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List of  Changes - release 2.4 (Oct 2008) 

Paragraph Subject Details 

1 Overview The rules described in this book are the only way IFL games will be officiated 

6 Spots After touchback: starting on 15 yards line. 

13 Field dimensions Length: only 60 y (not 60 or 80).   Width: 40 y 

29.2 Coin toss The winner of  the coin toss is allowed to defer 

44-45 Offside and Foul Start Corrections regarding dead/ live ball fouls on situations at the snap (off  and def). 

47 Forward Pass The PENALTY of  Touching a pass after crossing out of  bounds was added 

54 Scoring after TD To gain one point, the offensive team must execute a successful kick (like field goal). 

55 Safety After safety, the team that absorbed the safety will punt from the 10 yard line 

57 Kick off Kick off  will take place after scoring 

57 Kick off Onside kick is legal, and the teams can play on it! 

59 ð 63 Free Kick and Scrimmage 
Kick 

Wide expanding about various kicks, rules regarding kicking team and receiving team 

App A Def. pass interference Correct spot of  the ball 

App A  Penalties The foul "grasping face mask" erased from the list  

App C Field dimensions New draw of  the field has been added 

App D Officials position The chard was replaced because of  field dimensions 

 
List of  Changes - release 2.5 (Nov 2008) 

Paragraph Subject Details 

31 Timeouts Only a player on the field can call a team timeout 

57 Kick off Kick off  will be from 10 yard line  

 
List of  Changes - release 2.6 (Jan 2009) 

Paragraph Subject Details 

34 Game clock Stoppage 
and resume 

The game clock will start when the ball is set for the play except within the last two 
minutes of  each half 

 
List of  Changes - release 2.7 (Feb 2009) 

Paragraph Subject Details 

Section E 
+ App. D 

Official duties and 
Position Draw 

Update Responsibilities and duties of  Head linesman and Line judge+ Umpire 
position during Free Kick formation 

 
List of  Changes - release 3.1 (Oct 2009) 

Paragraph Subject Details 

29 Coin toss There is no need to call captains at the beginning of  second half, unless the winner 
of  the coin toss elected to defer  

34 Game clock Clarify explanations about the cases when game clock will start (at the set on at the 
snap) regarding the situation and when to resume clock after two minutes warning. 
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Section A : Introduction  

1. Overview 

This document defines the game rules for the IFL. 

The rules are designed to make the games as sportsmanlike, playable, continuous, fun and easy to 
officiate as possible.  

The rules described in this book are the only way IFL games will be officiated. No other document or 
prior knowledge of  an individual or group will be applied as a basis to decide on any occasion. 

When a situation on the field requires a ruling that this book does not provide the final answer, the head 
referee will make the call according to his best judgment and will report the issue to IFL ruling 
committee in order to alter the rule book for future use. 



6 
IFL Game Rules ð Release 3.1 

Section B : Definitions 

2. Officiating terms 

Approved ruling: An official decision on a given statement of  facts. It serves to illustrate the 
actual application of  the rules. If  there is a conflict between the official rules and approved rulings, 
the rules take precedence. 

Officialõs signal: The sign [x] in this rules book refers to the Official Football Signals [1] through 
[47] listed in appendix B. 

Foul: A rule infraction for which a penalty is prescribed. 

Flagrant Foul: A rule infraction so extreme or deliberate that it places an opponent in danger of  
catastrophic injury.  

Violation: A rule infraction for which no penalty is prescribed and does not offset the penalty for 
a foul. 

Penalty: A result imposed by rule against a team that has committed a foul and may include one or 
more of  the following: loss of yardage, loss of  down, automatic first down or disqualification. 

3. Field area and Lines 

The Field: The area within the limit lines and includes the limit lines and team areas, and the space 
above it. 

Field of  Play: The area within the boundary lines other than the end zones. 

End Zones: The areas at both ends of  the field between the end lines and the goal lines. The goal 
lines and goal line pylons are in the end zone, and a teamõs end zone is the one it is defending. 

Goal Lines: Each goal line is part of  a vertical plane separating an end zone from the field of  play. 
A teamõs goal line is the one it is defending.  

Restraining Lines: A restraining line is part of  a vertical plane when a ball is touched or is in 
possession. The plane extends beyond the sidelines. 

Yard Lines: A yard line is any line in the field of  play parallel to the end lines. A teamõs own yard 
lines, marked or unmarked, are numbered consecutively from its own goal line to mid field. 

Inbounds Lines (Hash Marks): Where there are actual lines indicated on the filed: The two 
inbounds lines are 15 yards from each sidelines inside the field of  play, parallel to the sidelines. 
Where there is no physical marking: The imaginary line that splits the field crosswise to three parts 
(15 y on the left side, 10 y in the middle and 15 y on the right side) according to the diagram on 
appendix C.  

Out of  Bounds Lines: The area enclosed by the sidelines and end lines is òin bounds,õõ and the 
area surrounding and including the sidelines and end lines is òout of bounds.õõ 

4. Team and Player Designations 

Teams A and B: Team A is the team that is designated to put the ball in play, and it retains that 
designation until the ball is next declared ready for play. Team B designates the opponent. 

Offensive and Defensive Teams: The offensive team is the team in possession or the team to 
which the ball belongs; the defensive team is the opposing team. 
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Player: Any one of  the participants in the game who is not a substitute or a replaced player and is 
subject to the rules when inbounds or out of  bounds. 

Squad Member: A squad member is part of  a group of  potential players, in uniform, organized 
for participation in the game. 

Kicker: Any player who punts, drop kicks or place kicks. He remains the kicker until he has had a 
reasonable time to regain his balance. 

Holder: A player who controls the ball on the ground or on a kicking tee. During a scrimmage-
kick play, he remains the holder until no player is in position to make the kick or, if  the ball is 
kicked, until the kicker has had a reasonable time to regain his balance. 

Lineman: Any Team A player in one of  the following positions is a lineman. (1) A player legally 
on his scrimmage line when the ball is snapped. An interior lineman is any Team A player legally 
on his scrimmage line and positioned between the end Team A players who are also on the line of  
scrimmage at the snap. An ineligible pass receiver of Team A is òon his scrimmage lineõõ at the 
snap when he faces his opponentõs goal line with the line of his shoulders parallel thereto and his 
head breaking the plane of  the line drawn through the waistline of  the snapper. (2) An eligible pass 
receiver of Team A is òon his scrimmage lineõõ at the snap when he faces his opponentõs goal line 
with the line of  his shoulders approximately parallel thereto and his head breaking the plane of  the 
line drawn through the waistline of  the snapper. (3) A Team A player also is a lineman when, after 
the ball is ready for play and the snapper touches or simulates (hand[s] at or below his knees) 
touching the ball, his head breaks the plane of  the line drawn through the waistline of  the snapper. 

Back: Any Team A player whose head or body does not break the plane of  the line drawn through 
the rear-most part, other than the legs or feet, of  the nearest Team A player (except the snapper) 
on the line of scrimmage when the ball is snapped. A lineman becomes a back before the snap 
when he moves to a position as a back and stops. 

Passer: The player who throws a legal forward pass. He is a passer from the time he releases the 
ball until it is complete, incomplete or intercepted or he moves to participate in the play. 

Runner: A player in possession of  a live ball or simulating possession of  a live ball. 

Snapper: The player who snaps the ball. He becomes the snapper when he assumes his position 
and touches or simulates touching the ball. 

Substitute: A legal substitute is a replacement for a player or a player vacancy during the interval 
between downs. A legal incoming substitute becomes a player when he enters the field. 

Replaced Player: A player who participated during the previous down, has been replaced by a 
substitute and has left the field. 

Player Vacancy: A player vacancy occurs when a team has fewer than 8 players in the game. 

Disqualified Player: A player who is declared ineligible for further participation in the game. 

5. Ball Conditions, Downs, Ball Possession 

Live Ball: A ball in play. A pass, kick or fumble that has not yet touched the ground is a live ball in 
flight. 

Dead Ball: A ball not in play. 

Loose Ball: A live ball not in player possession during: (1) A running play. (2) A scrimmage or free 
kick before possession is gained or regained or the ball is dead by rule. (3) The interval after a legal 
forward pass is touched and before it becomes complete, incomplete or intercepted. (Note: This 
interval is during a forward pass play, and the ball may be batted in any direction by a player eligible 
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to touch it.). All players are eligible to touch, catch or recover a ball that is loose from a fumble or a 
backward pass, but eligibility to touch a ball loose from a kick is governed by kick rules and 
eligibility to touch a forward pass is governed by pass rules. 

Ball Is Ready for Play: A dead ball is ready for play when the referee: If  time is in, sounds his 
whistle and signals ready for play. If time is out, sounds his whistle and signals either òstart the 
clockõõ or òball ready for playõõ. 

Down: A unit of  the game that starts with a legal snap or legal free kick after the ball is ready for 
play and ends when the ball next becomes dead. òBetween downsõõ is the interval during which the 
ball is dead. 

Loss of  a down: An abbreviation meaning òloss of the right to repeat a down.õõ 

In Possession: An abbreviation meaning the holding or controlling of  a live ball or a ball to be 
free-kicked. A player ògains possessionõõ when he is firmly holding or controlling the ball while 
contacting the ground inbounds. A team is òin possessionõõ when one of its players is òin 
possessionõõ or attempting a punt, drop kick or place kick; while a forward pass thrown by one of  
its players is in flight; or one of  its players was last in possession during a loose ball. 

Belongs To: òBelongs to,õõ as contrasted with òin possession,õõ denotes temporary custody of  a 
dead ball. Legality of  such custody is immaterial because the ball must next be put in play in 
accordance with rules governing the existing situation. 

Forward/Beyond: Forward, beyond or in advance of, as related to either team, denotes direction 
toward the opponentõs end line. Converse terms are backward or behind. 

Forward Progress: A term indicating the end of  advancement by the runner or airborne pass 
receiver of  either team and applies to the position of  the ball when it became dead. 

6. Spots 

Enforcement Spot: The point from which the penalty for a foul or violation is enforced. 

Previous Spot: The point from which the ball was last put in play. 

Succeeding Spot: The point at which the ball is next to be put in play. 

Dead Ball Spot: The point at which the ball became dead. 

Spot of  the Foul: The point at which that foul occurs. If out of  bounds between the goal lines, it 
shall be the intersection of  the nearer in-bounds line and the yard line extended through the spot 
of  the foul. If  out of  bounds between the goal line and the end line or behind the end line, the 
foul is in the end zone. 

Out of  Bounds Spot: The point at which, according to the rule, the ball becomes dead because 
of  going or being declared out of bounds. 

Inbounds Spot: The intersection of  the nearer inbounds line and the yard line passing through 
the dead-ball spot, or the spot where the ball is left between an inbounds line and a sideline by a 
penalty. 

Spot Where Run Ends: The spot where the run ends is one of  the followings: (1) Where the ball 
is declared dead in player possession. (2) Where player possession is lost on a fumble. (3) Where a 
legal (or illegal) handing of  the ball occurs. (4) Where an illegal forward pass is thrown. (5) Where a 
backward pass is thrown. (6) Where an illegal scrimmage kick is made beyond the line of 
scrimmage. (7) Where a return kick occurs. 
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Spot Where Kick Ends: A scrimmage kick that crosses the neutral zone ends at the spot where 
possession is gained or regained or the ball is declared dead by rule. Exceptions: (1) When a kick 
ends in Team Bõs end zone, the postscrimmage kick spot is Team Bõs 15-yard line. (2) On an 
unsuccessful field goal attempt that has crossed the neutral zone and is untouched by Team B after 
crossing the neutral zone and declared dead beyond the neutral zone, the postscrimmage kick spot 
is the previous spot. If the previous spot is between Team Bõs 15-yard line and the goal line, and 
the unsuccessful field goal attempt that has crossed the neutral zone and is untouched by Team B 
after crossing the neutral zone, and is declared dead beyond the neutral zone, the spot where the 
kick ends is the 15-yard line.. 

Basic Spot: When òbasic spotõõ is stated in a penalty, fouls during a running play, a legal pass play 
or a legal kick play are penalized from the òbasic spot.õõ Fouls by the offensive team behind the 
òbasic spotõõ are enforced from the spot of the foul. 

Basic spot on running plays when the run ends beyond the neutral zone:  
The spot where the related run ends, and fouls by the offensive team behind the basic spot are 
spot fouls (Exceptions: Offensive team facemask, illegal use of  hands, holding, illegal block and 
personal fouls, behind the neutral zone, are enforced from the previous spot. Safety if  the foul 
occurs behind Team Aõs goal line). 

Basic spot on running plays when the run ends behind the neutral zone:  
The previous spot, and fouls by the offensive team behind the basic spot are spot fouls 
(Exceptions: Offensive team facemask, illegal use of  hands, holding, illegal block and personal 
fouls, behind the neutral zone, are enforced from the previous spot. Safety if  the foul occurs 
behind Team Aõs goal line). 

Basic spot on running plays that occur when there is no neutral zone:  
This section relates to: interception runbacks, kick runbacks, fumble advances, etc. The spot 
where the related run ends, and fouls by the offensive team behind the basic spot are spot fouls. 

Basic spot on legal forward pass plays: 
 The previous spot, and fouls by the offensive team behind the basic spot are spot fouls. 
Exceptions: (1) Defensive pass interference may be a spot foul. (2) Enforce roughing the passer 
on a completed forward pass from the end of  the last run when it ends beyond the neutral zone 
and there is no change of  team possession during the down. (3) Enforce illegal-touching fouls 
from the previous spot. (4) Enforce offensive team facemask, illegal use of  hands, holding, 
illegal block and personal fouls, behind the neutral zone, from the previous spot (Exception: 
Safety if  the foul occurs behind Team Aõs goal line). 

