RJFL Junior

Rules for Division 3 and 4

(5th, 6th, 7th and 8th Grade)


Terminology

· Boundary lines – the outer perimeter lines around the field. They include the sidelines, and the rear end zone lines.

· Line Of Scrimmage – an imaginary line running through the point of the football and across the width of the field.

· Line-To-Gain – the line the offense must pass to get a first down or score.

· Rush Line – an imaginary line running across the width of the field 7 yards (into the defensive side) from the Line of Scrimmage.

· Offense – the squad with possession of the ball.

· Defense – the squad opposing the offense to prevent them from advancing the ball.

· Passer – the offensive player that throws the ball and may or may not be the QB.

· Quarterback – the offensive player that RECEIVES the SNAP.

· Rusher – the defensive player assigned to rush the Quarterback to prevent him/her from passing by pulling his/her flags or blocking the pass.

· Downs (1-2-3) – the offensive squad has three attempts or “Downs” to advance the ball.  They must cross the Line to Gain to get another set of downs or to score.

· Live Ball – the period of time that the play is in action. Generally used in regards to penalties, Live Ball Penalties are considered part of the play and must be enforced before the down is considered complete.

· Dead Ball – the period of time immediately before or after a play.

· Whistle – the sound made by an official using a whistle that signifies the end of the play or a stop in the action for timeout, half time or the end of the game.

· Inadvertent whistle – an official’s whistle that is performed in error.

· Charging – the movement of the ball carrier directly at a defensive player who has established position on the field.  This includes lowering the head, making contact with the defender with a shoulder, chest or forearm.

· Safety – A safety occurs when the ball carrier is declared down in his own end zone. They can be called down when their flags are pulled by a defensive player, they step out of bounds or upon the snap if the ball hits the ground.

· Inadvertent Flag – This occurs when a flag fall outs completely on accident without a defender pulling the flag. In the even the flag drops the play SHOULD ONLY BE called DEAD if the defense touches the player after the flag is off.  The player is down where he was touched. If there is a CLEAR PATH to the Endzone and the flag drops while running – THE PLAY is NOT TO BE CALLED DEAD and the PLAY Stands.

· Flag Guarding – an act by the ball carrier to prevent a defender from pulling the ball carrier’s flags by stiff arm, lowering elbow or head or by blocking access to the runner’s flags with a hand or arm.

· Shovel Pass – a legal pass attempted behind the line of scrimmage by throwing the ball underhand or pushing it towards a receiver in a shot put type manner.

· Lateral – a backwards or sideways toss of the ball by the ball carrier.

· Snaps – A legal snap can be BETWEEN the legs or OFF TO the side. 

· Unsportsmanlike Conduct – rude, confrontational or offensive behavior or language.
· Yards for Penalties – As the field is NOT an 100 yard field – a five yard penalty is three (3) “adult” steps and a 10 yard penalty is 6 (6) “adult” steps. (not a full 5 or 10 step count off)

1) Game Length and timeouts - Games will consist of two 25-minute halves, a five (5) minute half time, and five (5) minutes between games. Half time and time between games may be shortened to 2 minutes each if we are running behind schedule. Each team will receive two (2) time-outs per half with no carry over.

2) Game Clock and Play Clock – Game clock runs continuous throughout the game except for timeouts and the 2nd half Two Minute Warning.  Each time the ball is spotted, a team has 25 seconds to snap the ball. Teams will receive one warning before a delay-of-game penalty is enforced. Teams must change sides at the Half. Please allow the defense 25 seconds to get ready on the first down of the series (only on the first series). Clock will stop with timeouts and the second half 2 minute warning.  Within two minutes left in the second half, the clock stops on change of possession and incomplete passes.  THE CLOCK DOES NOT RUN DURING THE EXTRA POINT.  In the event there is an Injury we leave the clock management to the discretion of the Game Official.
3) Football Size: Junior Size Football
4) Field Size: The Field size is determined by the league organizers and will be ready for time of play. It is approximately 60 yards long by 20 yards wide. 

5) Rosters: Teams will have a minimum of 6 players and no more than 10 players participating on the roster.

