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JUNIOR LC8 YOUTH FOOTBALL LEAGUE
FLAG FOOTBALL GAME RULES
                                                       2024
1. THE BASICS

A. Each team may only have one coach on the field at a time.
B. A coin toss determines first possession. 
C.   After each play the ball is spotted in the middle of the field. Hash marks are not used. 
D. The Offensive team takes possession of the ball at the 40-yard line. Upon the start of a possession or after first down the offensive team will have 4 plays to gain 15 yards.
2. TEAM BINDER
A. All Head coaches are required to have on the sideline the approved team binder.
B. Team binder will have all up to date required and verified team paperwork. 

1.  Approved and signed JrLC8 roster. 

2.  Coaches:  USA Football Coaches Cert., Concussion cert., Cardiac Arrest Cert. and Background check. 

3.  Players:  Birth certificate, player picture and report card. Players entering Kindergarten are not required to have a report card.
C. Any team not having their approved JrLC8 team binder will be reported to the Player Safety and Compliance officer.  
D. Player Safety and Compliance officer will report to the League Commissioner for his/her review.

3. OFFICIALS

A. All JrLC8 Youth Football League games are to be officiated by persons who are registered by The Ohio High School Athletic Association.

B. There shall be two on-field Officials for each game.
C. The on-field Officials are in charge of all on field game action.

1.  Coin Flip:  The coin flip can take place no earlier than 10minutes prior to start of game.  This is done at the Field Officials discretion.
2.  The Head Coach from each team must be present at the coin flip. At this time the Head Referee will go over any specific instructions. 

D. The host site director shall provide the Field Officials an JrLC8 score card for each game to record the game date, host site, home team name, home team final score, away team name and away team final score.  The score card shall be completed in full and initialed by the Head Official then submitted to the host site director at game completion. Host site directors shall report all final scores to JrLC8 and maintain scorecards for season record.

4. JrLC8 During Game Rule Clarification Process 

A. Field Directors will assist with JrLC8 Rule clarifications.

1.  The Field Directors assistance of rule clarification will come from a Head Coaches request, only after the following process has been followed.

B. Steps for JrLC8 Rule clarification.

1.  If the Head Coach of a team feels an JrLC8 rule is being interpreted incorrectly by the field officials the Head Coach will call a time out and request a meeting with the officials and request the host site director to assist with rule interpretation.

2.  The opposing teams Head Coach and initiating head coach must be present while the discussion with the field director is taking place.

3.  If it is determined that the on-field referees were enforcing/interpreting the JrLC8 rule incorrectly, the initiating team will get their time out back and moving forward during the game the rule will be enforced/interpreted as determined by host site director. If it is determined the on-field referees were enforcing/interpreting the rule correctly the initiating team will lose that time out.

4.  If a team does not have any time outs left and they feel a JrLC8 rule needs interpreted, they can at a normal stoppage of play they can request the Head Official to have the specific rule interpreted by the field director.  At this time, it will be at the Head Officials discretion to allow for interpretation. If it is determined the on-field referees were enforcing/interpreting the rule correctly the initiating team will receive a 5-yard delay of game penalty.
5.  At no time can this process be initiated by the Host Site Field Director.

6.  Field Directors will send an email to the JrLC8 Director of Players Safety and Compliance officer detailing any game day rule clarification.  The onsite field director should include:

a.  What rule was clarified

b.  How the referees were originally interpreting

c.  How the Field Director interpreted rule.

d.  Any other important information that is relevant
5. POSSESSION CHANGES
A. INTERCEPTIONS: CANNOT ADVANCE AN INTERCEPTION.  IF THE BALL IS INETRCEPTED BETWEEN THE 40 AND 21 THE BALL WILL BE SPOTTED ON THE 40, IF THE BALL IS INTERCEPTED BETWEEN THE 20 AND THE GOAL LINE THE BALL WILL BE SPOTTED ON THE 20 AND INTERCEPTING TEAM SHALL TAKE POSSESION 1ST AND GOAL FROM THE 20 YARD LINE.
B. GOING FOR IT ON FOURTH DOWN: IF THE OFFENSE DECIDES TO GO FOR THE FIRST DOWN AND DOES NOT REACH THE REQUIRED YARDAGE THE CHANGE OF POSSESSION IS AT THE 40 YARD LINE.
C. TURNOVER ON DOWNS: BRINGS THE BALL BACK TO THE 40 YARD LINE, AND THE TEAMS SWITCH SIDES FROM OFFENSE TO DEFENSE, DEFENSE TO OFFENSE
6. PLAYERS
A. GAME PLAY IS 7 ON 7.   
B. WHILE DURING THE GAME IF AT ANY TIME A TEAM FALLS BELOW 5 ELIGIBLE PLAYERS, THAT TEAM WILL FORFEIT THE WIN TO THEIR OPPONENT.
1. ALL OTHER RULES IN REGARD TO FORMATION AND GAME PLAY WILL REMAIN THE SAME.

