[bookmark: _GoBack]KITSAP PENINSULA ADULT PEE WEE ASSOCIATION  
FOOTBALL RULES   E LEVEL   
  
1. NUMBER OF PLAYERS: Each team will consist of up to 8 players on the field.  
  
2. All coaches shall complete USA Football Youth Certification - Flag. 
 
3. LENGTH OF GAME: Playing time shall be 40 minutes, two halves of 20 minutes each. Half-time shall be 5 minutes. Playing time will be a running clock with no dead ball time stoppage except for injuries and time outs. Each team will have two (2) timeouts that may be used during the game.
  
4. FIELD DIMENSIONS: The game should be played on a field marked as 40 X 35 1/3 yards whenever possible or as close as possible to this. With a ten (10) yard end zone.  The field will be divided into four 10-yard line to gain sections.
  
5. LINE OF SCRIMMAGE: The offensive team must have a minimum of 5 players on the line of scrimmage. The interior 3 linemen are ineligible. The center may snap the ball either between the legs or sidewise. The defensive team will line up at least one (1) yard off the line of scrimmage. Only 3 Defensive players may cross the line of scrimmage, at the snap. All defensive players can cross the line of scrimmage when a handoff, fake handoff or backward pass has occurred.  Penalty of 5 yards and replay down. (I.e., if 4 Defensive linemen cross the line of scrimmage on 2nd down, the offense will gain five yards from the line of scrimmage and replay 2nd down.) 
  
6. THE FLAG BELT: All teams shall only use “Triple Threat Flag Football Belts.”  All shirts must be tucked in. The flag belt must be the outermost garment worn. Flags shall be placed on the hips and tailbone. Flag color shall contrast jersey main body color.
   
7. GUARDING THE FLAG BELT: Runners shall not flag guard by using their hands, arms, or the ball to deny the opportunity for an opponent to pull or remove the flag belt. Flag guarding includes:  
      
a. Swinging the hand or arm over the flag belt to deny the opportunity for an opponent to pull or remove the flag.  
b. Placing the ball in possession over the flag belt to deny the opportunity for an opponent to pull or remove the flag.  
c. Lowering the shoulders in such a manner which flag guards.  
d. Stiff arming is considered flag guarding.  
e. Improperly wore flag belt. Flag belts shall be always worn correctly. Tying of the belts is not allowed.
Penalty for flag guarding: Spot of foul, play is dead and loss of 5 yards. (I.e., if the ball carrier gains 15 yards, then flag guards and gains another 10 yards, the ball would be spotted at the 15 yards gained and then the 5-yard penalty will be marked off)  
  
8. PLAY:    
a. There will be no kickoffs or punts.   
b. All possessions start on the 40-yard line. Teams will have 4 downs to make it to the next line to gain. If they succeed in making it past the line to gain, they will have 4 more downs to move the ball across the next line to gain.    
c. If the offensive team fails to make the next line to gain after 4 downs the defensive team will take possession at the 40-yard line.
d. Extra points will be 1 attempt from the 5-yard line, 1 point for running try and 2 points for a passing try.   
e. If there is a loss of possession by the ball carrier, the ball is dead at the spot of the loss of possession and the offensive team retains possession. If this occurs on 4th down and the line to gain has not been crossed, the fumble will result in a change of possession according to rule 8.c. 
f. If there is a bad snap, the ball is dead and returned to the line of scrimmage. There is NO loss of yardage, only a loss of down. If this occurs on 4th down, the bad snap will result in a change of possession according to rule 8.c. 
g. Interceptions cannot be returned. After the interception, the play is dead, and the intercepting team takes possession according to rule 8.c. 
h. One coach for each team may be on the field and behind the play. Once the play has started the coach must be silent and stay out of the action.  
i. This is an instructional level and as such NO SCORE WILL BE KEPT IN ANY WAY.  
  
A PLAY ENDS WHEN THE FOLLOWING OCCURS:  
· Ball carrier’s flag is pulled.  
· Ball carrier’s knee touches the ground.  
· Ball carrier steps out of bounds.  
· Ball carrier loses their flag belt 
· Ball carrier dives, jumps or leaps; ball is spotted where the runner left their feet.  
· Ball carrier is called for flag guarding.
  
9. BALL: Mini or Pee Wee sized inflatable football made of leather, composite, or rubber. 

10. OFFICIALS: The home team is responsible for supplying officials. The visiting team may, if requested, supply an additional official.  
11. 

12. SAFETY: Mouth guards, Softshell head gear (matching Club’s Color Scheme) and leg coverings that keep knees fully covered at all times are required. Clubs may provide these or tell the parents to provide them. Play will not be possible without all listed safety items. Metal Cleats are not allowed whether in practice or play.   

13. The home team has the option to choose offense or defense to start the game. The visiting team has the option to choose offense or defense at the start of the second half.

14. Blocking with hands is allowed. All blocking is to be done below the shoulders and above the waist.  

15. [bookmark: _Hlk174039977][bookmark: _Hlk174039954]Game Rosters must be filled out and turned into the KPAPWA Registrar per the KPAPWA General Rules   
NOTE: E Level does not input a score on the Game Roster as the score is not kept for instructional levels.  

16. All players present and in uniform at games must play. 

