JFL 2-Hand Touch Football Rules
(Revised November 6, 2011)
2 Referees per game = $50 per team, per game.
Quick Reference Guide  (This section is not meant as an explanation of the rules, just a guide to help you 
quickly find the right spot in the expanded rules listed below.  Kind of like a bad table of contents)
Roster Rules
1. The head coach is responsible
2. Every player must sign both the pre-season insurance waivers/registration forms
3. Players can be added or dropped up to the mid-way point of the season.
4. Playoff eligibility.
5.The league only recognizes players
6. The league reserves the right to allow whomever it chooses and to refuse whomever
7. Home Field Scheduling:      20% off season registration fee
Participation Rules
8. Games will consist of six on six.
9.  Procedure to Avoid Forfeit Fee   
10. If a team forfeits
11. The following are the only acceptable footballs
12. Weather
13. The coach of the winning team must get their score in by 5 p.m. on Sunday.
14. A team may wear any color
15. No football pads or hard knee braces/casts, no metal cleats,
Game Rules
16. The dimensions of the two-hand touch playing field
17. GAME CLOCK.
18. THE COIN TOSS:  
19. SCORING:
20. If the game is tied after regulation
21. Each team will have three timeouts per half
22.  30-SECOND PLAY CLOCK:
23. A ball carrier will be considered "tackled"
23B  Stiff arming is allowed except for…
24. There are no fumbles
25. The offense can keep a player, or players, in to block
26. All blocking must be done with open hands
27A. Bull-rushing is allowed.
27B. Defensive players may use hands and arms to push, pull,
28. No Bump and Run - There will be no contact
29.  Mid-field is sole, stationary, 1st down marker
29 B. The defense shall line up no more than 10 yards from the Line of Scrimmage
30. The ball must be snapped to a quarterback
31. The ball can be hiked to anybody behind the line of.
32. After the snap there will be a slow three Mississippi count,
33. There will be one blitz allowed per series
34.  A receiver need only have ONE foot (or any body part) in bounds when a catch is made.
35. If a player goes out-of-bounds
36. A flagrant personal foul call can be levied even if a ball is un-catchable;
37. No player may rough touch or shove any player
38. One player can go into motion prior to the snap,
39. A player may NOT grab a jersey with one hand,
40. Defensive and Offensive pass interference penalties
41. Any down field blocking on a non-running play
42. If a defender(s) crosses the line of scrimmage before the three count,
43. Should the defense go offside within 5 yards of the 1st down marker,
44. Holding or any form of illegal contact
45. Laterals (backward passes) are allowed at any time.
46. A forward pass thrown from beyond the LOS is illegal.
47. Intentional grounding occurs
48. The QB may quick spike the ball
49. The offensive team has four downs to get a first down or score a touchdown...
50. Point After Touchdown (PAT) -.
51. NO blitzing on PATs, Regardless if a team has used its blitz or not on the series.
52. Intercepted PAT's can be run back.
53. It is illegal if a team has too many men (7) on the field after the snap, live ball foul,
54. False Start, Definition:  
55. Defensive offside occurs.
56. Offensive offside occurs
57. Kickoffs
58. If a kickoff goes out of bounds.
59. A neutral zone of 15 yards, on kickoffs,
60. Any player(s) crossing their restraining line
61. Blocking is allowed on kickoffs and punt returns
62. Loose balls touched by the kicking team are dead
63. A team may choose to punt at any time
64. If either team recovers a blocked punt in behind the line of scrimmage, it can be advanced
65. A PUNT, TOUCHED BY ANY MEMBER OF THE KICKING TEAM,
66.  If the receiving team commits a penalty).
67. If a kick or punt hits the ground and touches a receiver
68. INADVERTENT WHISTLE:
69. If the situation presents itself, a team can declare they are taking a knee
70. GAME CLOCK AFTER EXTRA POINT TRY
71. Remember, better that a referee should miss a tag than to call one he didn't see
72. Roughing the passer
73.  Safeties are allowed.
74. General referee alignment.
75. SIDELINES: All players and coaches must stay approximately 10 yards from the goal line
Rule Book

2 Referees per game = $50 per team, per game.
Roster Rules
1. The head coach is responsible for making every player aware of every rule prior to any participation by a player 
in any game or any portion of a game or activity.

2. Every player must sign both the pre-season insurance waivers/registration forms and the game day on-field 
insurance waiver/game registration form prior to participating in any JFL game or activity or any portion of any JFL 
game or activity. The waiver must be presented to the league at the league address (JFL PO Box 441 Manville, NJ 
08835) or in person at a designated, prearranged location and must be in the possession of league officials prior to 
the start of the season. The league provides no medical insurance of any form.
Any teams found to have players who have not signed both insurance forms will receive a forfeit for that game.  The 
game day waiver, provided to all head coaches, must be signed by the entire team and turned in to the referee 
before the start of the game. For players arriving late, the team has the option to use a time-out to allow that team 
member(s) to sign the waiver and join the game/event or wait until halftime. If there are no time-outs remaining, the 
team may opt to take a Delay of Game penalty to allow the player(s) to participate (see Delay of Game penalty in 
Penalty Yardage section).

3. Players can be added or dropped up to the mid-way point of the season. After the mid-season games, all rosters 
will be frozen. Players may be dropped, but no new players may be added. Before the mid-way point of the season, 
a player may be swapped for another player and no new fee is required. Maximum roster limits for teams is 16. You 
can carry more players by paying a $40 per player fee (over the set limits).

4. Playoff eligibility. A player must play in at least half of the team's regular season games to be considered eligible 
for the playoffs. That player's name and signature must appear on half of the game day sign in forms to be eligible. 
However, in the case where a player is injured and is unable to play for the half of the regular season games but 
can come back in time for post season, there is an exception. Injured players can receive attendance credit by being 
present at the game and printing and signing name on waiver and writing "IR" next to it (signature must match that 
which was submitted on the Preseason Waiver). If the injured player signs his name on half of the Game day 
Waivers, he will be eligible come playoff time. In the event that it is not physically possible for a player to attend half 
the games to sign in for eligibility, special circumstances may be reviewed by the league. (Head coaches must call 
John. at 908-722-3391 prior to eligibility expiration.)