6) General rules: 


a) Only six players are allowed on the field for each team. 
b) The Coach (only ONE) can be on the field to arrange or call the play and set up the defense – but then should make sure he does not interfere with play.

c)  A coin toss determines first possession. The winner of the coin toss has the OPTION to start with the ball or defer and start with the ball in the second half.
d)  The offensive team takes possession of the ball at its 5-yard line and has three plays (or downs) to cross midfield. Once a team crosses midfield, it has three plays (or downs) 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.
e) If the offensive team fails to cross midfield, possession of the ball changes and the opposition starts its drive from its 5-yard line.
f) The offensive team must have at least three players on the line of scrimmage when the ball is snapped.
g) All possessions, except interceptions, start on the offense's 5-yard line.
h) There are no kickoffs.
i) The BALL may be snapped from between the legs or from the side.

j) Backward laterals are allowed
7) Dead Ball The play is ruled “dead” when:
a) The ball hits the ground

b) The ball carrier’s flag is pulled

c) The ball carrier steps out of bounds

d) A touchdown, point after or safety is scored

e) When the ball carrier hits the ground (he NEED not be touched)

f) The TEN second clock expires

g) The ball carrier’s flag falls out and he is touched (same with catching the ball and having only one flag, he needs to be touched.
h) Inadvertent whistle – the offense has two choices – take the result of the play and the ball where the whistle was blown or choose to replay the down.

8) Running 
a) The quarterback or PLAYER who RECEIVES the SNAP may NEVER run with THE BALL regardless of whether it is handed off and then returned to him.
b) Direct hand offs and laterals are allowed behind the line of scrimmage, offense may use multiple handoffs.
c) "No running zones" located five yards from each end zone and five yards on either side of midfield are designed to avoid short-yardage, power-running situations. We ask the Referee or Line Official to yell out prior to the play if they are in the NO RUN ZONE. When the ball is in the NO Run Zone – the play must be a PASS. If the Quarterback hands the ball off – the player MAY not pass the line of scrimmage – the BALL must still be thrown. On a NO RUN Play it doesn’t mean they CANNOT hand off – it just means – THEY cannot run pass the line of Scrimmage – they MUST Pass it.
d) The player who takes the handoff can throw the ball from behind the line of scrimmage.
e) Once the ball has been handed off, all defensive players are eligible to rush.
f) Spinning is allowed, but players cannot leave their feet to avoid a defensive player (no diving)
g) The ball is spotted where the ball carrier's feet are when the flag is pulled, not where the ball is.
9) Receiving 

a) All players are eligible to receive a pass (including the quarterback if the ball has been handed off)
b) A player must have at least one foot inbounds when making a reception.
10) Passing 
a) Shovel passes ARE allowed.
b) The quarterback has a ten-second "pass clock". If a pass is not thrown within the ten seconds, play is dead, loss of down. Once the ball is handed off, the ten-second rule is no longer in effect.
C) Interceptions change the possession of the ball at the point where player’s flag gets pulled. Interceptions are the only changes of possession that do not start at the 5-yard line.

11) Scoring 
Touchdown: 6 points
Extra points: 1 point (played from the 5-yard line) or 2 points (played form the 12-yard line – Count out approximately 4 steps from the 5 to spot the ball for a 2 (TWO) point conversion)
Safety: 2 points

12. Rushing the Passer – From 7 Yards and at a count of 4 second.
a. All players who rush the passer must be a minimum of seven yards from the line of scrimmage when the ball is snapped. The rusher can only begin his rush once the Officials counts out FOUR (4) seconds. Any number of players can rush the quarterback. 

b. Once the ball is handed off, the seven-yard rule no longer is in effect and all defenders may go behind the line of scrimmage.

c. A special marker, or the referee, will designate a Rush Line seven yards from the line of scrimmage.
d. If a rusher leaves the rush line early, they may return to the rush line, reset and then legally rush the quarterback.

e. If a rusher leaves the rush line early and the ball is handed off before they cross the line of scrimmage, they may legally rush the quarterback.

i. A penalty may be called if:

ii. The rusher leaves the rush line before the snap and crosses the line of scrimmage before a handoff or pass – Illegal Rush (5 yards and Repeat of Down).
iii. Any defensive player, not lined up at the rush line crosses the line of scrimmage before the ball is passed or handed – Illegal Rush (5 yards LOS and first down).
f. Teams are not required to rush the quarterback, ten second clock in effect.