C. FOR THE SAFETY OF THE PLAYERS WE ASK COMMUNITIES WITH MULTIPLE TEAMS TO SPLIT THEIR ROSTERS IN REGARD TO GRADE LEVEL: 
1. The lower flag division shall be made of K and 1st graders. Teams should not consist of only K or 1st grade players.

2. The upper flag division shall be made of 1st and 2nd graders. Teams should not consist of only 1st or 2nd grade players.

D. IF A PROGRAM ONLY HAS 1 TEAM, IF THAT TEAM HAS MORE THAN TWO 2ND GRADERS, THIS TEAM WILL BE PLACED INTO THE 1ST & 2ND GRADE FLAG DIVISION. 

E. ALL TEAMS MUST PROVIDE A ROSTER INCLUDING: COACHES NAME AND ALL UP TO DATES CERTIFICATIONS, TEAM JERSEY COLOR, PLAYERS FULL NAME, GRADE AND JERSEY #.
7. CLOCK/PLAY CLOCK
A. GAMES ARE PLAYED WITH 4 10 MINUTE QUARTERS AND A 5 MINUTE HALFTIME W/ A 3 MINUTE WARM-UP.  THE CLOCK WILL NOT STOP. 
B. EACH TIME THE BALL IS SPOTTED, A TEAM HAS 45-SECONDS TO SNAP THE BALL. 

C. OFFICIALS CAN STOP THE CLOCK AS NEEDED
D. TIME OUTS - EACH TEAM WIL BE ALLOWED TWO (2) 45 SECOND TIME-OUTS PER HALF
8. OVERTIME REGULAR SEASON

A. NO OVERTIME DURING REGULAR SEASON
9. OVERTIME POST SEASON

A. OVERTIME IS PERMITTED DURING THE POST SEASON. THE FOLLOWING GUIDELINES HAVE BEEN TAKEN DIRECTLY OUT OF THE OHSAA FOOTBALL MANUAL PAGE 8.
1. At the end of regulation, there will be a three-minute intermission during which both teams may confer with their coaches. During the intermission, the officials will meet the captains at the center of the field for a coin toss. The winner of the toss shall be given the choice of defense or offense, or which end of the field the ball will be put into play. Each team will be permitted one timeout per overtime period. 
2. After the coin toss, the offensive team will put the ball in play, first and 10 on the defensive team’s 20-yard line. The possession shall be terminated if the offense scores, the defense has possession of the ball at the end of any down (if the defensive team gains possession, the ball becomes dead immediately) or the offense fails to make the line-to-gain. 
3. After the offense has completed its possession, the defense will become the offensive team. In order to ensure equal game conditions, the same goal shall be used by both teams. 
4. If the score remains tied after each team has been given one series, the procedure shall be repeated, except there will be no coin toss, until a winner is determined. There will be an intermission of two minutes, during which the loser of the original coin toss will be given first choice of the options, which includes the option to change goals. First choice of options will alternate for each overtime period.
5. There will be an intermission of 2 minutes after every third overtime period.
10. SCORING
A. TOUCHDOWN = 6 POINTS

B. EXTRA POINT = 1 POINT (ONE PLAY FROM THE 3-YARD LINE)

C. EXTRA 2 POINTS = 2 POINT (ONE PLAY FROM THE 5-YARD LINE)
D. MUST INFORM THE REFEREE AFTER THE TOUCHDOWN OF WHICH EXTRA POINT OPTION.

E. THE OFFICIAL WILL PULL THE FLAG OF THE SCORING PLAYER. IF THE FLAG DOES NOT COME OFF AS INTENDED THE SCORING TEAM WILL BE PENALIZED 10 YARDS FROM THE START OF THE PLAY. THE TOUCHDOWN DOES NOT COUNT AND THE PENALTY IS ACCESEED FROM THE ORIGINAL LOS
11. RUNNING

A. THE QUARTERBACK CANNOT ADVANCE THE BALL FROM THE SNAP. 
B. A PLAYER WHO TAKES A HANDOFF CAN THROW THE BALL FROM BEHIND THE LINE OF SCRIMMAGE. 