Basic spot on legal kick plays before a change of  possession:  
The previous spot, and fouls by the offensive team behind the basic spot are spot fouls 
(Exceptions: Offensive team facemask, illegal use of  hands, holding, illegal block and personal 
fouls, behind the neutral zone, are enforced from the previous spot. Safety if  the foul occurs 
behind Team Aõs goal line). 

Postscrimmage Kick Spot: The postscrimmage kick spot, as related to certain Team B fouls, is 
the spot where the kick ends. Team B retains the ball after penalty enforcement. Penalties for Team 
B fouls are enforced either from the postscrimmage kick spot or, if  the foul is behind the 
postscrimmage kick spot, from the spot of  the foul. 

7. Play Classification 

Forward Pass Play: The interval between the snap and when a legal forward pass is complete, 
incomplete or intercepted.  

Free Kick Play: The interval from the time the ball is legally kicked until it comes into player 
possession or is declared dead by rule. 

Scrimmage Kick Play and Field Goal Play: The interval between the snap and when a 
scrimmage kick comes into player possession or the ball is declared dead by rule. 
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Running Play: Any live-ball action other than that which occurs before player possession is 
reestablished during a free kick play, a scrimmage kick play or a legal forward pass play. A running 
play includes the spot where the run ends and the interval of any subsequent fumble or backward 
or illegal pass from the time the run ends until possession is gained or regained or the ball is 
declared dead. There may be more than one running play during a down if  player possession is 
gained or regained beyond the neutral zone. There may not be more than one running play behind 
the neutral zone if  no change of  team possession occurs. 

8. Scrimmage, Snap, Encroachment and Offside 

Scrimmage: A scrimmage play is the action between the two teams during a down that begins 
with a legal snap. 

Scrimmage Line: The scrimmage line for each team when the ball is ready for play is the yard line 
and its vertical plane that passes through the point of the ball nearest its own goal line and extends 
to the sidelines. 

Huddle: Two or more players grouped together after the ready-for-play signal and before a snap 
or a free kick. 

Snap: Legally snapping the ball (a snap) is handing or passing it backward from its position on the 
ground with a quick and continuous motion of  the hand or hands, the ball actually leaving the 
hand or hands in this motion. If, during any backward motion of  a legal snap, the ball slips from 
the snapperõs hand, it becomes a backward pass and is in play. The movement of  the ball must be 
in a backward direction. It is not a legal snap if  the ball is first moved forward or lifted. The snap 
need not be between the snapperõs legs; but to be legal, it must be a quick and continuous 
backward motion. 

The neutral zone: The space between the two lines of scrimmage extended to the sidelines and is 
the length of  the ball. The neutral zone is established when the ball is ready for play and is resting 
on the ground with its long axis at right angles to the scrimmage line and parallel to the sidelines. 

Encroachment: After the ball is ready for play, encroachment occurs when an offensive player is 
in or beyond the neutral zone after the snapper touches the ball before the snap (Exception: When 
the ball is put in play, the snapper is not encroaching when he is in the neutral zone). 

Offside: After the ball is ready for play, offside occurs when a defensive player is in or beyond the 
neutral zone when the ball is legally snapped, contacts an opponent beyond the neutral zone 
before the ball is snapped, contacts the ball before it is snapped, threatens an offensive lineman 
(who immediately reacts) before the ball is snapped, or is not behind his restraining line when the 
ball is legally free-kicked. Offside occurs when players of  the kicking team are not behind their 
restraining line when the ball is legally free-kicked (Exception: The kicker and holder are not offside 
when they are beyond their restraining line). 

Shift: A simultaneous change of  position by two or more offensive players after the ball is ready 
for play for a scrimmage and before the next snap. 

9. Passes, Catch, Interception and Recovery  

Passing: Passing the ball is throwing it. A pass continues to be a pass until it is caught or 
intercepted by a player or the ball becomes dead.  

Forward and Backward Pass: Forward pass is determined by the point where the ball first strikes 
the ground, a player, an official or anything beyond the spot of  the pass. All other passes are 
backward passes. When in question, it is a forward pass rather than a backward pass when thrown 
in or behind the neutral zone. When a Team A player is holding the ball to pass it forward toward 
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the neutral zone, any intentional forward movement of  his arm starts the forward pass. If  a Team 
B player contacts the passer or ball after forward movement begins and the ball leaves the passerõs 
hand, a forward pass is ruled regardless of  where the ball strikes the ground or a player. When in 
question, the ball is passed and not fumbled during an attempted forward pass. A snap becomes a 
backward pass when the snapper releases the ball. 

Crosses Neutral Zone: A legal forward pass has crossed the neutral zone when it first strikes the 
ground, a player, an official or anything beyond the neutral zone inbounds. It has not crossed the 
neutral zone when it first strikes the ground, a player, an official or anything in or behind the 
neutral zone inbounds. A passer has crossed the neutral zone when any part of  his body is beyond 
the neutral zone when the ball is released. A legal forward pass is beyond or behind the neutral 
zone where it crosses the sideline. 

Catchable Forward Pass: An untouched legal forward pass beyond the neutral zone to an eligible 
player who has a reasonable opportunity to catch the ball. When in question, a legal forward pass is 
catchable. 

Handing the ball: Transferring player possession from one teammate to another without 
throwing, fumbling or kicking it. Except when permitted by rule, handing the ball forward to a 
teammate is illegal. Loss of  player possession by unsuccessful execution of  attempted handing is a 
fumble by the last player in possession. A backward handoff  occurs when the runner releases the 
ball before it is beyond the yard line where the runner is positioned. 

Catch: An act of  firmly establishing player possession of  a live ball in flight. 

Interception: A catch of an opponentõs fumble or pass. 

Recovering: Securing player possession of  a live ball after it strikes the ground. 

Eligible catch, intercept or recover:: A player who leaves his feet from the ground to make a 
catch, interception or recovery must have the ball firmly in his possession when he first returns to 
the ground inbounds with any part of his body. If  one foot first lands inbounds and the receiver 
has possession and control of  the ball, it is a catch or interception even though a subsequent step 
or fall takes the receiver out of  bounds. Loss of  ball simultaneous to returning to the ground is not 
a catch, interception or recovery. A catch by any kneeling or prone inbounds player is a completion 
or interception. When in question, the catch, recovery or interception is not completed. 

Simultaneous catch or recovery: A catch or recovery in which there is joint possession of  a live 
ball by opposing players inbounds. 

10. Fumble, Muff, Batting and Touching  

Fumble: A fumble is any act other than passing, kicking or successful handing that results in loss 
of  player possession. 

Muff : A muff  is an unsuccessful attempt to catch or recover a ball that is touched in the attempt. 

Batting: Batting the ball is intentionally striking it or intentionally changing its direction with the 
hands or arms. 

Touching: Touching of  a ball not in player possession denotes any contact with the ball. It may be 
intentional or unintentional, and it always precedes possession and control. Intentional touching is 
deliberate or intended touching. When in question, a ball has not been touched on a kick or 
forward pass. 

11. Tackle and Block, Clipping, Tripping and Hurdling  

Tackling: Grasping or encircling an opponent with a hand(s) or arm(s). 
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Blocking: Obstructing an opponent by contacting him with any part of the blockerõs body. 

Pushing: Blocking an opponent with open hands. 

Holding : When player keeps an opponent from advancing by grasping of  hooking him with his 
hands or arms. Offensive linemen are allowed to use their hands as long as they keep them to the 
inside of  a defenders body, but if  they get to the outside of  the defender's body, it is a penalty. 

Block Below Waist: The initial contact below the waist with any part of the blockerõs body against 
an opponent, other than the runner. Blocking below the waist applies to the initial contact by a 
blocker against an opponent who has one or both feet on the ground. A blocker who makes 
contact above the waist and then slides below the waist has not blocked below the waist. 

Chop Block: (a) An obviously delayed block at the thigh or below against an opponent (except the 
runner) who is in contact with a teammate of  the blocker, is in the act of  disengaging from the 
first blocker or has just disengaged from the first blocker but is still confronting him. When in 
question, the contact is at the thigh or below. (b) A high-low, low-high or low-low combination 
block by two nonadjacent linemen with or without a delay between contacts occurring in the 
neutral zone. (c) A high-low, low-high or low-low combination block by any two offensive players 
with or without a delay between contacts when the initial contact clearly occurs beyond the neutral 
zone (i.e., all involved players are beyond the neutral zone). 

Block in the Back: Contact against an opponent occurring when the force of  the initial contact is 
from behind and above the waist (Exception: Against the runner). When in question, the contact is 
below the waist. The position of the blockerõs head or feet does not necessarily indicate the point 
of  initial contact. 

Clipping:  Clipping is a block against an opponent occurring when the force of  the initial contact 
is from behind and at or below the waist (Exception: Against the runner). The position of  the 
blockerõs head or feet does not necessarily indicate the point of  initial contact. 

Tripping :  is intentionally using the lower leg or foot to obstruct an opponent (Exception: Against 
the runner). 

Hurdling : An attempt by a player to jump with one or both feet or knees foremost over an 
opponent who is still on his feet (Exception: The runner). 

12. Kicks, Punt and Fair catch 

Legal and Illegal Kicks: Kicking the ball is intentionally striking the ball with the knee, lower leg 
or foot. When in question, a ball is accidentally touched rather than intentionally kicked. A legal 
kick is a punt, drop kick or place kick made according to the rules by a player of  Team A before a 
change of  team possession. Kicking the ball in any other manner is illegal. Any free kick or 
scrimmage kick continues to be a kick until it is caught or recovered by a player or becomes dead.  

Punt: A kick by a player who drops the ball and kicks it before it strikes the ground. 

Drop Kick: A kick by a player who drops the ball and kicks it as it touches the ground. 

Field goal place kick: A kick by a player of  the team in possession while the ball is controlled on 
the ground by a teammate.  

Free kick place kick: A kick by a player of  the team in possession while the ball is positioned on 
a tee or the ground or controlled by a teammate. (Tee: A device that elevates the ball from the 
ground for kicking purposes). 

Kickoff: A free kick that starts each half  and follows each try or field goal (Exception: Extra 
periods). It must be a place kick or a drop kick. 
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Scrimmage Kick: A scrimmage kick made in or behind the neutral zone is a legal kick by Team A 
during a scrimmage down before team possession changes. A scrimmage kick has crossed the 
neutral zone when it touches the ground, a player, an official or anything beyond the neutral zone. 

Return Kick: A kick by a player of  the team in possession after change of  team possession during 
a down and is an illegal kick. It is a live-ball foul, and the ball becomes dead. 

Field Goal Attempt: A field goal attempt is a scrimmage kick. It may be a place kick or drop 

kick. 

Scrimmage Kick Formation: A formation with at least one player seven yards or more behind 
the neutral zone, no player in position to receive a hand-to-hand snap from between the snapperõs 
legs, and it is obvious that a kick may be attempted. 

Block a Scrimmage Kick: Touching the ball by an opponent of  the kicking team in an attempt to 
prevent the ball from advancing beyond the neutral zone. 

Fair Catch: A catch beyond the neutral zone by a player of  Team B who has made a valid signal 
during an untouched free kick or during a scrimmage kick that is untouched beyond the neutral 
zone. A valid or invalid fair catch signal deprives Team B of  the opportunity to advance the ball, 
and the ball is declared dead at the spot of  the catch or recovery or at the spot of  the signal if  the 
catch precedes the signal. 

Valid Signal: A signal given by a player of  Team B by extending one hand clearly above his head 
and waving that hand from side to side of  his body more than once. . If  the receiver shades his 
eyes from the sun, it is not a valid signal - the ball is live and may be advanced. 

Invalid Signal: Any signal by a player of  Team B that does not meet the requirements of  a valid 
signal. 
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Section C : Field and Game Equipment 

13. Field dimensions 

13.1. Total field length: 80 yards. 

13.2. Field of  play Length: 60 yards. 

13.3. Field of  play Width: 40 yards. 

13.4. End Zone Length: 10 Yards. 

14. Markers, line-to-Gain and Down Indicators 

14.1. Markings to be placed on the field: each 10 yards, Goal Line and back of  the end zone, on both 
sides of  the field. 

14.2. Further description and details will be completed later.   

15. Goal post and pylons 

15.1. Further description and details will be completed later. 

16. The ball 

16.1. Further description and details will be completed later.. 
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Section D : Teams 

17. Players and staff 

17.1. Each team will have 8 players on the field during each play. 

17.2. Only players who are legally signed to a specific team (according to league rules) may play with 
that team. 

17.3. Teams will participate in a league game with proper football jerseys, in colors sufficiently 
different from each other. 

17.4. Each team will appoint one of its players to be the head of the team. This playerõs name will be 
given to the official prior to the beginning of  each game. 

18. Substitution 

18.1. An unlimited number of  substitutions are allowed for each team during the game. Substitutions 
may only enter during a dead ball 

18.2. A substitute may enter the field of  play at any time the ball is dead and only at that time. 

18.3. If  the substitute enters the game to the extent that he can communicate with a teammate on the 
field he must remain in the game for at least one play. 

18.4. A player leaving the game shall proceed directly to the sideline on which his bench is located 
and, thence, outside the field of  play to his bench. 

