1

Revised March 2022

2

3

4

5

6

7

8






9

Make it your aim to be a public encourager and motivator on the field.
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“Follow my example as I follow the
example of Christ”

1 Corinthians 11:1






You will follow a schedule/plan for your Bible Huddle Times.
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Cultivating
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Reaping




Sanctification
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Division Break Down:
12-14: 5 v5, 10 players to a team
Game Duration: 1 hour
Field Dimensions: 60 yards x40 yards x 10 yards (end zones)

Equipment:
Flag Belts: 3 flags per belt, as used throughout CHAMP Sports Flag Football. Belt must be tight
enough for flags to be secured to hips. Excess belt must be tucked.
Shirts: It is mandatory that shirts remain tucked in throughout the entire game.
Mouth guards must be worn during the game. No exceptions!
Footwear: Cleats are recommended; but they are not mandatory. Metal cleats are prohibited.
Ball Size: Youth TDY

General Rules:


Teams should meet for prayer before game.



Players’ shirts must be tucked in so their flags can be fully exposed. Pants and shorts with
pockets should be avoided.



Equal playing time is the rule! Each player should play at least half of the game and
appear in each half. Exception: injury



Mouth guards are mandatory for games and scrimmage portion of practices.



One Offensive Coach may be in the huddle to set the play, but must move well behind the
players during the actual play.



No Defensive Coaches may be on the field at any time.



No watches or jewelry may be worn during a game.

The Game:


At the start of the game, both teams will meet at the midfield for the coin toss (or
equivalent as provided by the official) to determine possession and direction. The winner
of the coin toss chooses to either be on Offense or Defense. The coin toss loser chooses
which end zone to defend.
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The team on Offense takes possession of the ball at its 5-yard line and has four (4) plays
to cross midfield to gain a First Down. Once the team on Offense crosses midfield, it has
four (4) plays to score a touchdown.



If the team on Offense fails to cross midfield or crosses midfield but fails to score, the
ball changes possession and the other team takes over on its 5-yard line.



Interceptions change the possession of the ball at the point of interception and are
returnable.

Timing:


A game consists of two (2) 24-minute halves with a five (5) minute half-time. There will
be no overtime (except during tournament play).



The clock will be a continuously running clock, except during the last two minutes of the
2nd half. The clock will be stopped for 1st downs, incomplete passes, penalties and out-ofbounds during the last two minutes of the second half.



Within the last two-minutes of the game, the scoring team can choose the onside kick
option. They must successfully complete the 2-point conversion and then they will retain
offensive position at their 5-yard line. If they are unsuccessful with the 2-point
conversion, then the defensive team will begin their offensive position at mid-field.



In the event of an injury, the referee will stop the clock and then restart it when the
injured player is removed from the field.



Each team will have two (2), thirty (30) second timeouts per game.



The Offense’s play clock will start when the official spots the ball and the offense must
snap the ball within 30 seconds.



The Pass Clock is 6 seconds. The quarterback must pass the ball within 6 seconds of
receiving it from the center. Play is whistled dead if violated and down lost.

Scoring:


Touchdowns will be 7 points. No extra point attempts will be offered in the 1st half.
o In the 2nd half of the game, the scoring team will have the choice after a
touchdown, of accepting the 7 points or attempting a 2-point conversion.
o The 2-point conversion is from the 12-yard line. The Offense can run or pass and
the defense can blitz
o A successful 2-point conversion will award the team 8 points, An unsuccessful
conversion will result in the team being awarded 6 points.
o “Within the last 2 minutes of the game, the Scoring Team may decide to choose
the 2-Point Conversion and the On-Side Kick. If they are successful with the 2Point Conversion, they will receive 8 points and retain possession of the ball.
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Their offensive drive will begin at Mid-Field. If the Scoring Team is unsuccessful
with the 2-Point Conversion, the Defensive Team will assume possession of the
ball and begin their drive from Mid-Field. This scenario may only take place in
the last 2-minutes of the game.”


If the defense returns an interception on the 2-point conversion to the opposite end zone,
they will be awarded 2 points.



A safety will be awarded to the defense if the ball carrier’s flag is pulled while his/her
feet are in the end zone A safety is worth 2 points AND possession.

A fumbled ball in the end zone will not result in a safety. The down will count and the ball will
be spotted on the 1-yard line.

Live Ball/Dead Ball:


A play is live at the snap of the ball and remains live until the official whistles it “dead”.

Play will be ruled dead when:


The ball hits the ground. Incomplete passes and fumbled snaps will be spotted at the
previous line of scrimmage. Muffed hand-offs and other fumbles will be spotted where
the ball hits the ground.



The ball carrier’s flag is pulled or the ball carrier is touched by a defender after having
inadvertently lost his flag. The ball will be spotted where the ball carrier’s feet are when
the flag is pulled (not where the ball is located). If one foot precedes the other, the
forward foot marks the spot.