C. ONCE THE BALL HAS BEEN HANDED OFF & THE OFFICIAL YELLS “BALL AWAY” ALL DEFENSIVE PLAYERS CAN RUSH.

D. SPINNING IS ALLOWED, BUT PLAYERS CANNOT LEAVE THEIR FEET TO AVOID A DEFENSIVE PLAYER (NO DIVING).
1. PENALTY: 5-YARDS
E. THE BALL IS TO BE SPOTTED WHERE THE BALL CARRIER’S FEET ARE WHEN THE FLAG IS PULLED, NOT WHERE THE BALL IS. 

F. STIFF ARMING IS NOT ALLOWED.  ALL STIFF ARMS WILL BE A:
1. PENALTY: 5-YARDS PENALTY AT THE OFFICIAL’S DISCRETION FROM THE SPOT OF THE FOUL AND LOSS OF DOWN
G. NO FLAG BLOCKING! FLAG BLOCKING INCLUDES:

1. ANY MOTION TO BLOCK DEFENSE FROM THE FLAG BELT

2. OFFENSIVE PLAYER HOLDING, GRABBING OR OTHERWISE TOUCHING THEIR FLAG BELT. 
a. PENALTY: 5-YARDS FROM THE SPOT OF THE FOUL AND LOSS OF DOWN
H. A BALL CARRIER MAY NOT BE PUSHED OUT OF BOUNDS BY A DEFENSIVE PLAYER, THE DEFENSE MAY ONLY ATTEMPT TO PULL THE BALL CARRIERS FLAG.
1. PENALTY: CONSIDERED UNSPORTSMANLIKE.  SEE SECTION “15 (XV)” 



12. RECEIVING
A. ALL PLAYERS ARE ELIGIBLE TO RECEIVE PASSES (INCLUDING THE QUARTERBACK IF THE BALL HAS BEEN HANDED OFF BEHIND THE LINE OF SCRIMAGE.)

B. ONE PLAYER IS ALLOWED IN MOTION AT A TIME DURING THE SNAP

C. THERE IS TO BE NO TRIPS FORMATIONS

D. A PLAYER MUST HAVE AT LEAST ONE FOOT INBOUNDS WHEN MAKING A RECEPTION.

13. PASSING
A. SHOVEL PASSES ARE ALLOWED.

B. THE DEFENSE CANNOT RUSH THE QUARTERBACK DURING A PASS PLAY. 
C. ON A PASS PLAY THE QUARTERBACK SHALL HAVE A 10 COUNT TO THROW THE BALL, IF THE TIME EXPIRES THE PLAY WILL RESULT IN A LOSS OF DOWN BUT NO LOSS OF YARDAGE. THERE WILL BE NO INTENTIONAL GROUNDING PENALTIES
D. ONCE THE BALL IS HANDED OFF & THE OFFICIAL YELLS “BALL AWAY” THE ENTIRE DEFENSE MAY RUSH TO THE BALL.
E. INTERCEPTIONS: SEE SECTION 5.A ABOVE.
14. DEAD BALLS

A. THE BALL MUST BE SNAPPED BETWEEN THE LEGS, NOT OFF TO ONE SIDE, TO START THE PLAY.
B. PLAY IS RULED “DEAD” WHEN:

1. AT THE POINT OF AN INTERCEPTION (RETURNS ARE NOT ALLOWED)

2. BALL CARRIER’S KNEE HITS THE GROUND.

3. BALL CARRIER’S FLAG FALLS OUT.

a. NOTE: THERE ARE NO FUMBLES. THE BALL IS SPOTTED WHERE THE BALL HITS THE GROUND. THE OFFENSE RETAINS THE POSITION WITH LOSS OF DOWN.
15. RUSHING THE QUARTERBACK

A. NO DEFENSIVE PLAYER MAY RUSH DURING A PASS PLAY.
B. ONCE THE BALL IS HANDED OFF & THE OFFICIAL YELLS “BALL AWAY” ALL DEFENDERS CAN CROSS THE LINE OF SCRIMMAGE.