g. Teams are not required to identify their rusher before the play.
h. If rusher leaves the 7-yard line before the snap, he/she may immediately drop back to act as a defender with no offside penalty enforced.

i. Players rushing the Quarterback may attempt to block a pass. However, NO contact can be made with the quarterback in any way!
j. Offense may stand in the way of the rusher to slow him down.  The offense may not touch the rusher.  The defense may attempt to block a pass provided they do not strike the passer.

k. Blocking the pass and then striking the passer will result in a 5 yard penalty and repeat of down.
l. A Sack occurs if the QB’s flags are pulled behind the line of scrimmage. The ball is placed where the QB’s feet are when the flag is pulled.

13.  Formations

a. An offensive team must have a minimum of one player on the line of scrimmage (the Center) and up to four players on the line of scrimmage. A minimum of THREE (3) are required at the line of the scrimmage. The quarterback must be off the line of scrimmage.

b. The center must snap the ball with a rapid and continuous motion between his/her legs or from the side to a player in the backfield, and the ball must completely leave his/her hands.
c. If the snap hits the ground before getting to the QB, the play is dead where the ball hit the ground.

d. The offensive team must be set for a moment before any player goes in motion. 

14. Unsportsmanlike Conduct

a. If the field monitor or referee witnesses any acts of intentional tackling, elbowing, cheap shots, blocking, or any unsportsmanlike act, the game will be stopped and the player will be ejected from the game. The decision is made at the referee’s discretion. No appeals! FOUL PLAY WILL NOT BE TOLERATED.

i. Offensive or confrontational language is illegal. Officials have the right to determine offensive language. If offensive or confrontational language occurs, the referee will give one warning. If it continues, the player or players will be ejected from the game.

ii. Players may not physically or verbally abuse any opponent or official.

iii. Ball carriers MUST make an effort to avoid defenders with an established position and CANNOT run over the defending players.

iv. Defenders are not allowed to run through the ball carrier when pulling flags.

v. Defenders may not attempt to tackle the ball Carrier. Tackling will result in a 10 yard penalty.

15. Overtime:
a. A) In the event the score is tied – the Overtime will follow similar to College Scoring Rules.
b. B) Each team will receive the ball at the opposing 12 yard line and have 3 downs to score. Then if they score they can attempt a 1 or 2 point conversion. In the event each team scores on their first attempt – IF TIME allows – we will run another attempt. IF NOT the game will end in a TIE. 
16. Penalties:

a. Defense: 

Offsides – 5 (five) yards (THREE STEPS) and repeat the down
Interference – 10 (ten) yards (SIX STEPS) and repeat the down
Illegal contact (holding, blocking, etc.)- 10 (ten) yards (SIX STEPS) and repeat the down
Illegal flag pull (before receiver has ball)- 5 (five) yards (THREE STEPS) and repeat the down
Illegal rushing (coming across the line of scrimmage before the ball is handed off)- 5 (five) yards (THREE STEPS) and repeat the  down
b. Offense: 

Illegal forward pass (pass thrown beyond the line of scrimmage) 5 (five) yards (THREE STEPS) and loss of down
Offensive pass interference (illegal pick play, pushing off/away defender) 10 (ten) yards (SIX STEPS) and loss of down
Flag guarding-10 (ten) yards (SIX STEPS) (from SPOT OF FOUL) and loss of down
Charging – when the offensive ball carrier attempts to run over the defender – 10 (ten) yards (SIX STEPS) and loss of down.
Delay of game -- Clock stops, 5 (five) yards (THREE STEPS) and loss of down

17. Uniforms and equipment
a. Cleats are allowed, except for metal spikes. All players are advised to wear a protective mouth piece.

b. Team Uniforms must be worn (or at least the team colors)

c. Players must remove all watches and other jewelry

d. Flags must be WORN on the outside AT ALL TIMES and SHIRTS are requested to be TUCKED in at all times. We understand the shirts get untucked at times – but REQUIRE that FLAGS are not COVERED and ARE ACCESSIBLE at all times.
The commissioner reserves the right to make final determination on any rules or interpretations that may arise throughout the season.

Coaches please maintain integrity, be an adult, and a good example!
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