender must hand flag back to ball carrier.- 5 yard penalty 
Flags must be 15 inches long 
Roster limit is 6 players
REGLAS PARA JUGAR 4 CONTRA 4
RESUMEN DEL JUEGO

Nos reservamos el derecho de reducir el número de juegos debido a circunstancias fuerda de nuestro control.

- Con una moneda se determinará la posesión de la pelota para el primer y segundo tiempo.

- El equipo que juega ofensiva toma posesión de la pelota en la yarda 5 de su campo y tienen 3 jugadas para pasar del medio campo.

- Una vez el equipo ofensivo haya pasado el medio campo, tiene 3 jugadas para anotar un touchdown. Si la ofensiva no anota, la posesión de la pelota pasa al otro equipo en la yarda 5 de su campo.

- Si el equipo ofensivo no pasa del medio campo en 3 jugadas, la posesion de la pelota cambia al otro equipo y empieza su turno en su yarda 5.

- Al interceptar la pelota se permite ganar yardas o anotar.

- El juego consiste de 2 tiempos de 12 minutos cada uno, sin que pare el reloj. Al faltar 1 minuto el reloj se para cuando la pelota salga del campo, no se complete un pase o se anote. 

- El equipo ofensivo tiene 30 segundos para empezar la jugada.

JUGADORES / HORARIO DE JUEGO
- Cada equipo debe tener un mínimo de 3 jugadores dentro del campo en todo momento.

- Un equipo consiste de 6 jugadores (4 en el campo de juego).

- Si el equipo se presenta mas de 10 minutos tarde a su juego, perderán por default.

MARCADOR
- Después de los 24 minutos de juego, el equipo con el puntaje mayor es el ganador.

- Regla de Piedad: En cualquier momento que un equipo vaya ganando por una diferencia de 28 puntos, el juego termina.

- Un touchdown= 6 puntos, Punto extra a una distancia de 5 yardas, 2 Puntos extras a una distancia de 12 yardas, Robo de pelota en el endzone 2 puntos.

TIEMPO EXTRA

- Si los equipos están empatados al terminar los 24 minutos, se van directo a tiempo extra.

- Con una moneda se determina quien es el que toma posesión de la pelota en cada tiempo extra.

- Cada equipo recibe una jugada ofensiva, las jugadas son de punto extra, desde 5 yardas 1 punto, desde 12 yardas 2 puntos.

- Si los equipos siguen empatados se repite el tiempo extra.

CORRIENDO 

- El mariscal de campo no puede correr con la pelota.

- Darle la pelota en las manos a otro jugador es válido antes de pasar la línea donde se inició la jugada. Estos pases se llaman hand-offs y la ofensiva puede hacerlo cuantas veces lo necesite.

- El jugador que haya recibido el hand-off puede realizar un pase siempre y cuando no se pase de la linea de inicio de jugada.

- No se permite en ningún momento tirar la pelota por atrás.  

- Las zonas en las que no se permite correr están localizadas así:

  5 yardas antes del medio campo

  5 yardas antes del final del campo

- Los giros son válidos, pero sus pies deben estar en el suelo durante todo el tiempo. No se permite saltar para evitar a un defensa.

- La pelota es colocada donde se encontraba el cincho del jugador que la llevaba, al momento de que se le quitó la bandera.

RECIBIENDO

- Todos los jugadores pueden recibir la pelota.

- Deben tener los 2 pies dentro del campo cuando reciban la pelota.

- Un sólo jugador puede moverse, después de que la pelota ha sido recibida.

PASES

- Todos los pases deben ser hacia adelante y recibidos después de la línea de inicio de la jugada.

- El mariscal de campo, o QB, tiene 7 segundos para hacer el pase. Si se le acaban los 7 segundos antes de hacer el pase, la jugada muere y pierden la oportunidad. La siguiente jugada se empieza en la misma línea de inicio.

- Una vez la pelota salga de las manos del QB, el reloj de 7 segundos ya no tiene importancia.
PELOTAS MUERTAS

- La jugada está muerta cuando:

 * Le quitan una bandera al jugador que lleva la pelota.

 * El jugador que lleva la pelota se sale del campo.

 * Se anota un Touchdown.

