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1.0 Overview of Game Structure
When there is no rule posted here, college rules are in effect.
1.1 Number of Players: There will be 8 players per team on the field.

1.2 Field Dimensions: The fields will be normal football field size, but when not available the field will be 80 x 40, with fixed first downs at the 20, and then every 20 yards after. Field size subject to change based on available fields. First downs located at the following yard markers 20-40-40-20.

1.3 Rushing the Quarterback: Automatic rush at the snap.

1.4 Blocking: Traditional style blocking will be used. Blocking does not have to be open hands as long as contact is made between the waist and shoulders of the opposing player and not from behind. The blocker may not leave his feet to make contact, we ALL have careers to go back to on Monday.

1.5 Fumbles: There are no fumble recoveries. The ball is always dead where and when it hit’s the ground. An incomplete lateral is a fumble. Fumbles and laterals may be caught in the air by either team and advanced. A forward fumble caught by the team that

fumbled is a forward pass.

1.6 Overtime: There will be no overtime, except during the playoff phase of the tournament. The shootout method will be used during any overtime game. The teams get the ball the same number of times until there is a difference in the score, like in college football. If the defense returns an interception for a touchdown, they win the game. Otherwise, each possession starts on the same 20 yard line, even after interceptions. It does not matter what down a team scores on. After each touchdown, the scoring team decides to go for an extra point or 2-point conversion (See Scoring for explanation). After the second OT, teams must go for the 2-point conversion. Each team receives one timeout during overtime.

2.0 The Clock
2.1 Game Length: Games consist of two 20 minute halves with a two minute warning in the second half only. The time is subject to change (we always try to make the game longer, depending on the number of teams and time constraints). The Championship game will have top priority to increase the length of the game over any others.

2.2 Two-minute Warning: A two-minute warning is given to both teams when there is two minutes remaining in the second half or immediately after the play if the two-minute point is reached during a play. The clock is stopped during the warning and starts at the next snap. Note: There will be NO 2 MIN. WARNING and NO STOPPING OF THE CLOCK if the difference in the score of the game is 17 points or more. In other words – if a team is winning by 17 pts. the game clock will not stop for any reason other than a time out.
2.3 Stopping the Clock: Prior to the two-minute warning, the only time the clock stops is during time outs, injuries, and officials discussions. The clock stops at the two-minute warning (rule 2.2). During the last two minutes of the second half, the clock stops for: 1) incomplete passes (starts on snap), 2)out of bounds (starts on snap), 3) time outs (starts on snap), 4) touchback (starts on snap), 5) scores (starts on ensuing possession), 6) officials time outs (starts on ready whistle), 7) penalties (starts on snap if clock was stopped, starts on ready whistle if clock was running).

2.4 Time Outs: Each team receives one timeout per half, which cannot be carried over into the next half. If an injured player delays the game, the officials stop the clock and the injured player must sit out at least one play. The team with the injured player may not substitute one of their time outs for the official s time out.

2.5 Time Between Plays: The offensive team is allowed 30 seconds between plays. The 30-second clock begins when the linesman sets the ball for the next play. It is the decision of the Head Ref for that game- if he/she decides to give the warning of 10 seconds remaining on play clock.
3.0 Scoring
3.1 Points: A touchdown is worth six points. Field Goals are worth 3 points. Safeties are worth two points. For scoring on interceptions on extra points see rule 3.3.

3.2 Extra Points/ Two-Point Conversions: You may run or pass from the five yard line for one point, or run or pass from the ten yard line for two points. A team may choose to kick their extra point for 1 point from the 5 yard line (see Field Goals rule 3.4). Intercepted extra points can be returned for two points, regardless of the original line of scrimmage or how many points the offense was trying to score. Note that an extra point may always be attempted, even if time has expired.

3.3 Intercepted Extra Points: If the offense tried to pass the ball for an extra point, the defense can intercept and return it across the other goal line for two points. This is regardless of the original line of scrimmage or how many points the offense was trying to score.

3.4 Field Goals: A field goal may be declared by the offensive team at any time during the game. The team that is kicking the field goal must snap the ball to a holder no more than 6 yds. from the center. FIELD GOALS WILL BE ALLOWED AS LONG AS THE PLAYING FIELD ALLOWS TO DO SO, in other words, No Goal Post = No Field Goals
* this is a “no rush” down

* the defense may line up as many players as they wish on the line of scrimmage and jump into the air to block the kick

* if the kick is good: the kicking team is awarded 3 points and the opposing team takes the ball at their 10yd. line.

* if the kick is no good: the opposing team takes the ball at the same yard line that the previous field goal was attempted. Note: On missed PAT Kick, the ball will be placed at the 10yd. line of the opposing team.