16. SPORTSMANSHIP/ROUGHING

A. ANY INTENTIONAL ACT TO TACKLE, PUSH, OR BRING THE BALL CARRIER TO THE GROUND IS CONSIDERED ROUGHING THE BALL CARRIER. THIS INCLUDES PUSHING A PLAYER OUT OF BOUNDS, YOU MUST MAKE AN ATTEMPT TO PULL THE PLAYERS FLAG.  
1. 1ST INFRACTION WILL RESULT IN A 1 PLAY COOL DOWN.  2ND INFRACTION WILL BE REMOVAL FROM PLAY FOR THE REST OF THE HALF.

B. THE REFEREE’S MANAGE THE ONFIELD GAME PLAY AND UNSPORTSMANLIKE ACTS WILL BE OFFICIATED BY THE OHSAA STANDARD.  IF THE REFEREES HAVE TO EJECT A PLAYER IT WILL BE MADE CLEAR TO BOTH HEAD COACH’S AND THAT THEY ARE EJECTING THE PLAYER AND IT’S NOT A “COOL DOWN”.
17. PENALTIES
A. ALL PENALTIES WILL BE CALLED BY THE REFEREE.
B. ALL DOWN FIELD PENALTIES WILL BE ASSESSED FROM THE SPOT OF THE FOUL
C. BECAUSE OF THE LIMITED FIELD SIZE, ALL 15 YARD PENALTIES ARE ENFORCED AS 10 YARD PENALTIES.  PENALTIES THAT ARE NORMALLY ENFORCED BY RULE AS A 10 YARD PENALTY WILL BE ENFORCED AS A 5 YARD PENALTY.  NORMAL 5 YARD PENALTIES WILL STAY THE SAME 

D. NO PENALTY MAY TAKE THE OFFENSE PAST THE 40 YARD LINE. PENALTIES ON THE OFFENSE THAT ARE CALLED AND ACCEPTED ON OR BEHIND THE 40 YARD LINE RSULT IN A LOSS OF DOWN
18. DEFENSE
A. DEFENSE MUST HAVE A MINIMUM TWO (2) “INTERIOR LINEMAN” AT ALL TIMES. THESE LINEMAN ARE INTENDED TO COVER THE GUARDS HEADS UP. NO COVER OVER THE CENTER.

· PENALTY: (ILLEGAL FORMATION) 5 YARDS
B. THERE IS NO BALL STRIPPING PERMITTED ON THE FIELD
· PENALTY: 10 YARD PENALTY FROM THE SPOT OF THE FOUL
C. ALL DEFENSIVE ACTIONS MUST BE IN ATTEMPT TO PULL THE FLAG

D. OFFSIDES
· PENALTY: 5 YARDS
E. INTERFERENCE
· PENALTY: 5 YARDS AND FIRST DOWN

F. ILLEGAL FLAG PULL (BEFORE THE RECIEVER CATCHES THE BALL)
· PENALTY: 5 YARDS AND FIRST DOWN

G. ILLEGAL RUSHING (RUSHING BEFORE THE OFFICIAL HAS YELLED “BALL AWAY”).

· PENALTY:  5 YARDS
H. THERE ARE NO DEFENSIVE SAFETIES.  TACKLES BEHIND THE 40-YARD LINE ARE SPOTTED BACK ON THE 40. 

19. OFFENSE
A. OPEN HAND, EXTENDED ARM, ABOVE THE WAIST BLOCKING IS PERMITTED DOWNFIELD.
· NO SHOULDER BLOCKING DOWNFIELD IS ALLOWED.

· PENALTY: PERSONAL FOUL: 10 YARD PENALTY FROM SPOT
B. OFFENSE MUST HAVE THREE (3) “INTERIOR LINEMAN” THIS RULE IS IN PLACE TO ENSURE THERE IS A CENTER AND TWO GUARDS.  ONE TO THE LEFT OF THE CENTER AND ONE TO THE RIGHT OF THE CENTER AT ALL TIMES (NO EXCEPTIONS).
· PENALTY: (ILLEGAL FORMATION) 5 YARDS 
C. NO DESIGNED PLAY TO ADVANCE THE QUARTERBACK FROM A FROM THE SNAP.

· PENALTY: 10 YARD PENALTY FROM THE START OF THE PLAY.
D. ILLEGAL MOTION (MORE THAN ONE PERSON MOVING DURING THE SNAP).

· PENALTY: 5 YARDS 
E. ILLEGAL FORWARD PASS:

· PENALTY: 5 YARDS
F. OFFENSIVE PASS INTERFERENCE (PICKS AND PUSHING OFF).

· PENALTY: 5 YARDS 
G. FLAG GUARDING.