18.5. A team shall not be permitted to use player substitution as a means of  deceiving the opponent. 

18.6. If  a team breaks its huddle with more than eight players, it shall immediately be penalized for 
illegal substitution. 
PENALTY: Illegal Substitution. Dead ball foul. Five yards from the succeeding spot 
[22].  

18.7. If  a team has more than eight players on the field at the snap of  the ball, the offending team 
will be charged with an Illegal Participation. 
PENALTY: Illegal Participation. Live ball foul. Five yards from the previous spot [28]. 

19. Mandatory Equipment 

19.1. Further description and details will be completed later.. 
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Section E : Officiating  

20. General 

20.1. A minimum of  4 officials on field is required for a game (The preferred number of  officials on 
field is 5). The officials must be legally appointed by the league and must not be players in one 
of  the teams playing. 

20.2. One of  the officials will be appointed as the Head Referee. He will manage the game and have 
the ruling authority. 

20.3. Before the game, the head referee will make sure that every official has an official uniform, a 
hat, a yellow flag and a whistle. 

21. Official crew 

21.1. Jurisdiction of  Officials: The officialsõ jurisdiction begins 60 minutes before the scheduled 
kickoff  and ends when the referee declares the score final. 

21.2. Number of  Officials: The game shall be played under the supervision of  four or five officials. 

¶ A four-man crew will consist of  a referee, an umpire, a head linesman and a line judge. 

¶ A five-man crew will consist of  a referee, an umpire, a head linesman, a line judge and a 
back judge. 

21.3. Responsibilities: 

¶ Each official is responsible for knowing the yardage to gain and the number of  the down, 
granting timeouts, declaring the ball dead, starting the clock, determining scores, using 
proper signals, and mastering playing rules. 

¶ All officials are responsible for decisions involving the application of  a rule, its 
interpretation or enforcement. 

¶ Each official shall drop a marker and record each foul he observes. 

¶ Each official has specific duties but has equal jurisdiction in matters of  judgment. 

21.4. Equipment: Officials shall wear uniform (black and white stripe shirt, black pans, league cap) 
and carry the following required equipment: a whistle; a marker to designate fouls; a marker to 
record important field locations. Additional optional equipment: a game card for recording 
score and fouls; a down recorder. 

22. Referee 

Basic Responsibilities and duties 

22.1. The referee has general oversight and control of  the game and will conduct a thorough 
pregame conference for the crew. 

22.2. The referee is the sole authority for the score, and his decisions upon rules and other matters 
pertaining to the game are final. 

22.3. The referee shall declare the ball ready for play after determining the officials are ready and shall 
direct the clock started on the ready for play or the snap. The referee shall time the 30-second 
count. 

22.4. The referee is responsible to count the number of  offensive players. 
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22.5. The referee shall administer penalties, being sure that both captains understand the procedure 
and outcome. He will check the umpireõs penalty enforcement. The referee, if equipped with a 
microphone, shall announce the number of  the player committing the foul. 

22.6. The referee inspects the playing enclosure and reports irregularities to coaches and other 
officials. 

22.7. The referee shall notify both head coaches if  visual timing devices become inoperative and of  
any disqualifications. 

22.8. The referee shall observe the relative position of  the ball and the line to gain and determine if  a 
new series of downs is awarded. 

22.9. The referee is responsible for the number of  timeouts charged to each team, and shall notify 
the field captain and head coach when that team has used its final timeout of  a half  or extra 
period. 

Position 

22.10. On scrimmage plays: behind and to the side of  the offensive backfield, where he observes 
shifts, legality of  blocking and play behind the neutral zone involving the ball, responsible for 
coverage of  the quarterback. On scrimmage kicks the referee will stand behind and to the side 
of  the offensive backfield, responsible for coverage of  the kicker and the holder (see appendix 
D for illustration). 

22.11. On free kicks: in the area of  the deep receivers, closer to the sideline where the line to-gain 
indicator and down indicator are located (see appendix D for illustration). 

23. Umpire 

Basic Responsibilities and duties 

23.1. The umpire has jurisdiction over player equipment. 

23.2. The umpire is responsible for line play on both sides of  the neutral zone, legality of  linemen 
downfield, defensive signals, and whether passes and kicks cross the neutral zone. He also is 
responsible for the legality of  the snap, counting offensive players and correctly enforcing 
penalties. 

23.3. The umpire will remind the referee of  time remaining in each period.  

23.4. As a member of  a four-man crew (when there is no back judge), the umpire is responsible to 
count the defensive team's players on field. 

23.5. As a member of  a four-man crew (when there is no back judge), the umpire is responsible to 
rule on long passes and kicks, and to declare the status of  the ball in the back of  the field. 

Position 

23.6. On scrimmage plays: five to seven yards beyond the neutral zone, where he adjusts his position 
to prevent interference with player movement (see appendix D for illustration).  

23.7. On free kicks: in the area of  the deep receivers, opposite to the referee (see appendix D for 
illustration). 

24. Head linesman 

Basic Responsibilities and duties 

24.1. The head linesman is responsible for the operation of  the line to-gain indicator and down 
indicator. He instructs a crew consisting of  a minimum of  two assistants and a third person 
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who operate the line-to-gain and down indicators outside the sideline opposite the press box. 
The down indicator marks the footballõs position. 

24.2. The head linesman has jurisdiction over the neutral zone and infractions of  the scrimmage 
formation. 

24.3. The line judge is responsible for timing each play (23 second clock). 

24.4. The line judge is responsible for supervising the game clock operator 

24.5. The head linesman indicates forward progress to the referee or umpire and keeps count of  the 
downs. 

24.6. As the ball passes the neutral zone on his side of  the field, the linesman determines the legality 
of  play around the ball. 

24.7. The head linesman is responsible for observing eligible receivers, kicks and passes on his side of  
the field. 

24.8. The head linesman rules on the status of  the ball in his area. 

24.9. As a member of  a four-man crew (when there is no back judge), the head linesman is 
responsible (together with the line judge) to rule on long passes and kicks, and to declare the 
status of  the ball in the back of  the field. 

Position 

24.10. On scrimmage plays: in the neutral zone at the sideline near the line to-gain indicator and down 
indicator (see appendix D for illustration). 

24.11. On kicks: at the receiving teamõs restraining line, at the sideline near the line to-gain indicator 
and down indicator (see appendix D for illustration). 

25. Line Judge 

Basic Responsibilities and duties 

25.1. The line judge has jurisdiction over the neutral zone and infractions of  the scrimmage 
formation. 

25.2. The line judge indicates forward progress to the umpire and referee. 

25.3. As the ball passes the neutral zone on his side of  the field, the line judge determines legality of  
play around the ball. 

25.4. The line judge is responsible for observing eligible receivers, kicks and passes on his side of  the 
field. 

25.5. The line judge rules on the status of  the ball in his area. 

25.6. As a member of  a four-man crew (when there is no back judge), the line judge is responsible 
(together with the linesman) to rule on long passes and kicks, and to declare the status of  the 
ball in the back of  the field. 

Position 

25.7. On scrimmage plays: in the neutral zone, opposite to the line to-gain indicator and down 
indicator, at the sideline (see appendix D for illustration). 

25.8. On kicks: As a member of  a four-man crew, the line judge shall assume initial position 15 to 20 
yards deep in the defensive backfield. As a member of  a five-man crew, the line judge is 
positioned at the restraining line of  the kicking team (see appendix D for illustration). 
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26. Back Judge [optional]  

Basic Responsibilities and duties 

26.1. The back judge is responsible to count the defensive team's players on field. 

26.2. The back judge is responsible to rule on long passes and kicks, and to declare the status of  the 
ball in his area. 

26.3. The back judge observes eligible receivers leaving the neutral zone. 

26.4. The back judge has the responsibility for ball persons in a five-man crew. 

Position 

26.5. On scrimmage plays: approximately 20 to 25 yards beyond the neutral zone and deeper than the 
defensive backfield (see appendix D for illustration). 

26.6. On free kicks: at the 10-yard line, near the sideline, opposite to the line to-gain indicator and 
down indicator (see appendix D for illustration). 

27. Foul handling and penalties 

27.1. A foul will be called by one of  the officials by throwing a yellow flag or a hat. 

27.2. On dead ball fouls, the official will blow his whistle immediately to stop the play additional to 
the flag throwing. 

27.3. Once a foul has been called, the officials will gather and decide about it. The head referee will 
then announce to both teams the foul and the penalty. 

27.4. The team that the foul was committed on may choose to decline the penalty, unless itõs a dead 
ball foul. 

28. Officials signals 

28.1. All the signals are drowned and explained in appendix B. 
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Section F : Game frame, periods, time factor 

29. Coin toss 

29.1. The coin toss will be called by a one of  the captains of  the visiting team. 

29.2. This is how the decision for kicking team and attack direction will be made for the first half: 

a. The winner of  the toss shall choose one of  the following options for the first half: (1) 
Which team shall kick off, or (2) Which goal line his team shall defend. The loser of  the toss 
shall choose one of  the above options that the first team did not select.  

b. The winner is allowed to defer: that means that the loser team will choose one of  the two 
options or the first half, and the winner of  the toss will be able to decide for the second half. 

29.3. This is how the decision for kicking team and attack direction will be made for the second half: 

a. If  the winner of  coin toss did not choose to defer, the team that kicked the ball at the 
beginning of  the game will now receive and the teams will take opposite sides to the sides 
they were at the first quarter.. 

b. If  the winner of  coin toss chooses to defer, the captain from that team will choose one of  
the following options for the second half: (1) Which team shall kick off, or (2) Which goal 
line his team shall defend. The opponent team shall choose one of  the above options that 
the first team did not select. 

30. Attack directions 

30.1. The teams will change sides during the intermission between quarters (1st and 2nd, 3rd and 
4th). 

31. Game time, periods and time between periods 

31.1. The games will consist of  four quarters, 12 minute each. 

31.2. The intermission between halves shall be 10 minutes. 

31.3. Breaks between quarters (1st and 2nd, 3rd and 4th) will be 2 minutes long. 

32. Time outs 

32.1. Each team is allowed three timeouts during the duration of  the each half. Team time out will be 
1 minute long. 

32.2. Only a player on the field or head coach can call a team timeout. 

32.3. Breaks between any changes of  possession will be half  a minute long (no time out). 

32.4. Referee time out: The referee will call time out when injured must be treated or when official 
need consultation. The length of  referee time out is not limited be rule.  

32.5. Game clock will stop when an official calls time out [3]. 

33. Overtime 

33.1. In case that regulation time (four quarters) ends with a tied score, overtime will be played. 

33.2. In overtime, each team will have one possession of  the ball, which begins on the 25 yard line 
(i.e. 25 yards from the end zone defended by the defense). 

33.3. If  the first overtime ends with a tied score, a second overtime will be played. 
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33.4. The offensive drive will end on a score or a turnover (either a fumble recovered by the defense, 
an interception or a turnover on downs, missed field goal). 

33.5. In the first overtime, after a touchdown, the scoring team will be given a PAT (point after 
touchdown) attempt for 1 or 2 points.  

33.6. In the second overtime, PAT must be a 2 point attempt. 

33.7. During overtime, the defense can score on a turnover. In that case, the defensive team who 
scored wins the game immediately. 

33.8. On regular season games, the final score of  a second overtime is always the final score of  the 
game, regardless whether it is a tie or not. On play-off  games, overtime periods will continue 
until there is no tie. 

33.9. Game clock will not be in use during overtime. Play clock will be in use exactly as it is done 
during regular game. 

33.10. Each team shall be allowed one timeout for each overtime period. Timeouts not used during the 
regulation periods may not be carried over into the overtime. Unused timeouts may not be 
carried over to a following overtime period. 

34. Game clock Stoppage and resume 

34.1. Game clock will stop on the following cases:  

a. Dead ball situations: incomplete pass, out of  bounds and dead ball fouls. 

b. Scoring (touchdown, field goal, safety). 

c. Change of  possession.  

d. Team time-out. 

e. When eny team is awarded a first down either by penalty or as the result of  the play. 

f. For a refereeõs timeout (e.g. injured player or official on field). 

g. To complete a penalty. 

h. For an inadvertent whistle. 

i. For a sideline warning. 

j. For a measurement. 

34.2. Game clock will start on free-kick plays as following: 

34.2.1. When the ball is free-kicked at the beginning of  first quarter and the beginning of  
third quarter only, the game clock shall be started when the ball is legally touched in 
the field of  play or crosses the goal line after being touched legally by Team B in its 
end zone and subsequently stopped when the ball is dead by rule. If  a free-kick goes 
out of  bounds, the game clock will start on the next play. 

34.2.2. At all other free-kick plays (after scoring) and after safety, the game clock will start 
when the ball is set for the play and the referee whistles "ready to play" [S2]. 

34.3. Game clock will start on a scrimmage down as following: 

34.3.1. The game clock will start when the ball is set for the play and the referee whistles 
"ready to play" [S2], regardless what causes stopping the clock at the end of  the 
previous play. (Exception: scrimmage down within the last two minutes of  each half). 

34.3.2. Within the last two minutes of  each half, the game clock will start when the ball is 
snapped legally after dead ball situations unless the incidents described in the next 
paragraph. 
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34.3.3. Within the last two minutes of  each half, the game clock will start when the ball is set 
for the play and the referee whistles "ready to play" [S2] after the clock has been 
stopped for any of  the following incidents: 

a. When Team A is awarded a first down either by penalty or as the result of  the play. 

b. For a refereeõs timeout (e.g. when there is an injured player or official on field). 

c. To complete a penalty. 

d. For an inadvertent whistle. 

e. For a sideline warning. 

f. For an illegal pass to conserve time. 

g. For a measurement. 