5.The league only recognizes players who have had their Pre-Season Registration Forms turned in by their coach. 
No other players are eligible. ONLY if the League Office is in possession of the Pre-Season form and that player 
meets the minimum games played criteria and is not under league suspension, can he play. If there is any question 
as to a player’s eligibility, the league reserves the right to request a signature match by that player. The signature 
must match Pre-Season form turned in by the coach at the beginning of the season. No match, no eligibility, no 
playoffs.

6. The league reserves the right to allow whomever it chooses and to refuse whomever it chooses.

7. Home Field Scheduling:      20% off season registration fee for teams that acquire a field for our weekly usage. 
JFL will do everything possible to schedule teams at their '"home field" during the regular season.  

Participation Rules
8. Games will consist of six on six. A team can play with a minimum of five players -- any less is a forfeit. However, if 
they play with the minimum, the other team can still play with all their allowed players if they choose.
There are no non-roster players or players from other JFL teams permitted to play on any other JFL team, at any time for any reason.  All players must have a signed registration form in JFL possession by the Friday prior to a game.  Again, rosters freeze after the midway point.

9.  Procedure to Avoid Forfeit Fee   If a team realizes that they will not be able to field a team for a game, they can 
avoid paying the forfeit fee by notifying the League Office by calling 908-722-3391 no later than the Friday before 
the game prior to 7PM and leaving a message stating that you are forfeiting that Sunday's game.

10. If a team forfeits without proper notification, the team that DOES show up DOES NOT have to pay the referee. 
The team that forfeits is obligated to mail a check to the league to cover the costs of both referees ($100 to JFL PO 
Box 441 Manville, NJ 08835). This check MUST be received by the Friday prior to the team's next game or will not be 
allowed to play its next game. There will be no "next Sunday at the field" collections. If you forfeit twice during the 
season the league reserves the right to expel you from the league.

11. The following are the acceptable footballs allowed in an official JFL game: the official Wilson NCAA 1001, 1005 
or 1205 ball, the official Wilson NFL ball, Wilson Ultra AND the Wilson Classic including tackified versions. The ball 
must be properly inflated to the referees' satisfaction (12 to 13 pounds).   Other brands of balls are acceptable as long as they are NFL or NCAA Size and Weight.  The Ultimate decision will be the refs at games time but why chance it 
when you can just get a regulation ball that is listed above.
A team can switch balls at any time assuming it is for a league-approved football and it is done within the 30-second 
play clock.

12. Weather - If a heavy snow hits the night prior to a game, we will likely cancel. If it snows two nights prior or the 
day before or in all other instances where the roads have time to be cleared, we play as scheduled. In the event of a 
cancellation, it is the responsibility of the coach to inform their team. League officials will NOT call coaches or 
players. If there is inclement weather, call the Weather Phone number, 908-722-3391 or check the website www.
jersey-football.com starting at 7 a.m. on Sunday morning. If the field is extremely wet and there is a real chance that 
the field will be destroyed by use, league officials could cancel a game sight unseen due to extreme wet conditions. 
(We need to keep our fields.) If the league will cancel games, we will attempt to call all coaches by 3 p.m. Saturday. 
Every attempt will be made to reschedule games postponed due to weather conditions.

13. The coach of the winning team must get their score in by 5 p.m. on Sunday.  Either post message on the 
message board (preferred method) or call 908-722-3391 and leave a message or email to jerseyfootball@optonline.
net.  Games not called in will go down as 0-0 in the standings.

14. A team may wear any color as their team color.  If 2 teams are scheduled to play with similar colors then the 
Home team will wear their Jerseys and the Away team must change colors for that game.  The referees will be the 
sole determinant that a team’s jerseys are acceptable.
Players must wear shirts of the same color. Ex. If a team is red, everyone one the team must wear red. Any player 
not in the proper color may not be allowed to play. The final decision is up to the referees as to what is acceptable. 
An opposing coach will want to bring it to the attention of the referee before the start of a game. Once a player 
starts a game with a different color shirt, he will be allowed to complete the game this way. Coaches may want to 
keep some extra shirts of their color just in case.
NOTE- Jerseys must cover chest, shoulders and upper arms– cutoff sleeves cannot be cut past upper arm

15. No football pads or hard knee braces/casts, no metal cleats, no foreign substances on football or hands. 
Receiver gloves are legal. Mouth guards are suggested. It is suggested that every coach have a First-Aid kit, at 
least some cold packs and ace bandages

Game Rules
16. The dimensions of the two-hand touch playing field will be 70 yards long (plus ten-yard end zones) and 35 yards 
wide. (Note certain fields we use may have sidelines or markers wider than 35 yards.  The refs may choose to set up the field wider than 35 yards in order to benefit from the sidelines or markers up to a maximum of 40 yards wide)

17. GAME CLOCK: Games will consist of two 30-minute halves with running time except for the last 2 minutes of 
each half which will feature normal football clock stoppage.

After the two minute warning, normal football clock-stoppage rules will apply and is defined as follows: The clock will 
not stop for a first down when the play ends in the field of play. The clock does stop after change of possession, 
incomplete passes (including “quick spikes”), plays ending out of bounds, time-outs and touchbacks and restarts on 
the ensuing snap. The clock stops for all scores, and restarts when receivers touch the ensuing kickoff and advance 
the ball in the field of play. Clock doesn't run during extra points. The clock stops for all referee time-outs including 
penalty enforcement and restarts on "ready" whistle unless play dictates otherwise. For "delay of game" penalties 
the clock starts on the snap. When a fumble occurs the clock is stopped, ball is reset, and clock restarts on the 
“ready” whistle.