The ball carrier steps out of bounds.



A touchdown, conversion or safety is scored.



The ball carrier’s body, excluding hands or feet, touches the ground.



The time limit to pass the ball expires. The ball will be spotted at the previous line of
scrimmage.



An inadvertent whistle: in the case of an inadvertent whistle, the offense has the option
to: 1) Count the down and take the ball where it was when the whistle blew; or 2) replay
the down from the previous line of scrimmage.



The team that fumbles a ball retains possession unless the play results in a turnover on
downs.

Offense:


Any formation is allowed. However, the quarterback must be lined up behind the center.



The offense must be set and behind the line of scrimmage when the ball is snapped
except as described below,
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The offense may have one player in motion provided that the motion is parallel to or
away from the line of scrimmage.



There must be a clear exchange between the center and the quarterback with the ball
completely leaving the center’s hands. The center must start with the ball on the ground
and can snap between the legs from the side position. As well, the centers entire body
must be behind the ball during the snap.



The quarterback may not run the ball unless a defensive player crosses the line of
scrimmage in a blitz.



Offensive players cannot block or otherwise shield a defensive player from the
quarterback or a ball carrier.



When the ball is spotted on or within 5 yards of midfield or the end zone (aka – no run
zone), the offense is limited to pass only and may not run the ball. The 7- yard blitz will
remain in effect.

Running the ball:


Handoffs and pitches of any kind are allowed behind the line of scrimmage.



Laterals are allowed anywhere in the field of play, but must be done parallel of behind
the ball carrier.



A ball carrier may spin but may not jump, hurdle or dive.



A ball carrier may not stiff arm or otherwise physically impede a defensive player from
pulling his/her flag.



A ball carrier must avoid contact with a defensive player who has established position on
the field of play.

Passing/Receiving:


There can be only one (1) forward pass per play and it must be thrown from behind the
line of scrimmage.



All offensive players are eligible receivers, including the quarterback if the ball has been
handed off behind the line of scrimmage.



A player must have at least one foot inbounds with simultaneous possession when
making a reception.



In the case of simultaneous possession by both an offensive and defensive player,
possession is awarded to the offense.

Defense:
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Any formation is allowed. However, a defensive player may not line up directly over the
center.

Flag Pulling:


A legal flag pull takes place when the ball carrier is in full possession of the ball.



A defensive player may not tackle, hold or run through the ball carrier when pulling
flags. Holding includes grabbing the ball carrier’s shorts or shirt to impede his/her
progress.



A defensive player may not attempt to strip the ball from the ball carrier’s possession at
any time.



If an offensive player’s flag inadvertently falls off during the play, the offensive player
who is not considered down until touched by a defensive player with ONE hand.



A defensive player may not intentionally pull the flags off an offensive player who is not
in possession of the ball.

Pass Blitzing:


Blitzing allows one (1) defensive player to cross the line of scrimmage at any time
provided that such player is lined up at least seven (7) yards off the line of scrimmage
when the ball is snapped. A cone will be used to mark the seven (7) yards.



If the ball is spotted on or within the defense’s 5-yard line, the defense may not pass blitz.



Once the ball has left the quarterback’s possession, all defensive players may cross the
line of scrimmage.

Special Teams:


There will be no kickoffs, punts or other special team plays.

Penalties:


Officials will enforce the rules consistently for both teams, having latitude in the
application and enforcement of penalties.



A game (or half) cannot end on a defensive penalty unless the offense declines it.



All penalties will be assessed from the line of scrimmage unless otherwise stated.

Offense:


Delay of game / Illegal Motion / False Start / Illegal Procedure – 5 yards: replay the
down.



Pass Interference – Play is dead and ball is returned to the original line-of-scrimmage
with the Loss of Down.



Flag Guarding /Jumping / Blocking / Holding / Etc. – Play whistled dead at the spot of
the foul. Ball is spotted there. Proceed to the Next Down.



Illegal Contact (blocking, holding, etc.) – 5 yards: replay the down.
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Defense:


Offsides / Illegal Blitz / Illegal Contact / Holding – Offense has the choice of accepting
the results of the play, or replay the Down from the original line-of-scrimmage.



Pass Interference – Spot foul: automatic first down. (Ball should be catchable, otherwise
the penalty may be roughing).



Illegal Contact (blocking, holding, etc.) – 5 yards: replay the down.



Pushing the Ball Carrier out-of-bounds / Stripping the Ball – Offense gets the result of
the play and the Down is repeated.

Other:


Unsportsmanlike Conduct: Offense – Loss of Down; Defense - Replay Down



Unsportsmanlike conduct includes rude, confrontational or offensive behavior or
language. It also includes any actions not provided for above that the official determines
impair the fair play of the game.