34.4. Two minutes warning 

34.4.1. When game clock reaches or crosses two minutes to the end of  second and fourth 
quarter, game clock will stop to indicate "two minutes warning", and the game will 
pause for few seconds (there is no time out call). 

34.4.2. If  the clock reaches two minutes limit at the middle of  a play, stoppage for warning 
will be done when ball is dead after that play is over. 

34.4.3. If  the clock reaches two minutes limit after the referee whistle "ready to play" and 
before the snap, stoppage for warning will be done exactly when the clock indicates 
two minutes. 

34.4.4. Game clock will start when the ball is snapped legally after two minutes warning 
stoppage, regardless the kind of  play occurred before the two minutes warning 
stoppage.    

34.5. The game clock shall not run during a try, during an extension of  a period or during an extra 
period (overtime). 

35. Play clock 

35.1. The time duration between plays will be 25 seconds. 

35.2. Play clock will start when the referee whistle "ready to play" (after placement of  the ball on the 
new Line Of  Scrimmage) 

35.3. The official handling play clock will call the time when 15, 10 and 5 seconds are left on the play 
clock. 
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Section G : Play process  

36. Ball in play, dead ball 

36.1. Ball Ready for Play: No player shall put the ball in play until it is declared ready for play. 

PENALTY: Putting ball in play before declared ready for play. Dead ball foul. Five 
yards from the succeeding spot [S7 and S21]. 

36.2. The ball shall be put in play within 25 seconds after it is declared ready for play, unless, during 
that interval, play is suspended. If  play is suspended, the 25-second count will start again. 

PENALTY: Delay of  game. Dead ball foul. Five yards from the succeeding spot [S7 and 
S21]. 

36.3. Dead Ball Becomes Alive when it is legally snapped or legally free-kicked. 

36.4. A live ball becomes a dead ball as provided in the rules or when an official sounds his whistle. 
Here are the cases to declare a live ball to be dead: 

a. When it goes out of  bounds other than a kick that scores a field goal after touching the 
uprights or crossbar, when a runner is out of  bounds, or when a runner is so held that his 
forward progress is stopped. 

b. When any part of  the runnerõs body, except his hand or foot, touches the ground or when 
the runner is tackled or otherwise falls and loses possession of  the ball as he contacts the 
ground with any part of  his body, except his hand or foot. 

c. When a touchdown, touchback, safety, field goal or successful try occurs. 

d. When, during a try, a dead-ball rule applies. 

e. When a player of  the kicking team catches or recovers any kick that crossed the neutral zone. 

f. When a kick or any other loose ball comes to rest and no player attempts to secure it. 

g. When a kick (beyond the neutral zone) is caught or recovered by any player after a fair-catch 
signal; or when an invalid fair-catch signal is made after a catch or recovery by Team B. 

h. When a return kick or scrimmage kick beyond the neutral zone is made. 

i. When a forward pass strikes the ground. 

j. When, on fourth down before a change of  team possession, a Team A fumble is caught or 
recovered by a Team A player other than the fumbler. 

k. When a simultaneous catch or recovery of  a live ball occurs. 

l. When the ball becomes illegal while in play (inadvertent-whistle provisions apply). 

m. When a runner simulates placing his knee on the ground. 

n. When an airborne pass receiver from either team is so held and subsequently carried that he 
is prevented from immediately returning to the ground. 

o. When a runnerõs helmet comes off. The ball belongs to the runnerõs team at that spot. 

36.5. If  an official sounds his whistle inadvertently or signals the ball dead during a down, then the 
team in possession may elect to put the ball in play where declared dead or replay the down. 

37. Player or ball out of  bounds 
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37.1. A player is out of  bounds when any part of  his body touches anything outside a boundary line. 
A player or an airborne player who touches a pylon is out of  bounds. 

37.2. A ball in player possession is out of  bounds when either the ball or any part of  the runner body 
touches the ground outside a boundary line. 

37.3. A ball not in player possession is out of  bounds when it touches the ground outside a boundary 
line. A ball that touches a pylon is out of  bounds behind the goal line. The ball is out of  bounds 
at the crossing point. 

37.4. A touchdown may be scored if  the ball is inbounds and has broken the plane of  the goal line 
before or simultaneous to the runner going out of  bounds. 

37.5. A receiver who is in the opponentõs end zone and contacting the ground is credited with a 
completion if  he reaches over the sideline or end line and catches a legal pass. 

37.6. When a runner dives or jumps toward the sideline and is airborne as he crosses the sideline, 
forward progress is determined by the position of  the ball as it crosses the sideline. 

38. Series of  Downs and line to gain 

38.1. A series of  four consecutive scrimmage downs shall be awarded to the team that is next to put 
the ball in play by a snap after a free kick, touchback, fair catch, or change in team possession, 
or to the offensive team in overtime. A new series shall be awarded on these cases:  

a. To Team A if  it is in legal possession of  the ball on or beyond its line to gain when the 
ball is declared dead. 

b. To Team B if, after fourth down, Team A has failed to earn a first down. 

c. To Team B if  Team Aõs scrimmage kick goes out of  bounds or comes to rest and no 
player attempts to secure it. 

d. To the team in legal possession if  a change of  team possession occurs during the down, 
if  a player of  Team B first touches a scrimmage kick that has crossed the neutral zone, if  
an accepted penalty awards the ball to the offended team or if  an accepted penalty 
mandates a first down. 

e. To Team B whenever Team B, after a scrimmage kick, elects to take the ball at a spot of  
illegal touching. 

38.2. The line to gain for a series shall be established 10 yards in advance of  the most forward point 
of  the ball; but if  this line is in the opponentõs end zone, the goal line becomes the line to gain 

38.3. The most forward point of  the ball when declared dead between the end lines shall be the 
determining point in measuring distance gained or lost by either team during any down. The 
ball always shall be placed with its length axis parallel to the sideline before measuring 
Questionable distance for a first down should be measured without request. No request for a 
measurement shall be granted after the ball is declared ready for play. 

38.4. The continuity of  a series of  scrimmage downs is broken when: 

a. Team possession of  the ball changes during a down. 

b. A scrimmage kick crosses the neutral zone. 

c. A kick goes out of  bounds. 

d. A kick comes to rest and no player attempts to secure it. 

e. At the end of  a down, Team A has earned a first down. 



25 
IFL Game Rules ð Release 3.1 

f. After fourth down, Team A has failed to earn a first down. 

g. An accepted penalty mandates a first down. 

h. There is a score. 

i. A touchback is awarded to either team. 

j. The second of  fourth period ends. 

39. Touchback 

39.1. Touchback is one of  the following: 

a. A free kick or a scrimmage kick caught inside the receiving teamõs end zone. 

b. A free kick or a scrimmage kick that goes down inside the receiving teamõs end zone. 

c. A free kick or a scrimmage kick that goes out of  bounds after crossing the receiving teamõs 
end zone. 

d. Fumble that is recovered by the defense inside its own end zone. 

e. An interception by the defense inside its own end zone, as long as the defender who caught 
the ball does not cross the goal line into the field on his own will. If  interception is made 
outside the end zone but the defenderõs own momentum got him inside the end zone, a 
touchback will be called and not a safety. 

f. A fumble that goes out of  bounds at the end of  the end zone that the offense is attacking. 

39.2. After a touchback, the ball shall be placed on the teamõs own 15 line (change of  possession). 

40. Downs and possession after a penalty 

40.1. Fouls committed before change of  team possession: After a distance penalty between the goal 
lines incurred during a scrimmage down and before any change of  team possession during that 
down, the ball belongs to Team A and the down shall be repeated, unless the penalty also 
involves loss of  a down, mandates a first down, or leaves the ball beyond the line to gain 
(Exceptions: Postscrimmage kick enforcement ; Fouls during or after a touchdown, field goal or 
try).  

40.2. Fouls committed after change of  team possession: If  a distance penalty is accepted for a foul 
incurred during a down after change of  team possession, the ball belongs to the team in 
possession when the foul occurred. The down and distance established by any distance penalty 
incurred after change of  team possession is first down with a new line to gain. 

40.3. Foul between downs: After a distance penalty incurred between downs, the number of  the next 
down shall be the same as before the foul, unless enforcement for a foul by Team B leaves the 
ball beyond the line to gain or a penalty mandates a first down. If  a foul committed by Team B 
and the ball (after the penalty) is beyond Team A line to gain, then it is a first down with a new 
line to gain. If  a foul committed by Team B and the penalty mandates a first down, Team A will 
start with a first down with a new line to gain. 

40.4. Foul between series: If  the foul occurred after a series ends and before the next ready-for-play 
signal, the penalty shall be enforced before the line to gain is established. If  the foul occurred 
after the ready-for-play signal, the penalty shall be enforced after the line to gain is established. 

40.5. Loss of  a down: If  the penalty involves loss of  a down, the down shall count as one of the four 
in that series. 
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40.6. Fouls committed after a kick: When a scrimmage kick follows a penalty, the down and distance 
established by that penalty shall be first down with a new line to gain. 

40.7. Fouls by Both Teams: If  offsetting fouls occur during a down, that down shall be repeated. 

40.8. Decline a penalty: If  a penalty is declined, the number of  the next down shall be whatever it 
would have been if  that foul had not occurred. 

40.9. Fouls during a Loose Ball: Live-ball fouls not penalized as dead-ball fouls when the ball is loose 
shall be penalized from the basic or previous spot (Exception: Personal-foul penalties for fouls by 
opponents of  the scoring team during a down that ends in a touchdown are penalized on the 
try or the succeeding kickoff.). 

41. Penalty enforcement spots 

41.1. Dead ball: The enforcement spot for a foul committed when the ball is dead is the succeeding 
spot.  

41.2. Snap or free kick: The enforcement spot for fouls occurring simultaneously with a snap or free 
kick is the previous spot. 

41.3. Running plays: The enforcement spot for fouls during running play is the previous spot. Safety 
if  the foul occurs behind Team Aõs goal line. Exceptions: When the run ends beyond the neutral 
zone and the foul is not Offensive team facemask, illegal use of  hands, holding, illegal block 
and personal fouls, than the enforcement spot is the end of  the related run. 

41.4. Pass plays: The basic enforcement spot for fouls during a legal forward pass play is the previous 
spot. Exceptions (1) Defensive pass interference; (2) Roughing-the-passer enforcement on a 
completed forward pass; (3) Illegal touching; (4) Enforce facemask, illegal use of  hands, 
holding, illegal block and personal fouls, occurring behind Team Aõs goal line will be Safety. 

41.5. Kick plays: The enforcement spot for fouls that occur during a legal free or scrimmage kick play 
before possession is gained or regained or the ball is declared dead by rule is the previous spot. 

Exceptions: 

¶ Interference with the opportunity to make a catchñspot foul. 

¶ A block or foul after a valid or invalid signal for a fair catch by a Team B player who 
signaled for a fair catch during a free kick and had not touched the ballñspot foul. 

¶ Postscrimmage kick enforcement: The postscrimmage kick spot is the spot where the 
kick ends when Team B fouls occur: During scrimmage kick plays other than a try or a 
successful field goal, and during extra periods; During a scrimmage kick play in which 
the ball crosses the neutral zone; Three yards or more beyond the neutral zone; Before 
the end of  the kick; When Team A does not have possession of  the ball when the 
down ends; Team B fouls behind the postscrimmage kick spot are spot fouls. 

¶ Offensive team facemask, illegal use of  hands, holding, illegal block and personal 
fouls, occurring behind the neutral zone, are enforced from the previous spot. Safety 
if  the foul occurs behind Team Aõs goal line. 

¶ Offside by Team A on a free kick with Team B in possession may be enforced from 
the previous spot or the subsequent dead-ball spot. 

¶ For live-ball fouls occurring when the snap starts during scrimmage kick plays: Five 
yards from the previous spot or five yards from the spot where the subsequent dead 
ball belongs to Team B. 
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¶ For live-ball fouls by Team A occurring between the snap and dead ball spots with 
Team B in possession, enforcement may be at the previous spot or subsequent dead-
ball spot. 

41.6. Behind the goal line: 

a. The enforcement spot is the goal line for fouls by the opponents of the team in 
possession after a change of  team possession in the field of  play or when the run ends 
behind the goal line. 

b. The basic enforcement spot is the 15-yard line for fouls that occur after a change of  
team possession in the end zone and the ball remains in the end zone where it is 
declared dead. 

c. The enforcement spot is the goal line for fouls by the opponents of the team in 
possession after a change of  team possession in the end zone when the run ends behind 
the goal line and any subsequent loose ball is recovered in the field of  play. 

41.7. Fouls during or after a touchdown, field goal or try: 

a. Personal-foul penalties for fouls by opponents of  the scoring team during a down that 
ends in a touchdown are penalized on the try or the succeeding kickoff. The captain of  
the offended team has the choice. 

b. Defensive pass interference fouls on a try from the three-yard line are penalized one-
half  the distance to the goal line or, if  the try is successful, the penalty is declined. 

c. When a foul occurs after a touchdown and before the ball is ready for play on the try or 
there was a live-ball foul penalized as a dead ball foul on the touchdown play, 
enforcement is on the try or the succeeding kickoff. The captain of  the offended team 
has the choice. 

d. Penalties for live-ball fouls during field goal plays are administered by rule. To accept 
points on a successful field goal, Team A must decline penalties for Team B live-ball 
fouls. By accepting the penalty for a Team B live-ball foul, Team A elects to cancel the 
score and have the penalty enforced at the previous spot. Penalties for live-ball fouls 
treated as dead-ball fouls and those for dead-ball fouls after a field goal down are 
enforced at the succeeding spot. 