If an injury occurs in the first 25 minutes of either half, the clock will automatically be stopped until the injured played 
is safely off the field. An injury occurring in the last five minutes of either half will require a team to use a timeout. If 
the team has no timeouts left, they will be assessed a five-yard penalty.

18. The COIN TOSS: The visiting team always has first choice of calling heads or tails at the toss, at start of game 
and first overtime session if required.
At the beginning of the game:
A. The winner of the toss shall choose one of the following options for the first or second half at the beginning of the 
half selected:
       1.        To designate which team shall kick off.
       2.        To designate which goal line his team shall defend.
B. The loser shall choose one of the above options for the half the winner of the toss did not select.
C. The team not having the choice of options for a half shall exercise the option not chosen by the opponent.

Interpretation - The team that wins the toss may elect to: 1) receive, 2) kick, 3) choose direction, or 4) defer.
Beware, if a team wins the toss or has the choice deferred to them in the first half and they choose to kick off or 
choose which goal to defend, they may end up kicking off again at the 2nd half if their opponent chooses to receive.

Captains bring their sign-in sheets & ref fees to the toss.

In overtime, the choices at the toss to start the first overtime session are to 1). Go on offense, 2) Go on defense or 
3). Choose direction.
If the game remains tied after the first overtime session, the choice options automatically goes to the team that lost 
the toss to start the overtime.
If game still remains tied the first choice of the toss options alternates between the teams at the start of every new 
session.  Note: There is only one coin toss in the overtime segment of the game and it occurs at the start the first 
overtime session, choice of possession simply alternates
18 B. The coin toss will occur 3 minutes before game time.  If a team’s captain is not at the coin toss, on time, with the Game Day Insurance Waiver and Ref fee, they will automatically lose the coin toss.  If game time arrives and one of the teams is still not ready to take the field, in addition to the “on-time” team automatically winning the coin toss,  a 15-yard penalty is assessed on the opening kickoff and the “on-time” team also gets choice of receiving or field position at the 2nd half too.  Any time spent waiting after game time will be deducted from the first half.  If both teams are late, then there will be a coin toss, but the game clock starts on time regardless.
Once game time arrives, the game will be started as soon as both teams have the minimum player requirement (5 players).  There will be no waiting for additional players to arrive if there are sufficient numbers to start a game.  If a team does not have minimum number of required players after 15 minutes of a game time, it will lose by forfeit. Referees will wait 15 minutes from scheduled game time for late arriving players to meet the minimum.  

19. SCORING: Touchdown = 6 points.... Safety = 2 points (ensuing kickoff may be punted or kicked, with tee, from 
20-yard-line). PAT = 1 point (run/pass from 5-yard-line) ...OR... 2 points (run/pass from 10-yard-line). {There is no 
blitz during any extra point down} 
Intercepted PAT's can be run back by the defense. If the defending team intercepts a pass and runs the ball all the way back, they will be awarded TWO points, regardless of what the offense was trying for

20. If the game is tied after regulation, there is a one-minute intermission and the captains are brought to the center 
of the field for a coin toss. Each team will have four plays starting from the 20-yard line (in an equal number of sets) 
to go for a touchdown AND the conversion. After each completed set the option to pick from the three choices 
alternates to each team. A winner is declared when one team scores more points than the other during a complete 
set. An interception returned for a TD ends the game. If an interception is not returned for a touchdown, it comes 
back to the 20-yard line. Sets are repeated until a winner is declared. Each team gets one (1) time-out during each 
overtime set. A team can go for either one or two points in an extra-point conversion attempt.

21. Each team will have three timeouts per half in a regulation game. A captain will be designated for each team 
before the start of the game. The captain will be the only person who can call the timeouts.

22.  30-SECOND PLAY CLOCK: The defense has 30 seconds to return the ball to the line of scrimmage after 
completion of the play. Once the ball is set, and the “ready” whistle is sounded, the offense has 30 seconds to snap 
the ball. The Line Referee will issue a 15 second warning and a 5 second warning


23. A ball carrier will be considered "tackled" when clearly touched by a defender with two hands, simultaneously, 
anywhere below the neck. Defenders may not take out a ball carrier's legs to "tackle" him. This is NOT a rough 
touch league, excessive shoving a ball carrier will result in an unnecessary roughness foul.  
Also, if any part of a ball carrier, other than his hands or feet, is touching the ground without being touched, a defender need only touch him with one hand to "tackle" him.  
If a ball carrier slips and falls, he can get up and continue, but if he was pushed by a defensive player, he is said to be down by contact and the play is dead.
23B. Stiff-arming by the runner IS allowed, however, there shall be no contact above the opponent’s shoulders nor shall there be excessive roughness in the stiff arm.  If you cock back and drill a guy in the chest or make any contact above the shoulders you will be penalized with a personal foul.  15 yards from the spot if beyond the line of scrimmage or 15 yards from the Line of scrimmage if the foul occurs behind the line of scrimmage, and repeat down.  As always, rough behavior is subject to ejections if deemed necessary.

24. There are no live fumbles, play stops when a loose ball hits the ground.  The only exceptions to this is during a snap to the QB or the Punter . If the ball hits the ground before reaching the QB or Punter, they may pick up the ball and continue play as long as they pick it up cleanly. If the ball touches the QB, Punter or other offensive player and then hits the grounds, the ball is dead.  During the snap, a ball caught that simultaneously touches the QB or Punter’s hands and ground will be a live ball and play should continue. If the ball stops well short or if it is snapped over the head or to the side and cannot be picked up in a single clean motion then the ball is dead.
Note - punts and kickoffs may be picked up off the ground by the receiving team.  If the ball hits a receiving player 
and then hits the ground it is dead or if a kicking team player touches the ball on the ground, it is dead.
Note – A ball CAN touch the ground and play WILL CONTINUE if the ball touches the ground while in full possession of a player.  (Example –Player A is running down the field and falls, untouched, to the ground.  The ball, firmly in possession in his arms, drags across the ground.  The player IS allowed to get up and continue play.)