* missed fields goals are NON RETURNABLE
4.0 Offense
4.1 Carrying the Ball: The ball carrier may never: 1)flag guard/shield (using the hand or ball), 2) run directly into a defender (charge), 3) crawl, 4) dive to advance the ball, or 5) toss the ball in the air to avoid a flag pull while in possession of the ball (toss to self). A ball carrier that falls or a receiver that dives to make a catch may NOT get up and advance the ball. The stiff-arm is illegal. Jumping over a fallen defender is legal.

4.2 Formations: The offense must have a minimum of three men on the line of scrimmage, one center and two tackles, which are arm length apart. All other players may line up where ever the play requires then to do so.

4.3 Eligible Receivers: The offense must line up with three men on the line of scrimmage. Everyone on the offense, including the center, is eligible EXCEPT for the two tackles (the players lined up directly to the left and right of the center).

4.4 Passes: Only one forward pass is allowed per play. A forward pass is a ball thrown or handed forward, overhand, or otherwise. A lateral is a ball thrown parallel to the line of scrimmage or toward the offensive side of it, overhand or otherwise. A lateral, by

definition, is not forward.

4.5 Blocking: See rule 1.4.

4.6 Offensive Line: Offensive lines must have the center between the tackles, with each lineman within arms length (1yard) of the lineman next to him. Offensive tackles are ineligible to take hand-offs or catch passes unless tipped by a defensive player first. It is ineligible receiver down field if a tackle is more than three yards past the line of scrimmage on a pass play. The center can catch a pass, but cannot take a handoff.

4.7 Going Out of Bounds: An Offensive player without the ball that steps out of bounds on his own is ineligible to re-enter during that play.

4.8 Legal Catch: A legal catch is defined the same as in college. For a legal catch, the player must control the ball throughout the act of touching one foot, or any other part of the body except the hands, to the ground in bounds. If pushed out of bounds by a defender during the act of catching the ball, an official

may rule that the player would have been in bounds without the contact and awarded a catch.

4.9 Bad Snaps: Snaps that hit the ground are considered fumbles. See rule 1.5 concerning fumbles.

4.10 Sleeper Plays: To be Eligible to participate in a given offensive play, a player must have been in the previous huddle (no sleeper plays) and no player changes can occur during a hurry-up offense. These are illegal procedures.

4.12 Center s Exchange: The ball must be snapped through the center s legs. At that time, possession of the ball must be transferred from the center to another player (quarterback) and cannot remain with or come back to the center. The quarterback may then transfer possession of the ball to an eligible receiver as per rule 4.3 and 4.6. Note that this effectively makes illegal a center sneak and associated plays.

4.13 First Downs: All first downs are marked in 20yd. zones (20-40-40-20). At the beginning of each half and after each score, the Receiving team will take the ball at their own 10yd. line and will start their first series 1st and 10yds. (to reach the 20yd. zone)

4.14 Touchdowns: The player scoring a touchdown must raise their hands so the nearest official can de-flag the scorer. *Note this rule only applies when TRIPLE THREAT Flag Belts are used during game play. As of 2006 the tournament will make every effort to use SONIC BOOM Flag Belts during game play.

5.0 Defense
5.1 Rushing the Quarterback: See rule 1.3.

5.2 Formations: Defenses may choose any defensive scheme they please with no restrictions on linemen. Defensive linemen must be 1 yard off the ball to prevent an offside penalty.

5.3 Bumping Defenders: Each defender is allowed only one chuck of a receiver. A legal chuck (or bump) is with open hands between the waist and shoulders within the first five yards. The hands must be withdrawn after the initial contact.

5.4 Pass Defense: The defender cannot use contact to break up a pass play. It is pass interference to shield the receiver s eyes. The defender cannot de-flag the receiver prior to the reception. After a pass is touched, contact can be made without pass interference being called.

5.5 Tackling: Any tackle within 10 yards of the end zone will be judged a touchdown automatically. Any tackle will be considered a personal foul.
5.6 Ball Retrieval: The defense is responsible for retrieving the ball and bringing it back to the linesman after each play as fast as possible or a delay penalty will be charged.

5.7 Defensive Audible: The defense is not allowed to simulate offensive calls by trying to sound like the quarterback. This includes, but is not limited to, saying such things as hit-hit or go-go. This is called imitating the Offensive Calls.