41.8. Penalties enforced close to the goal line: Distance penalties for fouls by the receiving team may 
not extend the receiving teamõs restraining line behind its five-yard line. Penalties that place the 
restraining line of  the receiving team behind its five-yard line are enforced from the next 
succeeding spot. 

41.9. Half-Distance Enforcement Procedures: No distance penalty, including tries from on or inside 
the three-yard line, shall exceed half  the distance from the enforcement spot to the offending 
teamõs goal line (Exceptions: (1) Scrimmage downs, other than tries, Penalty for Team B 
interference; and (2) on tries, defensive pass interference when the ball is snapped from outside 
the three-yard line). 
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Section H : Snapping the Ball 

42. Snap Placement 

42.1. The ball must be snapped from a spot between the two inbound lines. If  the starting point for 
any scrimmage down is between an inbounds line and the nearer sideline, it shall be transferred 
to the nearest inbounds spot. 

43. Start With a Snap 

43.1. The ball shall be put in play by a legal snap unless the rules provide for a legal free kick: 

43.2. Legally snapping the ball is handing or passing it backward from its position on the ground with 
a quick and continuous motion of  the hand or hands. 

PENALTY: Illegal snap. Dead ball foul. Five yards from the previous spot [S21]. 

43.3. No offensive lineman may receive a hand-to-hand snap. 

PENALTY: Player on scrimmage line receiving snap. Live ball foul. Five yards from the 
previous spot [S19]. 

44. Offensive team requirements during the Snap 

44.1. If  a team breaks its huddle with more than eight players, it shall immediately be penalized for 
illegal substitution. 
PENALTY: Illegal Substitution. Dead ball foul. Five yards from the succeeding spot 
[22].  

44.2. If  a team has more than eight players on the field at the snap of  the ball, the offending team 
will be charged with an Illegal Participation. 
PENALTY: Illegal Participation. Live ball foul. Five yards from the previous spot [28]. 

44.3. At least four players legally on their scrimmage line. The remaining players must be either on 
their scrimmage line or legally positioned as a back. 

PENALTY: Illegal formation. Dead ball foul. Five yards from the succeeding spot [S7 
and S19]. 

44.4. The snapper, after assuming his position for the succeeding snap and touching the ball, may not 
move to a different position, may not lift the ball, move it beyond the neutral zone or simulate 
the start of  a play. The snapper may take his hand(s) off  the ball only if  it does not simulate the 
start of  a play. 

44.5. No lineman of  the offensive team (other than the snapper), after having placed a hand on the 
ground, shall move his hand or make any quick movement. 

PENALTY: False start. Dead ball foul. Five yards from the succeeding spot [S7 and 
S19]. 

44.6. No player of  the offensive team shall be in or beyond the neutral zone or contact an opponent 
after the snapper touches the ball. No player shall make a movement that simulates the 
beginning of  a play.  

PENALTY: Encroachment. Five yards from the succeeding spot [S7 and S19]. 

44.7. One player may be between his scrimmage line and the backs if  in a position to receive a hand-
to-hand snap from between the snapperõs legs. When in such position, that player may receive 
the snap himself  or it may go directly to any player legally a back (not an offensive lineman). 
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44.8. One player may be in motion, but not in motion toward his opponentõs goal line. A lineman 
may not be in motion at the snap. Other players must be stationary in their positions without 
movement of  the feet, body, head or arms. 

PENALTY : Illegal motion. Live ball foul. Five yards from the succeeding spot [S20]. 

44.9. No player may position himself  with his feet on the back or shoulders of  a teammate before 
the snap. 

PENALTY : Offense Restrictions infraction. Dead ball foul. 15 yards from the 
succeeding spot [S7 and S27]. 

45. Defensive Team Requirements during the Snap 

45.1. After the ball is ready for play and before the ball is snapped, no defensive team player may 
touch the ball, nor may any player contact an opponent or in any other way interfere with him.  

PENALTY : Interference. Dead ball foul. Five yards from the succeeding spot [S7 and 
S20]. 

45.2. After the ball is ready for play and before the ball is snapped, no defensive team player may 
enter the neutral zone causing an offensive lineman to react immediately. All defensive team 
players aligned in a stationary position within one yard of  the line of  scrimmage may not make 
quick or abrupt actions that are not part of  normal defensive player movement in an obvious 
attempt to cause an offensive player(s) to foul (false start). 

PENALTY:  Defense player causing false start. Dead ball foul. Five yards from the 

succeeding spot [S7 and S21]. 

45.3. When the snap starts, no defensive team player may be in or beyond the neutral zone at the 
snap. 

PENALTY: Offside. Live ball foul. Five yards from the previous spot [S18]. 

45.4. No defensive player, in an attempt to block, bat or catch a kick, may: (1) Step, jump or stand on 
a teammate; (2) Place a hand on a teammate to get leverage for additional height; or (3) Be 
picked up, elevated, propelled, or pushed by a teammate. 

PENALTY: Defense Restrictions infraction. Live ball foul. 15 yards from the previous 
spot [S27]. 
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Section I : Handing and passing the ball 

46. Handing the ball forward 

46.1. The ball can not be handed forward except during a scrimmage. The only forward handling is 
legal when Team A player who is behind his scrimmage line hands the ball forward to a 
backfield teammate who is also behind that line or to a teammate who was on his scrimmage 
line when the ball was snapped, provided that teammate left his line position by a movement of  
both feet that faced him toward his own end line and was at least two yards behind his 
scrimmage line when he received the ball. 

PENALTY: Illegal handing ball forward. Five yards from the spot of  the foul; also loss 
of  a down if  by Team A before team possession changes during a scrimmage down 
[S35 and S9]. 

47. Forward Pass 

47.1. Team A may make one forward pass during each scrimmage down before team possession 
changes, provided the pass is thrown from a point in or behind the neutral zone. 

47.2. Illegal forward pass will be called on these cases: 

a. If  thrown by a Team A player who is beyond the neutral zone. 

b. If  it is the second forward pass by Team A during the same down. 

c. If, to conserve time, the pass is not thrown immediately after the ball is first controlled after 
the snap or is thrown after the ball has touched the ground. If, to conserve time, the pass is 
thrown where no eligible Team A player has a reasonable opportunity to catch it. 

d. If  thrown from in or behind the neutral zone after a runner in possession of  the ball has 
gone beyond the neutral zone. 

PENALTY: Illegal forward pass. Five yards from the spot of  the foul and loss of  down 
[S35 and S9]. 

47.3. Illegal forward pass will be called when the ball is thrown by a Team B player or if  thrown by a 
Team A player after team possession has changed during the down. 

PENALTY: Illegal forward pass. Five yards from the spot of  the foul [S35]. 

47.4. If, to save loss of  yardage, a forward pass is thrown where no eligible Team A player has a 
reasonable opportunity to catch it (except when the passer is or has been outside the pocket 
toward a sideline, throws the ball so that it crosses the neutral zone). When in question, the 
Team A player has a reasonable opportunity to catch the pass. 

PENALTY: Intentional Grounding. Loss of  down at the spot of  the foul [S36 and S9]. 

47.5. No eligible offensive receiver who goes out of  bounds during a down shall touch a legal 
forward pass in the field of  play or end zones or while airborne until it has been touched by an 
opponent or official (Exception: This does not apply to an eligible offensive player who attempts 
to return inbounds immediately after being blocked out of  bounds by an opponent). 

PENALTY: Touching a pass after crossing out of  bounds. Loss of  down at the spot of  
the foul [S16 and S9]. 

47.6. If  any illegal pass is thrown from the end zone, the offended team may accept a safety or 
decline the penalty and accept the result of  the play. 
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48. Backward Pass, Fumble and Recovery 

48.1. An unlimited number of  backward passes is allowed at any time  

48.2. A runner may hand or pass the ball backward at any time, except to throw the ball intentionally 
out of  bounds to conserve time. 

PENALTY: Intentionally throwing backward pass out of  bounds. Five yards from the 
spot of  the foul; also loss of  down if  by Team A before team possession changes during 
a scrimmage down [S35 and S9]. 

49. Eligibility implications  

49.1. Eligibility rules apply during a down when a legal forward pass is thrown. All Team B players 
are eligible to touch or catch a pass. When the ball is snapped, Team A players who are eligible 
are those in an end position on his scrimmage line, players legally positioned as backs and 
players positioned to receive a hand-to-hand snap from between the snapperõs legs. 

49.2.  No originally ineligible player while inbounds shall intentionally touch a legal forward pass until 
it has touched an opponent or an official 

PENALTY: Illegal touching a forward pass. Five yards from the previous spot [S16]. 

49.3. No originally ineligible receiver shall be or have been beyond the neutral zone until a legal 
forward pass that crosses the neutral zone has been thrown. 

Exceptions: 

¶ When, after the snap, a Team A ineligible receiver immediately charges and contacts an 
opponent at a point not more than one yard beyond the neutral zone and does not 
continue the contact more than three yards beyond the neutral zone. 

¶ When contact that has driven an opponent no more than three yards from the neutral zone 
is lost by a player who was ineligible at the snap, he must remain stationary at that spot 
until the pass is thrown. 

PENALTY: Ineligible player downfield. Five yards from the previous spot [S37]. 

50. Completed Pass and Incomplete Pass 

50.1. Any forward pass is completed when caught by a player of  the passing team who is inbounds, 
and the ball continues in play unless completed in the opponentõs end zone or the pass has been 
caught simultaneously by opposing players. If  a forward pass is caught simultaneously by 
opposing players inbounds, the ball becomes dead and belongs to the passing team. 

50.2. Any forward pass is incomplete when the pass touches the ground or is out of  bounds by rule. 
It also is incomplete when a player leaves his feet and receives the pass but first lands on or 
outside a boundary line, unless his progress has been stopped in the field of  play or end zone. 

50.3. When a legal forward pass is incomplete, the ball belongs to the passing team at the previous 
spot. 

51. Pass Interference 

51.1. During a down in which a legal forward pass crosses the neutral zone, illegal contact by Team A 
and Team B players is prohibited from the time the ball is snapped until it is touched by any 
player or an official. 

51.2. 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 
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B eligible player. It is the responsibility of  the offensive player to avoid the opponents. It is not 
offensive pass interference: 

a. When, after the snap, a Team A ineligible player immediately charges and contacts an 
opponent at a point not more than one yard beyond the neutral zone and does not continue 
the contact more than three yards beyond the neutral zone. 

b. When two or more eligible players are making a simultaneous and bona fide attempt to 
reach, catch or bat the pass. Eligible players of  either team have equal rights to the ball. 

c. When the pass is in flight and two or more eligible players are in the area where they might 
receive or intercept the pass and an offensive player in that area impedes an opponent, and 
the pass is not catchable. 

51.3. 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. When in question, a legal forward pass is catchable. 

51.4. Defensive pass interference occurs only after a legal forward pass is thrown. It is not defensive 
pass interference: 

a. When, after the snap, opposing players immediately charge and establish contact with 
opponents at a point that is within one yard beyond the neutral zone. 

b. When two or more eligible players are making a simultaneous and bona fide attempt to 
reach, catch or bat the pass. Eligible players of  either team have equal rights to the ball. 

c. When a Team B player legally contacts an opponent before the pass is thrown. 

d. When a Team A potential kicker, from scrimmage kick formation, simulates a scrimmage 
kick by throwing the ball high and deep, and contact by a Team B player occurs. 

PENALTY  (team A): Pass interference on the offence. 15 yards from the previous spot 
[S33]. 

PENALTY  (team B, when foul occurs less than 15 yards beyond the previous spot): 
Pass interference on the defense. Team Aõs ball at the spot of  the foul, first down [S33]. 

PENALTY  (team B, when foul occurs 15 or more yards beyond the previous spot): Pass 
interference on the defense. Team Aõs ball, 15 yards from the previous spot, first down 
[S33]. 

When the ball is snapped between the Team B 17-yard line and the Team B two-yard 
line and the spot of  the foul is beyond the two-yard line, the penalty from the previous 
spot shall place the ball at the two-yard line, first down. 

No penalty enforced from outside the two-yard line may place the ball inside the two-
yard line (Exception*). If  the previous spot was on or inside the two-yard line, first 
down halfway between the previous spot and the goal line (Exception**). 

Exception* : Defensive pass interference fouls on a try from the three-yard line are 
penalized one-half  the distance to the goal line or, if  the try is successful, the penalty is 
declined. 

Exception**: No distance penalty, including tries from on or inside the three-yard line, 
shall exceed half  the distance from the enforcement spot to the offending teamõs goal 
line.  

52. Contact Interference 
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52.1. Either Team A or Team B legally may interfere with opponents behind the neutral zone. 

52.2. Players of  either team legally may interfere beyond the neutral zone after the pass has been 
touched. 

52.3. Defensive players legally may contact opponents who have crossed the neutral zone if  the 
opponents are not in a position to receive a catchable forward pass. 

a. Those infractions that occur during a down when a forward pass crosses the neutral zone 
are pass interference infractions only if  the receiver had the opportunity to receive a 
catchable forward pass. 

b. Those infractions that occur during a down when a forward pass does not cross the neutral 
zone are Rule 66 infractions and are penalized from the previous spot. 