Note- During the last 2 minutes of either half, the clock does NOT stop for a fumble.  If an errant ball gets away from the field of play, the ref should stop the clock to retrieve the ball but continue the clock on the ready whistle

25. The offense can keep a player, or players, in to block for the quarterback from the rush. On passing plays, the 
players may only block behind the line of scrimmage, once a block is initiated beyond the neutral zone (1 yard over 
the Line of Scrimmage) the offense must run the ball or suffer a downfield blocking penalty. Remember, everyone is 
eligible to receive a pass as long there is no downfield blocking.  Of course, downfield blocking by the offense is 
permitted on a passing play only after a ball is caught.

26. All blocking must be done with open hands and with arms away from the body. Additionally, the blocks must be 
between the shoulders and the waist. There will be no chop blocks or blocks to the head. Anyone lowering their 
shoulder or using their forearms will receive a  penalty 10 yards form the spot of the infraction and repeat down and could be ejected.   Excessive hits may be deemed by the referee to be a personal foul which is 15 yards and possible ejection

27. A. Bull-rushing is allowed. This is when a defensive player attempts to push back the offensive blocker in pursuit of the quarterback or during a punt. The rusher is not limited to merely running around or evading the blocker. 
HOWEVER, the rusher cannot get a running start of more than 2 yards at the stationary offensive player who is on the line of scrimmage.  There is no penalty for running into an offensive player who is in the backfield or moves to the side to initiate a block.  And as always, there can be no lowering the shoulder or use of forearms.  Even on a bull-rush the hands must be open and away from the body.

27. B. Defensive players may use hands and arms to push, pull, ward off or lift offensive players when attempting to reach the runner. Defensive players may not use hands and arms to hold or otherwise illegally obstruct an opponent..

28. No Bump and Run - There will be no contact (besides incidental contact) by the defensive team (including 
chucking) on the offensive receivers as they run their patterns -- off the line or at any time before the ball is thrown.  
Note –defenders may make contact in order to defend themselves from being blocked by receivers lined up within 3 yards on either side of the center (a 6 yard box). - but must release the Offensive player once is it clear the O player is not blocking and is releasing downfield for a pass – in other words, a d-lineman can give an interior lineman a push at first but cannot ride the receiver moving down field.

Contact after the ball is thrown is pass interference (See rule 40 for more detail on pass interference)  Also, a receiver may not initiate a block more than 1 yard beyond the line of scrimmage and then release for a pass, this is considered offensive pass interference, they may however, block behind the Line of Scrimmage and then release for a pass. 

29. Mid-field is sole, stationary, 1st down marker.  The Offense has 4 downs to cross mid-field and once over, 4 downs to score.  
On  plays where there is a change of possession (e.g. kick returns, punt returns, interceptions) if the team gaining possession crosses mid-field into their opponents territory and then crosses back over mid-field and are tackled, the Offense will be  considered eligible to gain a first down when they cross mid-field.

Example – Team A is kicking off and squib kicks the ball.  Team B player, on the return team, runs forward and picks up the ball on Team A’s 29 yard line and backward laterals the ball to another team B player who is then tackeld on Team B’s 32 yard line.  Result - Team B’s ball 1st down on the 32 and they have only 3 yards to gain a new 1st down.  It is NOT 1st and goal.

Note – When there is no change of possession, and the Offense starts their play already over the mid-field line and in their opponents territory, if they are tackled behind mid-field or a penalty brings them back across mid-field, no new 1st down can be obtained. 

29B. The defense shall line up no more than 10 yards from the Line of Scrimmage – if the snap occurs while any defensive player is more than 10 yards, this will be a penalized as defensive offsides

30. The ball must be snapped to a quarterback by a teammate and the ball must be on the ground when snapped. 
The quarterback can line up under center or in the shotgun. Either snapping in between the legs or from the side is 
OK.  There must be a definite ball exchange between the center and the quarterback where the quarterback 
establishes possession. Just touching the ball and letting the center maintain possession to initiate a run play is not 
an established possession by the quarterback.   Defense may not impede (by slapping, blocking, etc.) the 
exchange. This will result in an illegal procedures penalty. 5yds and repeat down

31. The ball can be hiked to anybody behind the line of scrimmage by a center. Whomever the ball is hiked to is 
considered the quarterback for that play. There can be silent hikes.

32. After the snap there will be a 3 Mississippi count, called out by the referee which should be approx 2 seconds long. After the count, defense player(s) can rush the quarterback. (See RULE #33 for blitzing).  
The defense does not have to wait for the 3-count and may rush immediately as soon as the quarterback pitches, 
laterals or hands-off the ball.  Remember, that if the QB fakes a hand-off or pitch and the defense crosses the Line 
of Scrimmage they will be charged with a blitz (or a penalty if the blitz is dead)

33. There will be one blitz allowed per series. If a defense blitzes they must wait until the Offense acquires a new first 
down for the blitz to become LIVE again. On a blitz, the defense can blitz ANY NUMBER of players and do not need 
to announce it. No blitzing on PATs or Punts
If a defender crosses the Line of Scrimmage before the ball is lateralled or handed off it is considered a blitz.

34.  A receiver need only have ONE foot (or any body part) in bounds when a catch is made to be a completed 
pass. A catch is an act of establishing player possession of a live ball in flight.  Loss of ball simultaneously to 
returning to the ground is not a catch.  A catch will be considered complete if a player establishes possession of the 
ball in flight and is forced out of bounds by an opponent, as long as the referee determines he would have otherwise 
landed in bounds.

35. If a player goes out-of-bounds, he can return to make a tag or a block but may not be the first to touch the ball. 
The penalty is loss of down if on the Offense and down over if on the Defense (ball placed at previous spot, no penalty yards)

36. A flagrant personal foul call can be levied even if a ball is un-catchable; assuming it is excessive intentional 
behavior/contact. The play will be brought back to the line of scrimmage and a 15-yard penalty will be assessed and 
could result in an ejection of the offending player. An automatic first down will also be declared if penalty is on the 
defense, if on offense then repeat down.