 * Se cae una de las banderas del jugador después de haber sido tocada.

 * Una de las rodillas del jugador que lleva la pelota toca el suelo.

 * No se permiten los fumbles, es decir que si la pelota sale de las manos del jugador y toca el suelo está muerta.

- En cualquier momento que la pelota toque el suelo, la jugada está muerta.

RUSHING / PRECIPITAR AL MARISCAL DE CAMPO

- Todos los jugadores que vayan a hacer el rush deben estar a 7 yardas de la línea de inicio cuando se realiza el snap.

- Los jugadores que no vayan a hacer el rush, pueden defender desde la línea de inicio.

- Una vez la pelota sea entregada, la regla de las 7 yardas ya no está en efecto y todos los jugadores de la defensa pueden hacer el rush.

- El árbitro indicará dónde se encuentran las 7 yardas desde la línea de inicio.

PENALIDADES 

- El árbrito denominará todos las penalidades.

* Defensa:  

Cruzar la línea antes del snap: 5 yardas 

Interferir con un pasee: se marca Foul & el primer down.

Contacto Ilegal: 10 yardas & First down

Agarrar algo que no sea la bandera: 10 yardas &1st down.

Quitar la bandera ilegalmente (antes que  el jugador reciba la pelota): 10 yardas & 1st down rush Illegal (empezar el rush antes de la marca de las 7 yardas): 5 yardas & 1st down. 

* Ofensiva:  

Movimiento Ilegal: 5 yardas, se repite la jugada.

Pase Ilegal::  5 yardas, se repite el down.

Interfencia de pase:  10 yardas, se repite el down.

Proteger Banderas: 10 yardas y pérdida del down

Atrasar el juego:  el reloj se parará, 10 yardas y pérdida del down.

- El árbitro determina el contacto accidental que pueda resulta de la misma jugada.

- Únicamente el capitán del equipo podrá hacerle preguntas al árbrito, respecto a la reglas y la interpretación de las mismas. 

- El jugador no puede cuestionar la decisión tomada.

- Los partidos no pueden terminar en una penalidad defensiva, a menos que la ofensiva lo decline.

ACTITUD DEPORTIVA / ANTIDEPORTIVA
- Si el monitor de campo o árbitro ve cualquier jugador con una actitud antideportiva, como taclear, dar codazos, bloqueos, etc. El partido será detenido y el jugador puede ser expulsado del juego. 

- Cualquier jugador que haya sido expulsado, será sacado del torneo y no se le permitirá jugar en la Copa Mundial.

- Los insultos son ilegales. El árbrito decidirá cuándo un comentario sea ofensivo.

- Las jugadas sucias no serán toleradas!!!

- EL jugador defensivo debe regresar la bandera a su dueño en la mano. Penalti: 5 yardas.

- Límite del equipo es 6 jugadores.
7 MAN RULES

 No Contact
OVERVIEW:
· 7 Players per side, less than 5 would result in a forfeit. You may start with 5 players.

· Field 80x40 yards First downs by crossing the 20-40-20.

· Team area-all coaches and players must be between the 20-yard lines.

KICKOFFS:
· Toss choices-receive, kick, direction or defer.

· All kickoffs must be from a tee or held. Kickoffs are from the 20-yd line, unless there is a penalty.

· No on-sides kicks. The receiving team always gains possession. The ball can be downed by either team by touching the ball. Receiving team must have 4 players on the 40-yard line.

· The ball is dead once any player touches it and it hits the ground.

· The ball must be kicked forward 10 yards, unless the receiving team touches it before that point. If the ball does not go 10 yards; it is placed on the kicking team's 21 yard line.

· Off sides penalties on the kickoff receiving team has option of taking ball on its own 35-yard line or result of play.

· Out of bounds kicks will be placed at the 35 or where the ball went out of bounds.

· A rolling or dead ball may be picked up and advanced by the receiving team.

· Screen blocking is NOT allowed. All Muffs are dead.


PUNTING:
· All punts are declared. Once declared, it costs a timeout to change this choice. It is a free kick. No fake punts. 
· Defense must have 4 players on the line. No one may move until the ball is kicked. Penalty-Illegal procedure: 5 yards.