52.4. Pass interference rules apply only during a down in which a legal forward pass crosses the 
neutral zone. 

52.5. Contact by Team B with an eligible receiver involving a personal foul that interferes with the 
reception of  a catchable pass may be penalized either as pass interference or as a 15-yard 
personal foul enforced from the previous spot. Rule 49 is specific about contact during a pass. 
However, if  the interference involves an act that ordinarily would result in disqualification, the 
fouling player must leave the game. 

52.6. Physical contact is required to establish interference. 

52.7. Each player has territorial rights, and incidental contact is ruled under òattempt to reachéthe 
passõõ in Rule 49. If  opponents who are beyond the line collide while moving toward the pass, a 
foul by one or both players is indicated only if  intent to impede the opponent is obvious. It is 
pass interference only if  a catchable forward pass is involved. 

52.8. Pass interference rules do not apply after the pass has been touched anywhere inbounds by an 
inbounds player or has touched an official. If  an opponent is fouled, the penalty is for the foul 
and not pass interference. 

52.9. After the pass has been touched, any player may execute a legal block during the remaining 
flight of  the pass. 

52.10. Tackling or grasping a receiver or any other intentional contact before he touches the pass is 
evidence that the tackler is disregarding the ball and is therefore illegal. 

52.11. Tackling or running into a receiver when a forward pass obviously is underthrown or 
overthrown is disregarding the ball and is illegal. This is not pass interference but a violation of  
Rule 66.5 and is penalized 15 yards from the previous spot plus a first down. Flagrant offenders 
shall be disqualified. 
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Section J : Scoring 

53. Touchdown 

53.1. Touchdown occurs when: 

a. A player runs with the ball across the goal line and enters the end zone of  the opposite 
team (either a runner of  the offence or a player of  the defense after recovering a fumble, 
interesting a pass of  blocking a punt). A touchdown is legal when any part of  the ball 
crossed the goal line.  

b. A player catches a pass standing in the end zone of  the opposite team. 

c. The ball was fumbled and recovered by the offence in the end zone of  the defensive team. 

53.2. A touchdown scored is worth six (6) points. 

53.3. After a touchdown, the scoring team will be given a PAT attempt (Point after touchdown). 

53.4. PAT will not be given when the game clock expired and the PAT can not effect the 
determination of  the wining team. 

53.5. Game clock will stops when the official calls touchdown, and will resume only when the ball 
will be kicked after the PAT play. 

54. Point After Touchdown 

54.1. The team that scored touchdown may decide what PAT to try: two points play or one point play  

54.2. To gain two points in the play, the offensive team must get the ball in the opposite team end 
zone (like touchdown) in a single play that starts 2.5 yards from the defending team goal line. 

54.3. To gain one point in the play, the offensive team must execute a successful kick (like field goal). 
The LOS for the one point play is 2.5 yards from the defending team goal line.  

54.4. On PAT play (either one or two points) the defense canõt score on a turnover. 

54.5. Game clock will not run during PAT play. Play clock will be used like any other regular play. 

55. Safety 

55.1. Safety occurs when: 

a. A player of  the offence kicks the ball out of  bounds from the end zone of  his team. 

b. A player of  the offence runs with the ball out of  bounds from the end zone of  his team. 

c. A player of  the offence (QB or kicker) did not catch the snap and the ball rolled out of  
bounds from the end zone of  his team. 

d. The ball was fumbled and recovered by the defense inside the end zone of  it's own team. 

e. The Defenses sacks the QB in the end zone of  the offensive team.   

f. Interception caught by the defense outside the defensive team end zone, the defender that 
holds the ball voluntarily crosses the goal line (entering his team's end zone) and then goes 
down inside the end zone of  fumbles the ball that rolls out of  bounds from the end zone. 

55.2. A safety scored is worth 2 points to the defensive team. 

55.3. After safety, the team that absorbed the safety will punt the ball from its own 10 yard line. 
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56. Field goal 

56.1. A successful field goal is a kick after it the ball goes up and between the sticks of  the goal post. 

56.2. A successful field goal worth 3 points to the offensive team. 

56.3. If  field goal play ends without the offense scoring and without a turnover, the defense takes 
possession from the LOS. 

56.4. In case of  a turnover on a field goal play, the defense may advance the ball and will take 
possession from the spot where the play ended or the original LOS (whichever is better). 

56.5. Game clock will stops when the official calls a successful attempt, and will resume only when 
the ball will be kicked after the play. 
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Section K : Kicking and Punting 

57. Kickoff 

57.1. Kickoff  is a free kick takes place at the beginning of  each half  and after a score of  touchdown 
or field goal (but not after safety).  

57.2. Spot of  a kickoff  is 10 yard line of  the kicking team goal line. 

57.3. All free kicks rules apply on kickoffs. 

58. Free Kicks 

58.1. Restraining line: For any free kick formation, the kicking teamõs restraining line shall be the yard 
line through the most forward point from which the ball shall be kicked, and the receiving 
teamõs restraining line shall be the yard line 10 yards beyond that point. Unless relocated by a 
penalty, the kicking teamõs restraining line on a kickoff and for a free kick after a safety shall be 
its 10-yard line. 

58.2. Place kick: The kicker can use a player from his team as a holder to control the ball on the 
ground or on a legal kicking tee. After the ball is ready for play and for any reason it falls from 
the tee, Team A shall not kick the ball and the play will call dead. 

58.3. Free kick formation: A ball from a free kick formation must be kicked legally and from some 
point on Team Aõs restraining line and on or between the inbounds lines. When the ball is 
kicked: 

a. Each Team A player, except the holder and kicker of  a place kick, must be behind the 
ball. 

b. All Team A players must be inbounds [S19]. 

c. At least Two Team A players must be on each side of  the kicker [S19]. 

d. After a safety, when a punt or drop kick is used, the ball may be kicked from behind the 
kicking teamõs restraining line. 

e. A Team A player who goes out of  bounds during a free kick down may not return 
inbounds during the down (Except a Team A player who is blocked out of  bounds and 
attempts to return inbounds immediately) [S19]. 

f. No Team A player may block an opponent until Team A is eligible to touch a free-kicked 
ball [S19]. 

PENALTY  (on the kicking team): Illegal formation. Live ball foul. Five yards from the 
previous spot, or five yards from the spot where the subsequent dead ball belongs to 
Team B, or from the spot where the ball is placed after a touchback [S18]. 

g. All Team B players must be inbounds [S19]. 

h. All Team B players must be behind their restraining line [S18]. 

PENALTY  (on the receiving team): Illegal formation. Live ball foul. Five yards from the 
previous spot [S18 or S19]. 

58.4. Touching and Recovery of  a Free Kick: No Team A player may touch a free-kicked ball until 
after it touches a Team B player,  breaks the plane of and remains beyond Team Bõs restraining 
line or touches any player, the ground, an official or anything beyond Team Bõs restraining line. 
All players of  Team A become eligible to touch, recover or catch the kick. Any other touching 
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by Team A is illegal touching, a violation that, when the ball becomes dead, gives the receiving 
team the privilege of  taking the ball at the spot of the violation. 

a. If  a penalty incurred by either team before the ball becomes dead is enforced, or if  there 
are offsetting fouls, the illegal touching privilege is canceled. 

b. A player blocked by an opponent into a free kick is not, while inbounds, deemed to have 
touched the kick. 

c. An inbounds player touched by a ball batted by an opponent is not deemed to have 
touched the ball. 

58.5. Free Kick Caught or Recovered: If  a free kick is caught or recovered by a player of  the 
receiving team, the ball continues in play. If caught or recovered by a player of  the kicking team, 
the ball becomes dead. When opposing players, each eligible to touch the ball, simultaneously 
recover a rolling kick or catch a free kick, the simultaneous possession makes the ball dead. A 
kick declared dead in joint possession is awarded to the receiving team. 

58.6. Only lateral and backward passes are allowed during a free kick play. 

58.7. Fouls by Kicking Team: Penalties for all fouls by the kicking team other than kick-catch 
interference during a free kick play may be enforced at the previous spot or at the spot where 
the subsequent dead ball belongs to Team B. 

58.8. If  the player holding the ball for a place kick loses possession during a free kick, the ball 
remains dead. 

59. Free Kick at Rest or Out of  Bounds 

59.1. If  a free kick comes to rest inbounds and no player attempts to secure it, the ball becomes dead 
and belongs to the receiving team at the dead-ball spot. 

59.2. A free kick out of  bounds between the goal lines untouched by a player of  Team B is a foul. 

PENALTY : Kick out of  bounds. Live ball foul. Five yards from the previous spot ; or 
five yards from the spot where the subsequent dead ball belongs to the receiving Team 
or the receiving team may put the ball to play from its 25 yards line [S19]. 

59.3. When a free kick goes out of  bounds between the goal lines after touched by a player, the ball 
belongs to the receiving team at the inbounds spot. 

59.4. The ball becomes dead and belongs to the team defending its goal line when a free kick is 
untouched by Team B before touching the ground on or behind Team Bõs goal line. 

59.5. When a free kick goes across the goal line or goes out of  bounds behind the goal line, the ball 
belongs to the team defending that goal line ð touchback. 

60. Scrimmage Kicks 

60.1. A legal scrimmage kick is a punt, drop kick or place kick made according to rule. 

60.2. Behind the Neutral Zone: A scrimmage kick that fails to cross the neutral zone continues in 
play. All players may catch or recover the ball behind the neutral zone and advance it. If  the 
player holding the ball for a place kick loses possession during a scrimmage down, it is a fumble 
and a loose ball 

60.3. Beyond the Neutral Zone: When a scrimmage kick that has crossed the neutral zone touches a 
player of  the receiving team who is inbounds, any player may catch or recover the ball. No 
inbounds player of  the kicking team shall touch a scrimmage kick that has crossed the neutral 
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zone before it touches an opponent. Such illegal touching is a violation that, when the ball 
becomes dead, gives the receiving team the privilege of  taking the ball at the spot of  the 
violation. If  a penalty incurred by either team before the ball becomes dead is enforced or there 
are offsetting fouls, the privilege is canceled. 

60.4. Forced Touching Disregarded: A player blocked by an opponent into a scrimmage kick that has 
crossed the neutral zone shall not, while inbounds, be deemed to have touched the kick. An 
inbounds player touched by a ball batted by an opponent is not deemed to have touched the 
ball. 

60.5. Fouls By Kicking Team: Penalties for all fouls by the kicking team other than kick-catch 
interference during a scrimmage kick play (except field-goal attempts) may be enforced at the 
previous spot or at the spot where the subsequent dead ball belongs to Team B. 

61. Scrimmage Kick at Rest or Out of  Bounds  

61.1. Touching Ground On or Behind Goal Line: The ball becomes dead and belongs to the team 
defending its goal line when a scrimmage kick is subsequently untouched by Team B before 
touching the ground on or behind Team Bõs goal line 

61.2. Out of  Bounds Between Goal Lines or at Rest Inbounds: If  a scrimmage kick goes out of  
bounds between the goal lines or comes to rest inbounds and no player attempts to secure it, 
the ball becomes dead and belongs to the receiving team at the dead-ball spot. 

61.3. Out of  Bounds Behind Goal Line: If  a scrimmage kick (other than one that scores a field goal) 
goes out of  bounds behind a goal line, the ball becomes dead and belongs to the team 
defending that goal line. 

62. Catch or Recovery a Scrimmage kick 

62.1. Catch or Recovery by Receiving Team: If  a scrimmage kick is caught or recovered by a player 
of  the receiving team, the ball continues in play. 

62.2. Catch or Recovery by Kicking Team: If  a player of  the kicking team catches or recovers a 
scrimmage kick that has crossed the neutral zone, the ball becomes dead. 

62.3. Simultaneous Catch or recovery: When opposing players, each eligible to touch the ball, 
simultaneously recover a rolling kick or catch a scrimmage kick, the simultaneous possession 
makes the ball dead. A kick declared dead in joint possession of  opposing players is awarded to 
the receiving team. 

62.4. Interference With Opportunity: A player of  the receiving team attempting to catch a kick, and 
so located that he could have caught a free kick or a scrimmage kick that is beyond the neutral 
zone, must be given an unimpeded opportunity to catch the kick. 

a. This protection terminates when the kick touches the ground, when any player of  Team 
B muffs a scrimmage kick beyond the neutral zone, or when any player of  Team B muffs 
a free kick in the field of  play or in the end zone. 

b. If  interference with a potential receiver is the result of  a player being blocked by an 
opponent, it is not a foul. 

c. It is an interference foul if  the kicking team contacts the potential receiver before, or 
simultaneous to, his first touching the ball. When in question, it is an interference foul. 

PENALTY : Interference with Opportunity to catch a kick. For foul between the goal 
lines: Receiving teamõs ball, first down, 15 yards beyond the spot of the foul for an 
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interference foul [S33]. For foul behind the goal line: Award a touchback and penalize 
from the succeeding spot. Flagrant offenders shall be disqualified [S47]. 

62.5. Out-of-Bounds Player: No Team A player who goes out of  bounds during a scrimmage kick 
down  may return inbounds during the down. 

PENALTY : Player out of  Bounds. Live ball foul. Five yards from the previous spot or 
five yards from the spot where the subsequent dead ball belongs to Team B [S19]. 

63. Fair Catch 

63.1. When a Team B player makes a fair catch, the ball becomes dead where caught and belongs to 
Team B at that spot, if  the ball is caught. All fair catch rules apply only when a scrimmage kick 
crosses the neutral zone or during free kicks. 