37. No player may rough touch or shove any player in the back in order to prevent a reception or interception. -- 
even after any player touches the ball -- in hopes of jostling the ball free. This is treated as a live ball unnecessary 
roughness foul. This is not a pass interference penalty since it occurs after the receiver makes contact with the ball.  A player may swipe at the ball or arms of the receiver in order to break up a pass as long as the contact is not considered excessive.

38. One player can go into motion prior to the snap, but this must be side to side. It is an illegal motion (live ball) 
penalty if a player is moving toward the line of scrimmage at the time of the snap. It is an illegal shift penalty (live 
ball) if two (2) or more players are moving at the time of the snap.

39. A player may NOT grab a jersey with one hand, in an attempt to make a tag, and then tag with the other; it is a 
10-yard penalty from the spot of the foul and repeat of down.

40. Defensive and Offensive pass interference penalties can only be called when the pass is ruled "catchable". There must be contact for interference to be called, there is no penalty for face guarding.
Defensive Pass Interference will result in the ball being placed at the spot of infraction plus repeat of down. Offensive pass interference will result in a 10-yard penalty from the line of scrimmage and repeat of down. Either could result in an ejection at the referee's discretion.
Offensive pass interference by a Team A player beyond the neutral zone during a legal forward pass play in which a forward pass crosses the neutral zone is contact that interferes with a Team B eligible player. It is the responsibility of the offensive player to avoid the opponents.
Defensive pass interference is contact beyond the neutral zone by a Team B player whose intent to impede an eligible opponent is obvious and it could prevent the opponent the opportunity of receiving a catchable forward pass.
Further Clarification of Pass Interference Rules

 Pass Interference by Either Team

It is pass interference by either team when any player movement beyond the line of scrimmage significantly hinders the progress of an eligible player of such player’s opportunity to catch the ball. Offensive pass interference rules apply from the time the ball is snapped until the ball is touched. Defensive pass interference rules apply from the time the pass is thrown until the ball is touched.

 

Actions that constitute Defensive Pass Interference 

· Not Playing the Ball - Contact by a defender who is not playing the ball and such contact restricts the receiver’s opportunity to make a catch.

· Playing thru the back - Playing thru the back of the receiver in an attempt to make a play on the ball

· Arm Grab - Grabbing a receiver’s arm(s) in such a manner that restricts his opportunity to catch a pass.

· Arm Bar - Extending an arm across the body of a receiver thus restricting his ability to catch a pass, regardless of the fact of whether or not the defender is playing the ball.

· Hook and Turn - Hooking the receiver in an attempt to get the ball in such a manner that it causes the receiver’s body to turn prior to the ball arriving.

· Cut Off - Cutting off the path of receiver by making contact with him without playing the ball.

Not Defensive Pass Interference

· Incidental contact by a defender’s hands, arm or body when BOTH players are competing for the ball, or neither player is looking for the ball. If there is any question whether contact is incidental, the ruling shall be no interference.

· Inadvertent tangling of feet when both players are playing the ball or neither player is playing the ball.

· Contact that would normally be considered pass interference, but the pass is CLEARLY uncatchable by the involved players.

· Laying a hand on a receiver in an attempt to make a play on the ball that does not restrict the receiver.

· Contact by a defender who has gained position on a receiver in an attempt to catch the ball.

Actions that constitute Offensive Pass Interference 

· Blocking downfield by an offensive player prior to the ball being touched.

· Initiating contact with a defender by shoving or pushing off thus creating separation in an attempt to catch as pass.

· Driving thru the defender who has established a position on the field.

 

Not Offensive Pass Interference

· Incidental contact by a defender’s hands, arm or body when BOTH players are competing for the ball, or neither player is looking for the ball. If there is any question whether contact is incidental, the ruling shall be no interference.

· Inadvertent tangling of feet when both players are playing the ball or neither player is playing the ball.

· Contact that would normally be considered pass interference, but the pass is CLEARLY uncatchable by the involved players.

Pass Interference Notes

· If there is any question whether Player contact is incidental, the ruling should be no interference.

· Defensive players have as much right to the path of the ball as eligible offensive players.

· Pass interference for both teams ends when the pass is touched.

· There can be no pass interference at or behind the line of scrimmage or if the pass does not cross the neutral zone. 


41. Any down field blocking on a forward pass that crosses the line of scrimmage will give the defense the option of the result of the play or the assessment of a 10-yard penalty, from line of scrimmage, and repeat of down. Of course, blocking by the offense is permitted downfield on a passing play only after a ball is caught beyond the line of scrimmage.  Note – downfield blocking is allowed before the catch is made on pitches forward and screen passes as long as they are caught behind the line of scrimmage.

42. If a defender(s) crosses the line of scrimmage before the three count, the defense will be charged with a blitz. If 
the blitz has already been used in this series, the defense will be assessed a five-yard penalty. The offense can 
choose to decline the penalty and take the result of the play.

43. Should the defense commit a penalty and the penalty yards bring the offense over the 1st down marker, the offense has the option of accepting penalty, with or without the distance being enforced.

44. Holding or any form of illegal contact (by the offense or defense) will result in a 10-yard penalty with a repeat of 
down if on Offense and repeat of down if on Defense

45. Laterals (backward passes) are allowed at any time.


46. A forward pass thrown from beyond the Line Of Scrimmage (LOS) is illegal. The defending team has the option to take the “live” ball foul, a penalty (5 yards and loss of down) or the result of the play. You may not lateral back to someone behind the line of scrimmage once you've crossed it and have that person throw a forward pass. Nor can you step over the line of scrimmage and go back behind it and pass. Remember, there is only one forward pass allowed per play.    Note –the penalty for a forward pass beyond the line is to be enforced from the spot where the ball is released when the passer's entire body and the ball are beyond the line of scrimmage. This includes either when the passer is airborne or touching the ground. In other words, it is a LEGAL pass if the front foot is over the LOS and the back foot is behind the LOS

47. Intentional grounding occurs when the quarterback releases the ball in an attempt to avoid a sack with no 
receivers in proximity. This is considered an illegal forward pass which is a five-yard penalty, assessed from spot of 
the pass and loss of down. Unlike the NFL, there is no "tackle box," therefore this penalty can occur from sideline to 
sideline.