· Screen blocking is NOT allowed on punts. 

EXTRA POINTS:
· Extra point option: 2 points if run/pass from the 10 yd. line or 1 point if run/pass from the 3 yd. line. 

· The captain must tell the referee which extra point option is desired. Once declared, it costs a timeout to change this choice. You may not change the choice after a penalty.

RULES ABOUT THE CLOCK:
· Game consists of two 22-minute halves with stopped clock only after scores and in the last 2 minutes of each half.

· 25-second play clock is in effect.

· Teams are allowed two timeouts in each half.

· Half time is 2 minutes.

IN THE LAST 2 MINUTES:
· Clock will stop on incomplete passes and player going out of bounds, scores, and change of possession.

· After a first down, the clock starts on the set of the ball.

TIE GAMES:
· Tie games are decided by the shoot out method. Each team is given the ball an equal number of times. Each team gets 4 downs from the 10-yard line. Defense may return the ball for a touchdown. Extra points are attempted.

SPECIAL RULES:
· Offense must have 4 players on the line of scrimmage. The penalty for an illegal formation is 5 yards.

· The ball is dead when it hits the ground. No fumbles.

· Receivers must have 2 feet in bounds.

· Offensive player may not dive, except to catch a pass.

· Offensive player may not hurdle over a defender.

· No sleeper plays.

· Inadvertent whistles-play is blown dead.

*OFFENSIVE PLAYERS MUST KEEP THEIR SHIRTS TUCKED IN THEIR PANTS, OR THE REFEREE CAN RULE YOU DOWN.

· Ball spot is determined by where the hips are when player is de-flagged (hips are, not the ball).

· Failure to have flag belt legally attached prior to the snap is a 15-yard penalty and repeat the down. 
*Inverted Flags are unsportsmanlike foul. There is a 15 yards penalty from previous spot & Loss of Down.
· There is only one lateral per offensive series (a 5 yard penalty from spot of 2nd lateral and loss of down is attained)


· No metal cleats.

· No pockets or belt loops on pants.

· Supply your own flag belts.  Flag-a-Tag “Sonic Belt” (suction Cup)

· All teams should have home/away jerseys.  

· Each team will supply their own ball. No junior Footballs

· No arm pads, hands or wrist pads. Soft kneepads may be worn on knee.

· Baseball, football or golf gloves may be worn.

· No caps with extended bills. QB must be a min of 5 yards from the snapper. Center must snap ball between his legs.

SPECIAL RULES:
· No slapping at the ball, when it is in the ball carrier's hands. Penalty: Unsportsmanlike conduct: 15 yards and first down or penalty can be tacked on to the play.

· Rusher starts five yard off the line of scrimmage (do not have to declare) and may rush immediately. Encroachment occurs if the defender enters the neutral zone after the center has picked up the ball to snap it.

· The defender cannot use contact to break up a pass. It does not matter if he/she is going for the ball. Penalty for illegal contact: 10 yards and first down.

· Do not make contact with the passer above his waist under ANY circumstance. If you hit the ball and the QB, you will be penalized. Go for his flag. Penalty-Roughing: 10 yards and first down or penalty can be tacked on to the play.

· No defensive holding. This may be a judgment call. If the defender grabs the offensive player to impede his progress, (such as wrapping the arms around a player), they will be penalized. If the defender is making a legitimate effort to pull the flag, they will not be penalized. Penalty is 10 yards and first down.

· There is no tackling. (10 yards + the play). Any tackle within 10 yards of the end zone or in a "last defender" situation, Officials can judge the play a touchdown.

· No pushing ball carrier out of bounds. Penalty-Roughing: 10 yards and first down or tacked on to the end of the play.

· If player inadvertently loses the flag belt, one hand touch prevails.

· Defense can score on the extra point attempt, 2 points.