63.2. When a valid fair catch signal is made, the unimpeded opportunity to catch a free or scrimmage 
kick is extended to a player who muffs the kick and still has an opportunity to complete the 
catch. This protection terminates when the kick touches the ground. If  the player subsequently 
catches the kick, the ball is placed where it was first touched. 

63.3. No Advance: No Team B player shall carry a caught or recovered ball more than two steps in 
any direction after a valid or invalid fair catch signal by any Team B player. 

PENALTY : Illegal Advance. Dead ball foul. Five yards from the succeeding spot [S7 
and S21]. 

63.4. Invalid Signals: During a down in which a kick is made, no player of  Team B shall make any 
invalid fair catch signal during a free kick or beyond the neutral zone during a scrimmage kick. 
Any signal is invalid after a scrimmage kick is caught beyond the neutral zone, strikes the 
ground or touches another player beyond the neutral zone. A signal is invalid after a free kick is 
caught, strikes the ground or touches another player. A catch after an invalid signal is not a fair 
catch, and the ball is dead where caught. If  the signal follows a catch, the ball is dead when the 
signal is first given. 

63.5. Illegal Block or Contact: A player of  Team B who has made a valid or invalid signal for a fair 
catch and does not touch the ball shall not block or foul an opponent during that down. 

PENALTY: Illegal Block or Illegal Contact. Live ball foul. Free kick: Receiving teamõs 
ball 15 yards from the spot of  the foul [S40]. Scrimmage kick: 15 yard penalty, 
postscrimmage kick enforcement or basic spot enforcement  [S40]. 

63.6. No Tackling: No player of  the kicking team shall tackle or block an opponent who has 
completed a fair catch. Only the player making a fair catch signal has this protection. 

PENALTY : Personal foul, Illegal Tackle. Dead ball foul. 15 yards from the succeeding 
spot [S7 and S38]. 

64. Roughing or Running Into Kicker or Holder 

64.1. When it is obvious that a scrimmage kick will be made, no opponent shall run into or rough the 
kicker or the holder of  a place kick. 

a. Roughing is a personal foul that endangers the kicker or holder. 

b. Running into the kicker or holder is a foul that occurs when the kicker or holder is 
displaced from his kicking or holding position but is not roughed. 

c. Incidental contact with a kicker or holder is not a foul. 
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d. The kicker and holder must be protected from injury, but contact that occurs when or after 
a scrimmage kick has been touched is not roughing or running into the kicker or holder. 

e. The kicker of  a scrimmage kick loses protection as a kicker when he has had a reasonable 
time to regain his balance. 

f. A defensive player legally blocked into the kicker or holder by a member of  the kicking 
team is not exempt from fouls for running into or roughing the kicker or holder. A 
defensive player illegally blocked into the kicker or holder by a member of  the kicking team 
is exempt from fouls for running into or roughing the kicker or holder. 

g. When a player, other than one who blocks a scrimmage kick, runs into or roughs the kicker 
or holder, it is a foul. 

PENALTY : Running into the kicker/ holder. Live ball foul. Five yards from the previous 
spot [S30]. 

PENALTY : Roughing the kicker/ holder. Live ball foul. Fifteen yards from the previous 
spot and a first down if  the first down is not in conflict with other rules [S38 and S30]. 
Flagrant offenders shall be disqualified [S47]. 

64.2. A kicker or holder simulating being roughed or run into by a defensive player commits an 
unsportsmanlike act. 

PENALTY : Unsportsmanlike conduct. 15 yards from the previous spot [S27]. 

64.3. The kicker of  a free kick may not be blocked until he has advanced five yards beyond his 
restraining line or the kick has touched a player, an official or the ground. 

PENALTY : Illegal Block. Live ball foul. 15 yards from the previous spot [S40]. 
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Section L : Blocking, Use of  Hands or Arms 

65. Block 

65.1. Players of  either team may block opponents, provided it is not forward-pass interference, 
interference with the opportunity to catch a kick or a personal foul. 

66. Helping the Runner or Passer 

66.1. The runner or passer may use his hand or arm to ward off or push opponents. 

66.2. The runner shall not grasp a teammate; and no other player of  his team shall grasp, push, lift or 
charge into him to assist him in forward progress. 

66.3. Teammates of  the runner or passer may interfere for him by blocking but shall not use 
interlocked interference by grasping or encircling one another in any manner while contacting 
an opponent. 

PENALTY : Interfering - Helping the Runner. Live ball foul. Five yards from the basic 
spot [S44]. 

67. Use of  Hands or Arms by Offense 

67.1. A teammate of  a runner or a passer legally may block with his shoulders, his hands, the outer 
surface of  his arms or any other part of his body under the following provisions. 

a. The hand(s) shall be: In advance of  the elbow, Inside the frame of the opponentõs body, At or 
below the shoulder(s) of  the blocker and the opponent, Apart and never in a locked position. 

b. The hand(s) shall be open with the palm(s) facing the frame of  the opponent or closed or 
cupped with the palms not facing the opponent. 

PENALTY : Illegal use of  hands. Live ball foul. 10 yards from the basic spot (Penalties 
for offensive team illegal use of  hands fouls behind the neutral zone are enforced from 
the previous spot. Safety if  the foul occurs behind Team Aõs goal line) [S42]. 

67.2. Holding or illegal obstruction by a teammate of  the runner or passer applies to Rule 66.1: 

a. The hand(s) and arm(s) shall not be used to grasp, pull or encircle in any way that illegally 
impedes or illegally obstructs an opponent. 

b. The hand(s) or arm(s) shall not be used to hook, clamp or otherwise illegally impede or illegally 
obstruct an opponent. 

PENALTY : Holding/Illeg al use of  hands. Live ball foul. 10 yards from the basic spot 
(Penalties for offensive team holding fouls behind the neutral zone are enforced from 
the previous spot. Safety if  the foul occurs behind Team Aõs goal line) [S42]. 

67.3. A block in the back is illegal. 

Exceptions: 

i. When offensive players are on the line of  scrimmage at the snap within a rectangular area 
centered on the middle lineman of  the offensive formation and extending five yards 
laterally and three yards longitudinally in each direction, they may legally block in the back 
in the rectangular area. 

1. A player on the line of  scrimmage within this blocking zone may not leave the zone 
and return and legally block in the back. 
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2. The blocking zone exists until the ball is touched outside the zone or the ball is outside 
the zone after a fumble or muff  from inside the zone. 

ii. When a player turns his back to a potential blocker who has committed himself  in intent 
and direction or movement. 

iii. When a player attempts to reach a runner or legally attempts to recover or catch a fumble, 
a muff, a backward pass, a kick or a touched forward pass, he may push an opponent in 
the back above the waist. 

iv. When the opponent turns his back to the blocker. 

v. When an eligible player behind the neutral zone pushes an opponent in the back above 
the waist to get to a forward pass.. 

PENALTY : Illegal block in the back. Live ball foul. 10 yards from the basic spot 
(Penalties for offensive team illegal block fouls behind the neutral zone are enforced 
from the previous spot. Safety if  the foul occurs behind Team Aõs goal line) [S43]. 

67.4. A player on the kicking team may: 

a. During a scrimmage kick play, use his hand(s) and/or arm(s) to ward off  an opponent 
attempting to block him when he is beyond the neutral zone. 

b. During a free kick play, use his hand(s) and/or arm(s) to ward off  an opponent who is 
attempting to block him. 

c. During a scrimmage kick play or a free kick play, when he is eligible to touch the ball, legally 
use his hand(s) and/or arm(s) to push an opponent in an attempt to reach a loose ball. 

67.5. An eligible player of  the passing team legally may use his hand(s) and/ or arm(s) to ward off  or 
push an opponent in an attempt to reach a loose ball after a legal forward pass has been 
touched by any player or official. 

68. Use of  Hands or Arms by Defense 

68.1. Defensive players may use hands and arms to push, pull, ward off  or lift offensive players when 
attempting to reach the runner. 

68.2. Defensive players may not use hands and arms to tackle, hold or otherwise illegally obstruct an 
opponent other than a runner. 

PENAL TY: Holding . Live ball foul. 10 yards from the basic spot [S42]. 

68.3. Defensive players may use hands and arms to push, pull, ward off  or lift offensive players 
obviously attempting to block them. Defensive players may ward off  or legally block an eligible 
pass receiver until that player occupies the same yard line as the defender or until the opponent 
could not possibly block him. Continuous contact is illegal. 

PENALTY : Illegal Use of  Hands. Live ball foul. 10 yards from the basic spot [S38, S42, 
S43 or S45]. 

68.4. When a legal forward pass crosses the neutral zone during a forward pass play and a contact 
foul that is not pass interference is committed beyond the neutral zone, the enforcement spot is 
the previous spot. 

PENALTY: Illegal Contact. Live ball foul. Ten yards from the previous spot, plus first 
down if  the foul occurred against an eligible receiver before the pass was touched [S38, 
S42, S43 or S45]. 
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68.5. A defensive player legally may use his hands or arms to ward off  or block an opponent in an 
attempt to reach a loose ball: 

a. During a backward pass, fumble or kick that he is eligible to touch. 

b. During any forward pass that crossed the neutral zone and has been touched by any player 
or official. 

68.6. A defensive player may not continuously contact an opponentõs helmet (including the face 
mask) with hand(s) or arm(s), except against the runner. 

PENALTY:  contact an opponentõs helmet. Live ball foul. 15 yards from the basic spot 
and a first down for Team B fouls if  the first down is not in conflict with other rules 
[S38]. 
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Section M : Contact and Interference 

69. Unfair Tactics, Illegal Participation 

69.1. No simulated replacements or substitutions may be used to confuse opponents. No tactic 
associated with substitutes or the substitution process may be used to confuse opponents. 

PENALTY : illegal simulated replacements. Dead ball foul. 15 yards from the previous 
spot [S27]. Flagrant offenders shall be disqualified [S47]. 

69.2. Participation by 9 or more players is illegal participation. 

PENALTY : illegal participation. Dead ball foul. 5 yards from the previous spot [S28]. 

69.3. The following are unfair acts: If  a team refuses to play within two minutes after ordered to do 
so by the referee. If  a team repeatedly commits fouls that can be penalized only by halving the 
distance to its goal line. If  an obviously unfair act not specifically covered by the rules occurs 
during the game. 

PENALTY : Unfair game. Dead ball foul. The referee may take any action he considers 
equitable, including assessing a penalty, awarding a score, or suspending or forfeiting 
the game. 

69.4. Intentionally contacting a game official physically during the game by persons subject to the 
rules is a foul. 

PENALTY : contacting a game official. Administer as a dead-ball foul. Fifteen yards 
from the succeeding spot and disqualification [S7, S27 and S47]. 

70. Contact and Interference Restrictions ð Personal Fouls 

70.1. No person subject to the rules shall strike an opponent with the knee; strike an opponentõs 
helmet (including the face mask), neck, face or any other part of  the body with an extended 
forearm, elbow, locked hands, palm, fist, or the heel, back or side of  the open hand; or gouge 
an opponent, or strike an opponent with his foot or any part of  his leg that is below the knee. 

70.2. There shall be no tripping except against the runner. 

70.3. There shall be no clipping. 

Exceptions: 

i. When offensive players are on the line of  scrimmage at the snap within a rectangular area 
centered on the middle lineman of  the offensive formation and extending five yards 
laterally and three yards longitudinally in each direction, they legally may clip in the 
rectangular area. 

1. A player in the rectangular area may not block an opponent with the force of  the initial 
contact from behind and at or below the knee except against the runner. 

2. A player on the line of  scrimmage within the rectangular area may not leave the zone 
and return and legally clip. 

3. The rectangular area exists until the ball is touched outside the area or the ball is outside 
the area after a fumble, backward pass or muff  from inside the area. 

ii. When a player turns his back to a potential blocker who has committed himself  in intent 
and direction or movement. 
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iii. When a player attempts to reach a runner or legally attempts to recover or catch a fumble, a 
muff, a backward pass, a kick or a touched forward pass, he may push an opponent below 
the waist at or to the buttocks. 

iv. When an eligible player behind the neutral zone pushes an opponent below the waist at or 
to the buttocks to get to a forward pass. 

70.4. Blocking below the waist is permitted except as follows 

a. Offensive linemen at the snap positioned more than seven yards from the middle lineman of  
the offensive formation are prohibited from blocking below the waist toward the original 
position of  the ball in or behind the neutral zone and within 10 yards beyond the neutral 
zone. 

b. Backs at the snap positioned with the frame of  their body completely outside the frame of  
the body of  the normal tackle (second player from the snapper) position in either direction 
toward a sideline, or in motion at the snap, are prohibited from blocking below the waist 
toward the original position of  the ball in or behind the neutral zone and within 10 yards 
beyond the neutral zone. The frame of  the body does not include arms or legs extended 
sideways. 

c. During a scrimmage down, defensive players are prohibited from blocking an eligible Team 
A receiver below the waist beyond the neutral zone unless attempting to get at the ball or 
runner. A Team A receiver remains eligible until a legal forward pass is no longer possible by 
rule. 

d. During a down in which there is a free kick or scrimmage kick from a scrimmage kick 
formation, all players are prohibited from blocking below the waist, except against the 
runner. 

e. After any change of  team possession, all players are prohibited from blocking below the 
waist, except against the runner. 

f. A Team A player behind the neutral zone and in position to receive a backward pass shall 
not be blocked below the waist or contacted by way of  a personal foul. 