48. The QB may quick spike the ball immediately upon taking the snap (from under center or from the shotgun 
formation during any down in the last two (2) minutes of each half. This is defined as a "quick spike" and is not 
intentional grounding. The ball will remain on the same line of scrimmage as if it were an incomplete pass and the 
clock will be stopped. If the defense blitzes on what is an immediate quick spike, it will be up to the discretion of the 
referee as to whether or not a blitz occurred at any point before the QB
released the ball.

49. The offensive team has four downs to get a first down or score a touchdown. A first down is achieved by 
advancing the ball across the mid-field line. A player in possession of the ball may jump, dive and/or crawl to 
advance the ball. A player may also extend the ball forward to gain yardage. In all cases the foremost point of the 
ball at the time of the “tackle” determines the forward progress spot.  It is not necessary for the player to have any 
part of his body in the end zone or across the midfield line to score a touchdown or extra point(s) or to gain a first 
down.

50. Point After Touchdown (PAT) - After a team scores, they have the choice of going for a one- or two-point 
conversion. The one-point attempt will take place from the five-yard line and the two-point attempt will be from the 
ten-yard line.  Once the line of scrimmage is set by the ref, if the offense decides to change, they must call a time-out (if they have no time-outs a 5 yd delay of game penalty can be incurred and the offense can switch their choice.)
Note – all defensive penalties on a PAT (including defensive pass interference in the end zone) are marked half the distance to the goal line.  After a penalty is called, the offense can switch going for 1 or 2 WITHOUT calling a time out.  Example, offense goes for 1 from the 5 yd line.  The offense does not score the try but Defensive pass interference is called.  The offense now has the option of going for 1 from the 2.5 yd line or for 2 from the 5yd line.

51. NO blitzing on PATs, Regardless if a team has used its blitz or not on the series.

52. Intercepted PAT's can be run back. If the defending team intercepts a pass and runs the ball all the way back, 
they will be awarded TWO points, regardless of what the offense was trying for -- and, the team originally 
making the PAT attempt will have to kick off, not the team that ran back the PAT.
If an intercepting player goes into the endzone trying to avoid being tagged and is tackled in the endzone a safety is 
declared and 1 point or 2 points are added to the opponent’s score depending on what the Offense was going for. 
This includes a play where the interception was caught in the endzone and the interceptor comes out of the 
endzone and goes back in.

53. It is illegal if a team has too many men (7) on the field after the snap , live ball foul, 10 yard penalty and repeat 
of down if accepted.( Illegal participation)

54. False Start, Definition:  After becoming set, it is a false start (dead ball) penalty if an Offensive player moves 
before the snap or any offensive player makes any movement that simulates action at the snap.

NOTE: if a defensive player is in the neutral zone at the time of the false start or offensive offsides, the ball is 
declared dead and a defensive offsides penalty is declared.

55. Defensive offside occurs when any defensive player enters the neutral zone prior to the snap. This is a live ball 
foul.  No unabated to the QB rule exists.


56.  Offensive encroachment occurs when any player is over the line of scrimmage when the ball is snapped.  The whistle will blow immediately declaring the play dead.

57. Kickoffs are from the 20-yard line and MUST BE PLACE KICKED from tee or while being held on the ground by a teammate in the proximity of the center of the yard line. Any kick that lands between the restraining lines is “live” and may be advanced. If a kickoff travels out of the end zone or goes out of bounds after crossing the goal line, the ball 
will be placed on the 15-yard line. A ball downed in the end zone will be placed on the 15-yard line.  It is a touchback if a kickoff or punt touches the ground in the receiving team's end zone before being touched by a player of the receiving team

58. If a kickoff goes out of bounds untouched before reaching the end zone, the receivers have the choice to have 
the ball placed on their 30-yard line or where the ball goes out of bounds.  

59. A neutral zone of 15 yards, on kickoffs, will be recognized. The receiving teams restraining line is midfield (35-
yard line) assuming no succeeding spot penalty.  The receiving team must keep at least 2 players within 5 yards of 
the restraining line, that is between the 35 and 30.

60. Any player(s) crossing their restraining line before the kick will be flagged for offsides. This is considered a "live" 
ball foul and if accepted, a five-yard penalty will be enforced on the rekick.

61. Blocking is allowed on kickoffs and punt returns -- keeping within the strict guidelines for blocking – arms 
outstretched between the head and waist, no shoulders or forearms.
62. Loose balls touched by the kicking team are dead at the spot but it is still the receiving team’s ball. If a ball is touched by a member of the kicking team before it reaches the receiving team’s restraining line, the ball will be placed at the spot of the touch

63. A team may choose to punt at any time -- but you cannot throw a punt, it must be kicked out of hand. A snap IS 
mandatory.  The receiving team must have a minimum of 2 players on the Line of Scrimmage at the time of the kick. 
The receiving team cannot blitz the punter, however they can rush the punter after the three Mississippi count. 
There will be no movement downfield by either team until the ball is punted. A punt may be advanced out of the 
endzone. You cannot fake a punt. If a team declares they want to punt and then decides to go for it instead, a timeout must be used to declare the switch. If the team makes a switch and they have no time outs left, it is considered a delay of game penalty in which the ball is spotted back five yards. Then the team can declare the switch.
Note – Snaps to the punter follow the same rule as to the QB – see Rule 24. It is a touchback if a punt touches the ground in the receiving team's end zone before being touched by a player of the receiving team

64., If either team recovers a blocked punt in behind the line of scrimmage, it can be advanced. If a blocked punt 
hits the ground beyond the line of scrimmage, it can be advanced only by the receiving team.