· Defense may dive for the flag.
Offense player cannot dive to advance the ball. (10 yard penalty from the spot)

GUARDING THE FLAG BELT:
· Runner shall not flag guard by using their hands, arms, or the ball to deny the opportunity for an opponent to pull the flag belt. Penalty: 10 yards from the spot of the infraction and loss of the down. Flag guarding includes:

1. Swinging the hand or arm over the flag belt to prevent an opponent from de-flagging.

2. Placing the ball in possession over the flag belt to prevent an opponent from de-flagging.

3. Lowering the shoulders in such a manner that the defender is shielded from the flag.

4. Holding the flag belt with the off hand.

PENALTIES:
· 5-yard penalties include (motion, offside, encroachment, illegal sleeper)

· 10-yard penalties include most of the other infractions such as (flag guarding, illegal block, illegal contact, roughing the passer, defensive holding) Note: All defensive fouls include first down.

· 15-yard penalties are for unsportsmanlike conduct.

· Head Referee can overturn calls by the other officials.

· Verbal abuse of the officials will not be tolerated. The player will be ejected from the game and suspended for two additional games. If conduct persists from the same team, official has the right to declare a forfeit. This applies to fans as well.

· Fighting will not be tolerated. 

1. If 2 players get into a shoving/wrestling match, they will be ejected and removed from tournament.

2. If punches are thrown, they will be ejected and removed from tournament.

3.  Any players leaving the sideline will be ejected and team will be removed from tournament.

· Trash talking, racial or religious remarks will not be tolerated. Players will be ejected immediately.

· If any player/coach bumps or assaults a referee, his team will forfeit all remaining games and all money will be forfeited.

· Tournament reserves the right to suspend any player or team for unsportsmanlike conduct. All money will be forfeited.

· No littering on the fields. Excessive littering is grounds for disqualification from future games. Please pick up your team’s trash, so we can use the fields in the future. No alcohol is allowed on school premises. Sounds like a commercial, but it's against the law.

· Please remember that this is a recreational football tournament. The referees and league will give all their effort to provide your team with comparable competition. Most importantly, have fun.

· Protests - a coach has the right to protest an official's interpretation of the rules provided that the protest is made immediately before the next live ball. A coach may also protest a player's eligibility. The protest fee is $25.00.


SPORTSMANSHIP:
· Defender must hand flag back to ball carrier.(15 yard personal foul Penalty) Onside Kick Rule- Last 2 Minutes of Game; the receiving team must return the ball to the 20 or beyond (unless Touchback), or the defense gets the ball on the 40.



8 MAN RULES
Linemen Ineligible (semi contact)
OVERVIEW:
· 8 Players per side, less than 6 would result in a forfeit. You may start with 6 players.

· Field 80x40 yards First downs by crossing the 20-40-20.

· Team area-all coaches and players must be between the 20-yard lines.

· All rosters are final after the first game. Max roster 16 players

KICKOFFS:
· Toss choices – the team can receive, kick, call direction or defer.

· All kickoffs must be from a tee or held. Kickoffs are from the 20 yd. line unless there is a penalty.

· Both teams kick and receive from their own 20-yard line. A kick must travel at least 20 yards before the kicking team can recover; otherwise the ball is dead at the spot it is downed.  Kickoffs only to start game and 2nd half and last 2 minutes of the game (onsite kick off rule)

· Any kickoff that travels out of bounds is placed on the 35. Touchbacks are placed at the 20.

· An untouched ball that has traveled over the receiving team's 40 yard line on the fly or bounce can be possessed by the kicking team.

· Receiving team must have 4 players on the 40.

· No passing, except laterals are allowed on the kickoff.

· During the last two minutes of the second half only, all free kicks that follow scores must be returned by R to Rs 20 yard line or further (after all penalties that occur have been assessed), or K shall receive ball at the 40 yardline,1st down and the next zone line to gain.

PUNTING:
· All punts are declared. It is a free kick. No fake punts. 

· Punter must be at least 3 yards behind the center. 
· Defense must have 4 players on the line. 

· No one may move until the ball is kicked. 

· Penalty-Illegal procedure: 5 yards. 

· Open hands blocking is allowed by the receiving team. 

EXTRA POINTS:
· Extra point option: 2 points if run or pass from the 10 yd. line or 1 point if run or pass from the 3.

· The captain must tell the referee which extra point option is desired. 

· Once declared, it costs a timeout to change this choice. You may not change the choice after a penalty.

· Defense can return an interception on the extra point for 2 points.