70.5. No player shall tackle or run into a receiver when a forward pass to him obviously is not 
catchable. This is a personal foul and not pass interference. 

70.6. There shall be no piling on, falling on or throwing the body on an opponent after the ball 
becomes dead. 

70.7. No opponent shall tackle or block the runner when he is clearly out of bounds or throw him to 
the ground after the ball becomes dead. 

70.8. There shall be no hurdling, except the runner, who may hurdle an opponent. 

70.9. No player shall run into or throw himself  against an opponent obviously out of  the play either 
before or after the ball is dead. 

70.10. No player shall continuously contact an opponentõs helmet (including the face mask) with 
hand(s) or arm(s). 

70.11. No defensive player shall charge into a passer or throw him to the ground when it is obvious 
the ball has been thrown. This is roughing the passer, and the penalty is added to the end of  the 
last run when it ends beyond the neutral zone and there is no change of  team possession during 
the down. 

70.12. There shall be no chop blocking. 
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70.13. No defensive player, in an attempt to gain an advantage, may step, jump or stand on an 
opponent. No defensive player who runs forward from beyond the neutral zone and leaps from 
beyond the neutral zone in an obvious attempt to block a field goal or try may land on any 
player(s). It is not a foul if  the leaping player was aligned in a stationary position within one yard 
of  the line of  scrimmage when the ball was snapped. 

70.14. When a team is in scrimmage kick formation, a defensive player may not initiate contact with 
the snapper until one second has elapsed after the snap. 

70.15. All players are prohibited from grabbing the inside back collar of  the shoulder pads or jersey, or 
the inside collar of  the side of  the shoulder pads or jersey, and immediately pulling the runner 
down. This does not apply to a runner who is inside the tackle box or to a quarterback who is in 
the pocket. 

70.16. No player shall twist, turn or pull the face mask or any helmet opening of  an opponent. It is 
not a foul if  the face mask or helmet opening is not twisted, turned or pulled. When in 
question, it is a foul. 

70.17. No player shall initiate contact and target an opponent with the crown (top) of  his helmet. 
When in question, it is a foul. 

70.18. No player shall initiate contact and target a defenseless opponent above the shoulders. When in 
question, it is a foul. 

PENALTY ( on the defense): Personal foul. Live ball foul. 15 yards from the basic spot, 
or 15 yards from the succeeding spot for dead-ball fouls. Automatic first down for Team 
B fouls if  the first down is not in conflict with other rules  

PENALTY ( on the offence): Personal foul. Live ball foul. 15 yards from the previous 
spot. Safety if the foul occurs behind Team Aõs goal line [S7, S24, S34, S38, S39, S40, S41 
or S46]. Fouls during free or scrimmage kick plays (field goal plays exempted): 
Enforcement may be at the previous spot or the spot where the subsequent dead ball 
belongs to Team B. 

Flagrant offenders shall be disqualified [S47]. 

71. Unsportsmanlike Acts 

71.1. There shall be no unsportsmanlike conduct or any act that interferes with orderly game 
administration on the part of  players, substitutes, coaches, authorized attendants or any other 
persons subject to the rules, before the game, during the game or between periods. 

71.2. No player shall use abusive or threatening language or gestures, or engage in such acts that 
provoke ill will or are demeaning to an opponent or to an official, including but not limited to: 
Pointing at an opponent, or imitating the slashing of  the throat ; Taunting, baiting or ridiculing 
an opponent verbally, Punching oneõs own chest while standing over a prone player ; Inciting an 
opponent in any other way, such as simulating the firing of  a weapon ; Any act by which a 
player attempts to focus attention upon himself. If  committed while the ball is alive, these fouls 
are treated as dead ball fouls. 

71.3. After a score or any other play, the player in possession immediately must return the ball to an 
official or leave it near the dead-ball spot. This prohibits Kicking, throwing, spinning or carrying 
the ball any distance that requires an official to retrieve it, Spiking the ball to the ground, 
Throwing the ball high into the air or Any other unsportsmanlike act or actions that delay the 
game. 
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PENALTY: Unsportsmanlike conduct.  Dead ball foul or live-ball foul treated as dead-
ball foul. 15 yards [S7 and S27] from the succeeding spot. 

Flagrant offenders shall be disqualified [S47]. 

If  a player or an identified squad member in uniform commits two unsportsmanlike 
fouls in the same game, he shall be disqualified. 

71.4. Other prohibited acts include: 

a. During the game, coaches, substitutes and authorized attendants in the team area shall not be 
on the field of  play. 

b. No disqualified person shall enter the field of  play or end zones. 

c. No substitute(s) may enter the field of  play or end zones for purposes other than replacing a 
player(s) or to fill a player vacancy(ies).. 

d. Persons subject to the rules shall not create any noise that prohibits a team from hearing its 
signals. 

PENALTY : Illegal Interference. Dead ball foul. 15 yards [S7 and S27] from the 
succeeding spot. Flagrant offenders shall be disqualified [S47]. 

71.5. No player may position himself  with his feet on the back or shoulders of  a teammate before 
the snap. 

PENALTY : Unsportsmanlike conduct. Dead ball foul. 15 yards from the succeeding 
spot [S27]. 

71.6. No defensive player, in an attempt to block, bat or catch a kick, may: 

a. Step, jump or stand on a teammate. 

b. Place a hand(s) on a teammate to get leverage for additional height. 

c. Be picked up by a teammate, or be elevated, propelled, or pushed. 

PENALTY : Unsportsmanlike conduct. Dead ball foul. 15 yards from the succeeding 
spot [S27]. 

72. Batting the Ball 

72.1. While a pass is in flight, any player eligible to touch the ball may bat it in any direction. 

72.2. Any player may block a scrimmage kick in the field of  play or the end zone. 

72.3. No player shall bat other loose balls forward in the field of  play or in any direction if  the ball is 
in the end zone. 

PENALTY : Illegal bating/kicking . Live ball foul. 15 yards from the basic spot and loss 
of  down if  the loss of  down is not in conflict with other rules (unless the foul occurs 
when a legal scrimmage kick is beyond the neutral zone) [S31 and S9]. 

72.4. A backward pass in flight shall not be batted forward by the passing team in an attempt to gain 
yardage. 

PENALTY : Illegal bating/kicking . Live ball foul. 15 yards from the basic spot [S31]. 

72.5. A ball in player possession may not be batted forward by a player of  that team. 

PENALTY : Illegal bating/kicking . Live ball foul. 15 yards from the basic spot [S31]. 
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Appendix A: Penalties summary 
 

 See Section H for details Ready for play and Snap  

        Offense 

5 y from succeeding spot   [22] dead Illegal substitution 

5 y from previous spot   [28] live Illegal participation 

5 y from succeeding spot   [19] dead Illegal formation 

5 y from succeeding spot   [21] dead Putting ball in play before declared ready for play 

5 y from succeeding spot   [21] dead Delay of game 

5 y from succeeding spot   [19] dead Encroachment (offense) at snap  

5 y from succeeding spot   [19] dead False start (offense) 

5 y from succeeding spot   [20] Live Illegal motion (offense)  

5 y from succeeding spot   [20] live Illegal shift (Failure to pause full second) 

5 y from succeeding spot   [21] dead Illegal snap  

15 y from succeeding spot   [27] dead Offensive restrictions infraction 

5 y from previous spot   [20] live Illegal motion at the snap 

5 y from previous spot   [19] live Player on scrimmage line receiving snap   

        Defense 

5 y from succeeding spot   [18] dead Defensive offside before the snap 

5 y from succeeding spot   [21] dead Defensive player causing false start 

5 y from previous spot   [18] live Defensive offside at the snap 

15 y from previous spot   [27] live Defensive restrictions infraction 

     

See Section I for details  Handing & Passing the ball 

        Offense 

5 y from spot of foul & loss of down   [35+9] live Illegally handing ball forward 

5 y from spot of foul & loss of down   [35+9] live Intentionally throwing backward pass out of bounds 

5 y from spot of foul & loss of down   [35+9] live Illegal forward pass (before team possession changes) 

5 y from spot of foul    [35] live Illegal forward pass (after team possession changes) 

loss of down from spot of foul   [36+9] live Intentional grounding 

5 y from previous spot   [37] live Ineligible receiver downfield in pass play 

5 y from previous spot   [16] live Illegal touching a forward pass 

loss of down from previous spot   [16+9] live Touching a pass after crossing out of bounds 

5 y from basic spot   [44] live Interlocked interference or helping runner 

15 y from previous spot   [33] live Offensive pass interference  

15 y from basic spot & loss of down   [31] dead Batting loose ball (offense) 

5 y from basic spot   [31+9] live Batting a backward pass (offense) 

         Defense 

1st down  
If less then 15 y: from spot of foul 
If more then 15 y: 15 y from previous spot 

  [33] live Defensive pass interference 

15 y from basic spot & 1st down 
If complete pass: 15 y from end of run 

  [34] live Roughing the passer 

15 y from basic spot   [31] dead Batting loose ball (defense) 
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 See Section K for details Kick and Kick return 

         Offense 

5 y from previous spot (exeption)   [18+19] live Infraction of free kick formation 

5 y from previous spot (exeption)   [19] live Player illegally goes out of bounds (free kick) 

5 y from previous spot (exeption)   [19] live Player out of bounds when ball free-kicked 

5 y from previous spot (exeption)   [19] live Blocking during a free kick 

5 y from previous spot (exeption)   [19] live Player goes out of bounds during scrimmage kick 

5 y from previous spot    or:  
25 y beyond the restraining line 

  [19] live Free kick out of bounds 

5 y from spot of foul   [31] live Illegal kick (return kick) 

5 y from previous spot & loss of down   [31+9] live Illegal scrimmage kick (beyond the neutral zone) 

15 y from spot of foul 
If in the endzoze: TouchBack+15 y 

  [33]   Interference with opportunity to catch a kick  

15 y from succeeding spot   [38] dead Tackling or blocking fair-catcher  

        Defense 

15 y from previous spot   [40] live Blocking a free-kicker  

15 y from previous spot & 1st down   [38+30] live Roughing the kicker or holder 

5 y from previous spot   [30] live Running into kicker or holder 

5 y from succeeding spot   [21] dead Taking more than two steps after fair catch 

        Illegal fair-catch signal 

15 y from spot of foul   [40] live Block by fair-catch signaler 

     

 See Section L for details Hold , Block, Use of arms and hands 

         Offense 

Pass: 10 y from previous spot 
Run: 10 y from basic spot 

  [42] live Holding or obstruction (offense)  

  [43] live Illegal block in the back (offense)  

  [42] live Illegal use of hands or arms / Locked hands (offense) 

10 y from end of run   [42] live Holding or obstruction (loose ball)  

         Defense 

Pass: 10 y from previous spot 
Run: 10 y from end of run / previous spot 

  [42] live Holding or obstruction (defense)  

  [43] live Illegal block in the back (defense)  

  [42] live Illegal use of hands (defense)  

10 y from end of run   [42] live Holding or obstruction (loose ball)  

     



50 
IFL Game Rules ð Release 3.1 

 
 See Section M for details Contact and Interference 

        Offense 

        Personal foul 

Pass Play:   [45+38] live [Severe] grasping face mask 

15 y from previous spot   [38] live Continuous contact to opponentõs helmet 

    [38] live Clipping , Hurdling, Leaping, Piling on 

Run Play:   [38] live Striking, kicking, kneeing, elbowing, etc. 

15 y from basic spot   [38] live Running into opponent out of play, Tackle out of bounds 

See table below for explanation   [38] live Helmet striking , Spearing, Butting with helmet 

If foul occurs behind goal line: safety   [46] live Tripping 

    [41] live Chop blocking 

    [40] live Blocking below the waist 

        Defense 

15 y from previous spot & 1st down   [38] live Tackling receiver when pass is obviously uncatchable 

        Personal foul 

Pass Play:   [45+38] live [Severe] grasping face mask 

15 y from previous spot & 1st down   [38] live Continuous contact to opponentõs helmet 

    [38] live Clipping , Hurdling, Leaping, Piling on 

Run Play:   [38] live Striking, kicking, kneeing, elbowing, etc. 

15 y from end of run & 1st down   [38] live Running into opponent out of play, Tackle out of bounds 

or   [38] live Helmet striking , Spearing, Butting with helmet 

15 y from previous spot & 1st down   [46] live Tripping 

(the advanced position of the two above)   [41] live Chop blocking 

    [40] live Blocking below the waist 

     

 See Section M for details Flagrant and Unsportamanlike behavior 

15 y from basic spot & loss of down   [31]  live Illegally kicking ball 

disqualification   [47]   Flagrant fouls 

15 y from succeeding spot   [27] dead Unsportsmanlike conduct  

disqualification   [47] dead Two unsportsmanlike fouls  

15 y from basic spot & disqualification   [47]   Fighting  

     
   

Foul occurs  
Beyond end of run 

Foul occurs  
Behind end of run 

How to determine the Spot for offensive 
team personal fouls during running play 

previous spot previous spot (foul behind goal line: safety is the call) When Run ends behind LOS 

end of run advanced between previous spot/spot of the foul When Run ends beyond LOS 

 
Penalty enforced in when foul occur near the penalized team's goal line:  
Loss of half distance to goal line will be in effect if distance penalty exceeds half the distance to goal line, 
except on defensive pass interference. Offended team's ball at spot of foul on defensive pass interference if less 
than a 15-yard penalty. 
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Appendix C: Field Dimensions
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Appendix D: Official  Position Draw 
 