65.   A PUNT ,TOUCHED BY ANY MEMBER OF THE KICKING TEAM  ,THAT CONTINUES TO MOVE, IS 
CONSIDERED A “LIVE” Ball AND MAY BE PICKED UP AND ADVANCED BY THE RECEIVERS

66. If the receiving team commits a penalty during a down on which a punt has been declared, the kicking team may 
choose to accept the result of the play or accept the penalty. If the kicking team accepts the penalty, they may 
choose to run a play from scrimmage or to punt. Whatever their choice, the kickers will not be charged with a 
timeout (nor delay of game penalty if there are no timeouts remaining).

67.  If a kick or punt hits the ground and touches a receiver, that player is the only one who can catch the muff and 
advance. If subsequent to the muff the ball hits the ground or is caught by any other player the ball is dead and is 
placed at the furthest spot from the LOS, either spot of initial muff or final dead ball spot.  If a kick that is muffed by a receiving team player and is caught in the air by the kicking team, remains the receiving teams ball at the spot.

68. INADVERTENT WHISTLE:
During a normal down, or during a down in which the penalty for a foul is declined, if an inadvertent whistle occurs 
while:

a). A legal forward pass or snap is in flight, or during a legal kick, the down shall be replayed.

b). The ball is loose following a backward pass, fumble, illegal forward pass or illegal kick, the team last in 
possession may choose to put the ball in play where possession was lost or replay the down.

c). The ball is in player possession, that team may choose to accept the play at that spot or replay the down.

If an inadvertent whistle occurs during a down in which a foul occurs prior to the inadvertent whistle,  and the 
penalty is accepted, the inadvertent whistle is ignored.

69. If the situation presents itself, a team can declare they are taking a knee to run out the clock. In this case, the 
quarterback must take the snap and touch his knee to the ground immediately. There are no fakes after the "taking 
a knee" declaration to the officials. The play is over when the person with the ball touches his knee to the ground. 
He does not have to be touched by the defense. The defense cannot attempt to strip or punch the ball loose.

70. GAME CLOCK AFTER EXTRA POINT TRY.  Following an EXTRA POINT attempt, the SCORING (kicking) team has 60 seconds within which they must kickoff to the receiving team. However, the SCORING (kicking) team may kick the ball in under that allotted time.  In this way, the offense determines the start of play assuming they do not go past 60 seconds (delay of game, 5 yards). As with the 30-second play clock, the SCORING (kicking) team must wait for the official's "ready" whistle after the ball has been set.

71. Remember, better that a referee should miss a tag than to call one he didn't see because he was 
blocked from view so play until you hear the whistle-- even if it appeared the player may have been tagged. 
Refs are going by their best judgment on a lot of these calls and harassing them may get you ejected...permanently. 
Only the coach or captain can maturely question the referee's judgment without repercussions.


72. Roughing the passer is 15 yards from the end of the play or LOS and it is defined as – ANY contact by a defender’s arms to the passer’s throwing arm while the passer is in the act of throwing a forward pass.  If a Passer’s arm follows thru and hits the defender in the head chest or legs, it will NOT be roughing

Also – any contact made to a Passer’s head or any rough tag will be considered roughing

73. Safeties are allowed. They are two points and the team who scored the safety receives the ball on a kickoff... A safety is also scored when the offensive team commits a penalty in the end zone. The safety kickoff alignment is the 
same as a regular kickoff. The ball may be place kicked (from tee or while being held on the ground by a teammate) or punted in the proximity of the center of the yard line. This is considered a free kick.
Examples of Non-Safety: 

(a) Player intercepts a pass or receives a kick or punt with both feet inbounds in the field of play and his momentum carries him into his own end zone and is then “tackled . Ball is put in play at spot of catch. 
(b) Player intercepts a pass in his own end zone and is tackled in the end zone while attempting to run out of the end zone. Impetus came from passing team, not from defense. (Touchback) 
 
74. General referee alignment. One referee will stay in the proximity of the line of scrimmage, call out the count, and be responsible for all calls in that area. The other official will be down the field and be responsible for the calls in his area. There may be additional referees added for playoffs and will divide the field accordingly. The official's ruling is final. If he doesn't see it, it didn't happen.

75. SIDELINES: All players and coaches must stay approximately 10 yards from the goal line. All coaches are 
responsible for keeping all spectators 5 yards from sideline. Anytime a coach enters the playing field to question a call a time-out will be assessed. If a coach requests a timeout to question a rule and the rule is not changed, the team is charged with a timeout or assessed a five (5) yard delay of game penalty if no timeouts are left. All coaches should have garbage bags to clean up their sidelines before leaving the field. Leaving garbage on the field will result in a $50 fine, which must be paid before the next week's game or the team will forfeit until they pay fine.