6.0 Special Teams
6.1 Definitions

6.1.1 Muff: A ball dropped or touched by a punt returner who never fully had possession of the punted ball.

6.2 After Safeties: The team who scored the safety will take possession of the ball  on their own 10 yard line.

6.3 Punts:

6.3.1 Punting Team: All punts are declared (no fakes). The snap must travel a minimum five yards from center. As usual, bad snaps are dead where and when they hit the ground. The punting team must have four men on the line of scrimmage. No contact is allowed until the ball hits the punters foot. The punter has 30 seconds from the ready whistle to punt the ball or delay of game will be charged. The punter cannot take more than one step back backwards before punting. He may however take as many steps forward (no lateral steps) as he likes. 

6.3.2 Return Team: The return team must have four men on the line of scrimmage. Three of the linemen must be head to head with the offensive linemen, and cannot drop back until the ball is kicked. No contact is allowed until the ball hits the punter’s foot. All muffs are dead at the point where they hit the ground. The punt team can pick up the ball off the ground and advance it if untouched by any player. The ball is dead if a player on the punt team touches it. The punt returner is allowed a three-yard neutral zone to make the catch (fair catch).

7.0 Miscellaneous Game Rules
7.1 Ball Retrieval: See rule 5.6

7.2 Equipment (Legal): A properly inflated college or NFL size game ball are the only balls allowed to be used. Cut-off style jerseys must end at least four inches above the flag belt. Anyone knotting the flag-belt will be ejected from the game. Flag belts may not match pants or shorts in color.

7.2.1 Jerseys: All teams must have jerseys or t-shirts matching in color. Any player who does not have one cannot play or the entire team may wear the same color pennies provided by tournament officials. Note-all teams will be entered in the best appearing team contest. 

7.3 Equipment (Illegal): No football pads, metal cleats or casts allowed. Knee braces must be padded.

7.4 Flags: All flag belts will be supplied by the tournament director.

7.5 Footballs: Teams can provide their own balls for their offensive series in accordance with rule 7.2. Any team which does not have a legal ball will be provided with a house ball.

7.6 Mouth guards: All players are encouraged to wear a mouth guard, but they are not mandatory.

7.7 No (or hidden) Flag belt: If the ball carrier has no flag belt, or loses his flag belt without it being pulled, one-hand touch prevails. If the ball carrier loses his flag belt because of a defender (flag belt clip separates), the play is dead at the point where the clip separated. If during the play, the ball carriers jersey covers the flags and the defense cannot with ordinary effort pull the flag, one hand touch prevails.

7.8 Spot of the Ball: The ball is spotted at the location of the ball at the time of the flag pull. See rule 4.1 for diving to advance the ball.

7.9 Team Area: No player or coach is allowed to leave the area bounded by the sidelines and the 20 yard line markers. Coaches are responsible for keeping all players a minimum of two yards off the sidelines and all spectators a minimum of five yards off the sideline. If the coach / sideline player crosses the sideline onto the playing field, a timeout will be charged, if a team has no time outs a 15yd. penalty will be accessed.

7.10 Trash Talk: Let’s face it, there is a lot of trash talk that goes on between Fire vs. Police, Army vs. Navy and it is part of the game, so we encourage trash talk as long as both teams can handle it. Refs will allow trash talk until one team member cannot take it any longer and loses his/her cool.

8.0 Officials
8.1 Officials Jurisdiction: The jurisdiction of the officials extends to the confines of the entire park. This includes any visible area from the playing field.

8.2 Officials Disagreeing: The closet Official to the play will make the call if he/she has the better view of the play over other officials. The head official can reverse any other officials decision.

8.4 Inadvertent Whistles: If the whistle is blown prematurely, the team in possession at the time of the inadvertent whistle will have the choice of the play to the point of the whistle or the down over. If the ball is loose by punt or pass at the time of the inadvertent whistle, the down is replayed.

8.5 Number of Officials: The games will be refereed by at least one official, but every effort will be made to have two or more officials per game.

9.0 Team Rights and Responsibilities
9.1 Cleaning the Sidelines: Teams are required to pick up their own garbage after a game.

9.2 Minors: No players under the age of 18 will be allowed to play.

9.3 Refunds: There will be no refunds for teams removed from the tournament for disciplinary reasons.

10.0 Pregame Information
10.1 Forfeits: If the minimum number of players is not present (see rule 10.2) at start time, a forfeit is declared.

10.2 Number of Players: Each team will have eight players on the field. A team may start with six players, however fewer than six will result in a forfeit.

10.3 Toss of the Coin: The team that wins the toss can choose: 1) to receive, 2) defer to 2nd half or 3) direction. Note: Referee may change this at his/her discretion. 

11.0 Rosters

11.1 Roster Limitations: The roster limit is 25 players per team. Players may be added to the roster up to the start of the team’s first game. Rosters may be filled with firefighters, police, military or citizens or a combination.