· PENALTY:  5 YARDS FROM THE SPOT OF THE FOUL AND LOSS OF DOWN.
H. DELAY OF GAME.

· PENALTY:  5 YARDS
I. REFEREES DETERMINE INCIDENTAL CONTACT THAT MAY RESULT FROM NORMAL RUN OF PLAY
J. ONLY THE COACH CURRENTLY ON THE FIELD MAY ASK THE REFEREE ABOUT THE PENALTY OR RULING ON THE FIELD.

K. GAMES CANNOT END ON A DEFENSIVE PENALTY UNLESS THE OFFENSE DECLINES IT.

L. NOTE: THERE ARE NO KICKOFFS OR PUNTS.
20. OFFENSIVE FORMATIONS 7VS 7

A. The four offensive players who are not playing guard or center may be deployed in positions at the coach's discretion as long as one is on the line of scrimmage.
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B. The 4th player can be a tight end or Wide out

C. No trips formations are allowed. Trips is defined as any three players outside the guard-to-guard box.
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Trips is defined as any three players outside the guard to-guard box.
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ILLEGAL                 
                 

D. Motion is allowed by a backfield player as long as it does not create a trips formation.
21. DEFENSIVE FORMATIONS:  7 VS 7
A. Defenses must have two defensive linemen unless an offensive formation includes a tight end. In that case, a third defensive lineman may line up over the tight end.

B. Defensive linemen over guards must be aligned in a head up position, guards must be covered.

C. The defense must have one player at least 10 yards from the ball.
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D. The remaining four players can be deployed at the coach's discretion but must be 4 yards off the line of scrimmage unless covering a tight end or split end on the line of scrimmage.

E. Example: If the offense aligns with its fourth line-of-scrimmage player as a tight end, then the defense may align a player directly over the tight end on the line of scrimmage to balance the running surface.

F. 
        X             X                       X
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G. Defenses are not required to match the fourth player on the line of scrimmage but have the option to do so.

22. ATTIRE/EQUIPMENT
A. FLAG BELTS ARE TO BE WORN ON THE OUTSIDE OF THE JERSEY/SHIRT OF THE PLAYERS AT ALL TIMES WITH THE FLAGS LINED UP ON THE HIPS AND TAILBONE.  JERSEYS/SHIRTS SHOULD NOT INTERFERE WITH THE FLAG BELTS IN ANY WAYK. FLAG COLOR MUST BE CONTRASTING TO UNIFORM COLOR.
B. SOFT CLEATS ARE ALLOWED, NO METAL SPIKES

C. MOUTHGUARDS OR MOUTHPIECES MUST BE WORN AT ALL TIMES. NO EXEPTIONS. IT IS RECOMMENDED THAT A TAG BE LEFT ON THE MOUTHPIECE TO MAKE IT VISIBLE FOR THE OFFICIAL.
D. FOOTBALL SIZE: PEE WEE  

E. FLAG BELTS TO BE USED: TRIPLE THREAT FLAG FOOTBALL BELTS 
23. FIELD SIZE

A. WIDTH IS 35 1/3 YARDS.

B. LENGTH IS 40 YARDS WITH A 10 YARD ENDZONE
24. TIME OUTS

A. EACH TEAM WIL BE ALLOWED TWO (2) 45 SECOND TIME-OUTS PER HALF

25. SIDELINES
A. NO PARENTS OR SPECTATORS SHOULD INTERFERE WITH THE TEAM ON THE SIDELINE. 
B. IF BOTH TEAMS ARE LOCATED ON THE SAME SIDE OF THE FIELD THEIR TEAM AREAS ARE THE 40-20 YARD LINE & 20YARD-GOAL LINE.  IF TEAMS ARE ON OPPOSITE SIDES OF THE FIELD A THEIR SIDELINE AREA IS FROM THE FORTY (40) YARD LINE TO THE TWENTY (20) YARD LINE. NO EXCEPTIONS. IF COACHES OR PLAYERS CROSSOVER THEIR TEAM AREA RESTRICTIONS THE TEAM WILL RECEIVE ONE WARNING. ADDITIONAL VIOLATIONS WILL RESULT IN A FIVE YARD PENALTY.
C. IF THERE IS NO FENCE PRESENT AROUND THE FIELD THE HOST SITE IS REQUIRED TO CREATE A 7 YARD BUFFER USING CONES OR SIMILAR MARKERS TO CREATE SPACE BETWEEN THE PLAYING FIELD AND SPECTATORS
LEGAL
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