Summary of Penalty yardage
1. Illegal block - lowering the shoulder or use of forearms, blocking on passing plays before the ball is caught, offensive player crossing the line of scrimmage to initiate a block on a non-running play and offensive holding are 10 yard penalties enforced from Line of Scrimmage (LOS) or from the spot of foul if beyond the Line of Scrimmage.  
2. Personal Foul (blocking above the shoulders, clipping, blocking below the waist) - 15-yards repeat down if On O 
and Automatic 1st down if on D
3.Illegal motion, illegal shift - 5 yards from line of scrimmage repeat down
4.Illegal contact by defense (including chucking)- 10 yards from line of scrimmage repeat down
5.Delay of game - 5 yards repeat down, stop clock. during last 2 minutes of each half.
6. Defensive pass interference - spot of foul and repeat of down.
7. Offensive pass interference - 10-yard penalty. From line of scrimmage and repeat down
8. Offsides and False starts - 5 yards
9. Illegal formation (defense not within 10 yards of line of scrimmage) - 5 yards
10. Unsportsmanlike penalty - 15 yard penalty automatic 1st down and warning
11. 2nd unsportsmanlike penalty on the same player - 15 yard and automatic ejection from the game. ADDITIONAL 
PENALTIES WILL BE ASSESSED AT THE DISCRETION OF THE REFEREE/LEAGUE OFFICIALS (See Conduct).
12. Illegal forward pass - 5 yards, from spot of pass, and loss of down.
13. Kickoff goes out of bounds - ball placed at 30 -yard line or spot it goes out of bounds (receiver's choice).
14. Roughing the passer - 15 yards added on to the end of the run OR FROM LOS (if incomplete pass or sack) 
AND an automatic first down is declared.
15. Illegal participation - 10 yards from line of scrimmage
16. Illegal Touching of the ball– On Offense los of down, on Defense, replay down - ball placed at previous spot, no penalty yards
17. Holding the runner to make a tag - 10 yards from "end of run" and repeat down
18. Stripping the runner - 10 yards from "end of run" and repeat down
19. Illegal Substitution – 5 yards and loss of down if on O and repeat down if on D
20.  Illegal procedure – 5 yds and repeat down
21. Unfair acts - any action not specified in rules and/or deemed actions that make a travesty of the game. Penalty - 
referee can award any penalty he sees fit, including a score.
22. All other penalty yardage assessments will be issued at the referees' discretion.
Foul on Last Play of Half or Game On a foul by defense on last play of half or game, the down is replayed if penalty is accepted.  On a foul by the offense on last play of half or game, the down is not replayed and the play in which the foul is committed is nullified.  Exception: Fair catch interference, foul following change of possession, illegal touching. No score by offense counts.
ONLY OFFENSIVE PENALTIES THAT HAVE A LOSS OF A DOWN

Illegally handing ball forward [also loss of five yards]

Intentionally throwing backward pass out of bounds [also loss of five yards] 

Illegal forward pass by Team A [also loss of five yards] 

Intentionally grounding forward pass [also loss of five yards]

Forward pass illegally touched by player out of bounds (ball placed at previous spot, no penalty yards)
Conduct
There will be absolutely zero tolerance for unsportsmanlike conduct. Anyone who engages in unsportsmanlike 
conduct, as defined below, may disqualify his team and his chances for resuming play this or any season. A player 
who throws a punch may be suspended for the entire season. 8 regular season games (which can overlap seasons) 
and you are ineligible for the playoffs in the season in which the punch was thrown.   Verbally abusing/threatening refs may result in multiple game suspensions.
Coaches are alerted to the fact that they should not bring a potential problem player onto their team. These players 
tend to show themselves more than once during the course of a season and will adversely affect your team's 
chances for success. Avert the problem, don't sign him. This is meant to be a friendly league. We will let no one 
player or one team jeopardize our good-natured, recreation pursuits of the league, our use of fields and insurance 
privileges.
Unsportsmanlike conduct is any conduct that is not contingent to the game. Any participant of a fight will 
unquestionably be expelled from the game. It will be up to the referee as to whether or not that player is to return the following week, or any game thereafter (upon consultation with league management). If a precipitator can be 
determined, he will be ejected. If not, both players will be automatically ejected. Any player ejected from a game is to leave the field property entirely or the team will suffer a forfeit .  Any played ejected from a game for any reason will be suspended for the following week’s game.  A referee and league officials can hold a team 
accountable (in the form of forfeit) for any unsuitable actions taken by the player after he is ejected.
The second player from the same team engaged in a second fight will automatically be ejected for that game plus 
the following game. It will be up to the discretion of the official whether or not a team should be held accountable for the actions of the second ejected player by levying a team forfeit of the current game.
A major responsibility of the refs is to watch out for cheap shots. This will lead to an automatic ejection. Anyone 
developing a reputation for committing cheap shots or any chronic conduct violation will be monitored closely by the league and will probably not finish the season.
The referee can request a mandatory forfeit for a subsequent week of any team engaging as a whole or majority in 
unsportsmanlike actions. This can only be upheld, however, after consultation with league management. The same 
rules apply for any verbal assault on a referee.
The only players allowed to question the call of an official is be the coach or the designated captain. All else are 
subject to ejection for all or part of a game at the ref's discretion. The preface of any confrontation with a referee 
must be to ask for an explanation of a rule or a call -- not to chastise the official.
This is not a "rough touch" league. However, if you feel you were unjustly rough-touched, you may not confront the accused offender to express your displeasure. All calls by the officials are final. If the official does not call a penalty for a rough touch, there was none in the eyes of the league.
Harassing verbal confrontation will also not be tolerated. It will be up to the official whether or not language is fight provoking and if action need be taken. Any player abusive in this manner may be asked by the official to sit out the remainder of the half. If this persists, he may then be asked to leave the game by the official. Trash talking is discouraged as it could be considered fight-provoking behavior. Appeals may be made to league management. Appeals may be made of rulings only, not an official’s on-field call. Do not call league officials to complain of a particular call by a referee (other than a rule interpretation). All calls by officials are final and will not be overturned by league management.
If a possible rule misinterpretation directly affects the outcome of the game, a protest may be filed in the following 
manner: 1) Coach informs Head Referee immediately (before next play) of the protest 2). Head referee will note the exact conditions at the time of protest, including time, team in possession, spot of ball, down, distance and reason for the protest. He will obtain signature of both coaches signifying agreement. 2) Coach & Head Referee call league office and a decision will be rendered by the league office as early in the following week as possible. Upheld protests will be played at a time and place designated by the league office from the point in the game when the protest was declared with conditions as defined in sentence 2) above. Remember, a protest cannot be lodged for a judgment call. All decisions are final and not subject to appeal.
Requests to amend a rule may also be made to league officials and will be decided by league Management... No 
rules will be amended on game day.
***Have a rule question? E-mail it to jerseyfootball@optonline.net and we will get back to you with a response to any intelligent questions. ***