RULES ABOUT THE CLOCK:
· Game consists of two 18 minute halves with stopped clock only after scores, and in the last 2 minutes of each half.

· 25-second play clock is in effect.

· Two timeouts per half.

· Half time is 3 minutes.

· In the last 2 minutes, the clock will stop on incomplete passes and player going out of bounds.

· Kickoff is a fair catch or there is a penalty.

· After accepted penalties, the clock starts on the snap.

· After a first down, the clock starts on the set of the ball.

TIE GAMES:
· The shoot out method decides tie games: 

· Each team is given the ball an equal number of times. 

· Each team gets 4 downs from the 10 yard line. 

· Defense may return the ball for a touchdown. 

· Extra points are attempted.

SPECIAL RULES:
· Offense must have 4 players on the line of scrimmage. TE must be a step in the backfield if receiver lines up on the line. 

· Offensive line must be balanced (Tackle-Center-Tackle) they should be at least one foot apart 
Defense Line needs to be head to head with Off Line (Tackle-Center-Tackle) in Silver & Bronze Division’s respectively.

· The ball is dead when it hits the ground. No fumbles.

· Receivers must have 2 feet in bounds and can advance the ball after a diving catch unless he is touched on the ground.

· If player inadvertently loses the flag belt, one hand touch prevails. If the player starts the play without a belt, the penalty is a loss of down.

· No sleeper plays and no diving. Ball carrier is down when ball or his knee touch the ground.

· Inadvertent whistles-play is blown dead. Ball is spotted at the most forward foot.

· No lineman, except the center, can get into a three-point stance.
Ball is spotted where belt is, not the ball.(players cannot roll into the end zone)

· OFFENSIVE PLAYERS MUST KEEP THEIR SHIRTS TUCKED IN THEIR PANTS, OR THE REFEREE CAN RULE YOU DOWN.

 
EQUIPMENT & UNIFORMS:
· No metal cleats.

· No pockets or belt loops on pants.

· Supply your own flag belts.  Flag A Tag SONIC Flags are the official Flags. We sell them through the tournament information tent.

· Teams must have numbered jerseys. 

· Each team will supply their own ball. We try to have some available for purchase at one of the tournament tents.

· No arm pads, hands or wrist pads. Soft kneepads may be worn on knee.

· Baseball, football or golf gloves may be worn.

· No caps with extended bills.

 
DEFENSIVE RULES:
· Blocking OPEN HANDS ONLY. Open means open hands extended from the elbow, not loaded-up from the sides. Open hand is enforced on kickoffs/ punts or any scrimmage play.

· No slapping at the ball, when it is the ball carrier's hands. Penalty: Unsportsmanlike conduct: 15 yards and first down or penalty can be tacked on to the play.

· The defender cannot use contact to break up a pass. Penalty-Illegal contact: 10 yards and first down.

· Only one bump/chuck is allowed and it must be within 5 yards of the line of scrimmage.

· Do not make contact with the passer above his waist under ANY circumstance. Go for his flag. Penalty-

· Roughing: 10 yards and first down or penalty can be tacked on to the play.

· No defensive holding. Penalty-5 yards and first down.

· No tackling. (10 yards + the play). Any tackle within 10 yards of the end zone or in a "last defender" situation, officials can judge the play a touchdown.

· No pushing ball carrier out of bounds. Penalty-Roughing: 10 yards and first down or tacked on to the end of the play.

GUARDING THE FLAG BELT:
Runner shall not flag guard by using their hands, arms, or the ball to deny the opportunity for an opponent to pull the flag belt. Penalty: 10 yards. Flag guarding includes:

A) Swinging the hand or arm over the flag belt to prevent an opponent from de-flagging.

B) Placing the ball in possession over the flag belt to prevent an opponent from de-flagging.

C) Lowering the shoulders in such a manner that the defender is shielded from the flag.

D) Holding the flag belt with the off hand.

E) Stiff arming or running directly into the defender.

*Inverted Flags are an unsportsmanlike foul, 15 yards from previous spot & loss of down.

