2024 NOC Flag Football 4th-6th Rules

TEAM FORMATION

4" through 6™ Grade:

Returning teams may keep players from their roster the previous season. The coach
must get a protection form filled out by all parents because parents may choose to put
their player in the draft.

All coaches NEW and RETURNING must attend the draft because they may have to draft
some players. For instance, if they are returning 10 players but the numbers work out to
where every team needs 12, they will need to draft the remaining 2 players to make
teams even in roster size.

All new teams will be drafted.

How many players a team returns, those will be considered their first picks. For
instance, if a team returns 6 players, they will begin drafting in the 7" round.

A Head Coach for a new team may protect two players. Coaches MUST protect their
own children.

o The first protected player will be considered that teams 2™ round draft pick.

o The 2" protected player will be considered that teams 4" round draft pick.

o A protected player MUST have the Protected Player Sheet filled out and signed
by that players parents. A coach cannot just protect any player he/she wants.
Parents must agree.

Any player who does not attend the combine will be considered a “hat pick” player and
will not be drafted but will be assigned a team at random by the NOC. Protected players
do not have to attend the combine.

All teams may be assigned players to a maximum team size of 12 players up until the
registration deadline.

The NOC reserves the right to let a team protect more players if they are from a different
community to make it easy for practice. For instance, if a team of 10 players from Paul’s
Valley wants to play together, we may let them so that it does not present a burden on
parents for practice travel.

The NOC is seeking to have teams have similar number of players and coaches are
required to participate in this.

Draft order will be done by a draw on the night of the draft.

GAMEPLAY

1. Coin Toss: Initial possession will be determined with a Coin Toss. A Coach and at least one
player must attend the coin toss.

2. Game Length: Games will consist of two 20-minute halves with a two-minute half time.

- Clock will continue to always run except for a time out or stoppage by the official for
injury. Clock will ONLY stop by timeout, injury, or officials discretion.



3. Timeouts: Each team gets two timeouts per half.

4. Players: 7 players on the field at a time per team. 5 players are required for a game to start.
5. Team Size: Teams may have no more than 12 players unless approved by the NOC.

6. Bad Snaps: Play continues if the ball hits the ground on a snap.

7. Fumbles: Play is dead if a player fumbles and ball is spotted at spot of fumble.

8. Downed Player: Play is dead if a ball carriers knee hits the ground.

9. Lost Flag: If a ball carrier’s flag falls off, play is dead at that point.

10. Play Clock: Each team will have 30 seconds to snap the ball.

11. First downs: Offense has 3 plays to get inside the 20 yard line. Once inside the 20, they have
4 plays to score.

OFFENSIVE RULES
1. Offense must have at least one player on each side of center.

2. Motion — Only one player may be in motion and he/she must be at least 1 yard off the Line of
Scrimmage (LOS) and may not be going forward.

3. There are NO handoffs, laterals, or backward pass/pitches. No double passes.
4. Shovel passes behind the LOS are allowed.

5. Charging — All ball carriers must make an attempt to avoid contact with the defense. No use
of a Stiff Arm.

6. Blocking — No blocking is allowed.

7. Eligible receivers — All players are eligible except the center.

8. Centers — Must snap the ball to the QB. Ball does not have to travel between the legs.
Center is not an eligible receiver. Coaches are not allowed to only play a player at center the

whole game. This player must also play some receiver or on defense.

9. Pass Clock — The QB is allowed 5 seconds to throw the ball. Not meeting this requirement
will result in a loss of down and the ball placed back at the LOS.



10. Beginning an offensive series will always start the ball on the 40.
11. No diving or jumping is allowed by the offensive ball carrier. Spin moves are allowed.
12. Flags must be worn on the hips.

13. No punting or kicking.

DEFENSIVE RULES
1. Rushing the Passer: No rushing the passer.

2. Flag Pulling: Ball is down at the point a player has his/her flag pulled or if a flag falls off. If a
flag falls off prior to a player receiving the ball, this player is still an eligible receiver and ball will
be placed down at the point of the catch.

3. Stripping the ball —is not legal.

4. Interceptions — Cannot be returned. Interceptions result in a turnover and the ball placed at
the 40 yard line.

5. Press Coverage — Players may utilize press coverage on receivers. Defender may line up on
LOS and initiate contact on a receiver whin 5 yards. One the ball is in the air no contact is
allowed. (THIS RULE ONLY APPLIES TO 5™ AND 6™ GRADE. NOT 4™)

COACHES

1. Only one coach may be on the field per team.
2. Defensive coaches must be at least 20 yards from the LOS at the time of the snap.
3. Offensive coaches on the field must cease talking to his players once the ball is snapped.

4. All coaches on the sideline may give out instructions at anytime.

EQUIPMENT

1. Jerseys: Official jerseys must be worn during gameplay.
- Teams may provide their own jerseys or use the NOC provided jerseys.
- Jerseys must be tucked in.
- Home team wears dark color jersey, Away team wears white jersey.



2. Flags: Teams must use NOC provided flags.
- Flags must be worn on the hips.

3. Shoes: No metal cleats are allowed.
4. Accessories: No metal braces, watches, necklaces, or earrings may be worn.

5. Ball: 4" grade must use a Pee-wee size football. 5" and 6™ must use a Junior size football.

FIELD
1. Regulation width. Offense will start 40 yards from the goal line.

SCORING
1. Touchdown = 6 points

2. Point After Touchdown: Teams may go for 1 or 2 points.
- 1 point is spotted at the 5 yard line
- 2 point is spotted at the 10 yard line.
- Defense cannot score on PAT

3. Safety = 2 points.

Mercy Rule
1. After one team is winning by 28 points, the score is frozen, but play will continue through
regulation but no more points are added.

- The team that is ahead by 28+ points may not call timeouts.

Ties/Overtime
1. During the regular season, there is no overtime. A tied game at the end of regulation will be
determined to be a tie.

2. During the playoffs we will play by the following OT rules in the event of a tied game.
- New Coin Toss. Winning team may elect to start on offense or defense.
- Each team gets a possession in each overtime.
- Play will be done as PAT. Teams may choose to go for 1 or 2. OT’s will continue until
winner is determined.
- Beginning in the third OT, teams MUST go for two.
- There are no time-outs



PENALTIES
1. Referees may determine incidental contact and not call a penalty.

2. Only the head coach may talk to an official about a call. No players or assistant coaches.
3. Games may not end on a defensive penalty unless the offense declines it.
4. All penalties are 5 yards from point of infraction except the following:

- Ball is within 5 yards of goal line, then it is half the distance.

- Offensive penalty from the starting 35 yard line, then it is loss of down.

- Defensive Penalties, then it is 5 yards plus replay down.
5. Flag Guarding: Blatant attempt by the ball carrier to obstruct the defender’s access to the
flags by stiff arm, or intentionally covering the flags with body or jersey.

- Does not apply to natural running motions that do not affect the play.

6. Referee has the authority to remove any player for repeated unnecessary roughness or
unsportsmanlike conduct.

7. Referee has the authority to remove any coach or spectator for unsportsmanlike conduct.
- 1" offense leads to a one game suspension.
- 2" offense leads to suspension for the rest of the season.

8. Spectators must be a minimum of 10 yards from the field of play.

9. Coaches are not allowed to film other teams to “scout”.