11.2 Waivers: All players will need to sign a waiver and release of liability prior to participation in any tournament game.

11.3 Eligibility: Each team is solely responsible to ensure the eligibility of all team members. This includes, but is not limited to: age, registration, equipment, waiver and etc. Players must have a picture ID, failure to provide an ID upon request will result in not being able to play (this goes for both days of the tournament).

12.0 Penalties
12.1 Enforcement Notes: When penalty yardage exceeds more than 50% of remaining yardage to the goal line, the ball is spotted half the distance to the goal line. If both teams commit a penalty on the same play, the play is replayed over (this is called off-setting penalties). If one team commits multiple fouls on the same play, only the largest single one is enforced. In addition, all personal fouls are always enforced.

12.2 Unnecessary Roughness: Any infraction in flag football that is deemed potentially hazardous by an official can be elevated to Unnecessary Roughness. This can lead to a 15-yard personal foul and include ejection.

12.3 Spot Fouls: These penalties are presumed to end or prolong a play illegally. Therefore, the play counts up to the point of the infraction and enforcement of the penalty requires assessment of yardage from the spot of the foul. An example is Tackling, in which case, the play would have continued except for the tackle. If the offense earns a first down, but enforcement of a spot foul brings the ball back over the first down line, they still have the first down. But to earn another first down, they must cross the line they would have needed to cross had there been no penalty. If a defense in possession of the ball or a return team commits this type of foul and enforcement of the foul brings the ball back over the first down line, they have first down and must cross the nearest marker to earn another first down.

12.4 Drawing Offside: Defenders are allowed to attempt to draw offensive players offside or attempt to make offensive linemen move. The defenders are not allowed to step into the neutral zone (1 yard from the ball) or cross the line of scrimmage at any time between the ready whistle and the snap. If a flag is thrown for this violation as a play starts, the play will be run, as in an encroachment penalty against the defense. Violation is considered offside.

13.0 Personal Behavior
13.1 Treatment of Officials: Any player or coach that curses at an official will be ejected. The following behaviors on the part of any player will result in ejection: 1) threatening or touching an official, 2) verbally or physically attacking an official.

3) harassing of an official in anyway, he or she may eject the player at any time.

Note: A referee may make recommendations to suspend the player/players for 1 year. Tournament Directors will have final say on suspension.

13.2 Treatment of Players: Shoving and verbal challenges during a game will result in a personal foul. Two personal fouls by the same player require that player to be automatically ejected from the game. If the Officials feels the event deems necessary for ejection instead of a personal foul penalty, the player/players may be ejected at anytime.

13.3 Ejections: Any player ejected from a game for any reason will be asked to leave the park immediately and not return.

14.0 Ranking System

14.1 Preliminary Games: Each team will play a minimum of two preliminary games that will be used to rank the teams for the elimination round of the tournament.

14.2 Scoring system: the point system is based on a 10 point system. A team will receive the following points after the completion of each preliminary game:

Win- 6 points

Loss- 0 points

Tie- 3 points

In addition these points are awarded to each team:

Shutout- 1 point

Every Touchdown (up to 3) or 2 field goals (up to 6)- 1 point

(*must have 2 field goals during the game to receive 1 point)

EXAMPLE: #1 The WIN 13-0, 1 TD w/ 1pt. conversion, 2 FG’s, and Shut out = 9 points

                 : #2 The WIN 9-7, 3 FG’s = 7 points

The winning score for a forfeit will be recorded as 7-0 and winning team will be awarded 8 pts. towards their ranking points.

14.3 Elimination Rankings: At the conclusion of the preliminary games, the above points will be used to rank the teams for the elimination round.

14.4 Tie Breakers: In the event of a tie amongst teams using the above point system, a tie breaking system will be used to rank the teams. The system is as follows: Points Scored For (during the games), Points Scored Against (during the games), and then a coin toss.

15.0 Elimination Round
15.1 Elimination Round: The elimination round will be single elimination. The teams will be seated based on the scoring system in rule 14.2 At the end of the elimination round a CHAMPION will be crowned and take home the “BRAGGING RIGHTS” entitled to them for one year.

16.0 Divisions
16.1 In the year 2009, the Bragging Rights Football Tournament will add 2 competition levels, Division 1 (D-1) and Division 2 (D-2).

* D-1 will consist of the more competitive athletic teams

* D-2 will consist of teams wishing to compete but against average competition.

Teams will have the option to play in either division, but must meet certain criteria.

-Team wishes and declares to play in the D-1 division

-The top 6 teams from the previous years Tournament (D-1) are required to play D-1, all others will have the option of D-1 or D-2 

-ALL D-2 Champions must play D-1 the following tournament year