PENALTIES:
· 5 yard penalties include (motion, offside, encroachment, defensive holding, illegal sleeper)

· 10 yard penalties include most of the other infractions such as (flag guarding, illegal block, defensive holding illegal contact, roughing the passer) 

· Note: 15-yard penalties are for unsportsmanlike conduct. All penalties not included in the flag/touch rules will be enforced as in the N.F.L. Defender must hand Flag back to opponent- if not could result in a 10 yard penalty

· Head Referee can overturn calls by the other officials.  Verbal abuse of the officials will not be tolerated. The player will be ejected from the game and suspended from the tournament. If conduct persists from the same team, official has the right to declare a forfeit. This applies to fans as well.

· Fighting will not be tolerated. If one player from your team is involved in a skirmish, he/she will be immediately ejected from the rest of the tournament.  If 2 or more players get into a shoving/wrestling match, THE ENTIRE TEAM will be ejected and suspended from the rest of the tournament, and all monies are forfeited. If any player/coach bumps assaults a referee, his team will forfeit all remaining games and all money will be forfeited.

· Trash talking, racial or religious remarks will not be tolerated. Players will be ejected immediately.

*We reserve the right to suspend any player or team for unsportsmanlike conduct. All money will be forfeited.

No littering on the fields. Excessive littering is grounds for disqualification. Please pick up your teams trash, so we can avoid fines and use the fields in the future.

No alcohol is allowed on premises. Sounds like a commercial, but it's against the law.

Please remember that this is a recreational football tournament. The referees and tournament organizers will give all their effort to provide your team with comparable competition. Most importantly, have fun.

Protests - a coach has the right to protest an official's interpretation of the rules provided that the protest is made immediately before the next live ball. A coach may also protest a player's eligibility. Protests are $25 each.

A player can only play on one team in a specific division. For example, you can only play on one or each: 8, 7 or 4-man team. If you are caught playing for another team within the same division, you may be kicked off both teams.

If your team forfeits any games, that team will be dropped from the tournament without any refund.

* All suspended players will not be permitted at the World Cup or any IFFF organized events.

IFFF World Cup History
Cancun, Mexico (1999)
The first ever World Cup event took place in Cancun, Mexico with six countries present. The birth of what has become a prestigious event started at this event.
Cocoa, Florida (2000) 

This so far has been the World Cup to attract the most countries with 12 attending in Cocoa. A very popular event from the players view due to the amount of players that were participating in an event only in its second year. 

Davie, Florida (2001)
The biggest World Cup event with over 1200 athletes present for the four day event. Although only seven national teams were present due to political reasons the event attracted over 80 USA based teams that made it big and colorful.

Freeport, Bahamas (2002)
The World Cup of flag football moves abroad again after two years in the USA. The IFFF dwells in the logic to attract new countries into our affiliation and choosing a beautiful country such as the Bahamas was a great bonus. The event had at least 1200 athletes travel from all over the world with 9 national teams. The Cayman Islands and St Croix saw their first World Cup event.

Puerto Plata, Dominican Republic (2003) 
A new location once again outside the USA with a much smaller crowd this time around. The event will be known for the USA women winning their first ever World Cup with the Canadian men also taking honors for the first time in the history of the event. The IFFF also started flag football for the first time in the Puerto Plata and it has become a fast growing sport and a favorite to the younger generation.

USA and International World Cup Qualifying Tournaments


Boston, MA May 29/30th
Portsmouth, England June5 & 6th 
Hartford, CT-June 19th-Sat Only
Raleigh, NC June 26th & 27th 
Montreal, Canada July 10/11th 
New York-July 17th
Palmbay, FL July 17th
Brazil or Venezuela Aug 1/2nd 
Houston, TX August-Aug 21st 
Wash DC August -Aug 21st 
Spain or Japan Aug 28-30th 
Appleton, WI-Sept 10/11th
Dallas, TX September 25th-Sat Only
Tampa, FL October 11th 
Baton Rouge, LA October 16th
Los Angeles, CA October 30-Sat Only
Rochester, NY-October 23rd-Sat Only
Atlanta, GA-Nov 6th-Sat Only
Ft Lauderdale, FL November 13th & 14th
Colorado Springs, CO November 20th
Boston, MA December 4&5th
Las Vegas, NV December 13th & 14th 
Jacksonville, FL - Jan 8/9th,2004
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