LV GRIDIRON ADULT FLAG FOOTBALL
8-Man LEAGUE RULES

LV Gridiron Adult Flag Football Rules
LV Gridiron is a recreational men’s adult full contact flag football league. Players safety and
players conduct at the fields are our highest priority. We will provide the best flag football
experience but it also requires the compliance of the players. You are playing in a very
competitive FLAG football league, not a tackle league.
By definition you are playing in a situation that is difficult to referee, and difficult to devise rules
for. As a player, you must realize these things and realize the one thing you can control is your
sportsmanship and your team's sportsmanship. You cannot do something as a player that is
unsportsmanlike. This will include legal activities. For example, performing a hard block on a
player who is not running full speed during a blowout game. Yes, it is legal but unsportsmanlike.
Any unsportsmanlike act can be an ejection even if the referees do not catch the play (LV Gridiron
Staff, or videotape).
Season Schedule: We require a minimum three hour window for scheduling your games. We
will do our best to accommodate any situation you may need, however, there may be instances
where you will have to play outside of your preferred time slot.
Playing Field: Playing field will be regulation size football field (53 1/2 by 100 yards.) First
down markers will be positioned approximately every 20 yards (each 20 and 40 yard line is a 1st
down indicator).
Equipment: Each team will be responsible to provide their own football and Triple Threat flags
for the game. The ball must be regulation size football (NCAA or pro type ball.) The flags must be
unaltered 15” Triple Threat flags.
Uniforms: All teams must have matching uniforms with unique jersey numbers for each player.
If a team is not matching, and a player has on the same color as the opposing team, the opposing
team will have the option to not allow that player to wear the uniform. If the player in question
refuses to change then he can be restricted from pIaying in that game.
In the instance that both teams have identical jerseys, the home team has the option to have the
other team wear an alternate jersey. If the visiting team doesn’t have an alternate jersey, then the
game will be played with both teams having to wear the same color jerseys. If a team has an
objection to a jersey it MUST be stated at the beginning of the game during the coin toss, unless
the player in question is not visible or shows up late. In that instance, the opposing team must
make their objection as soon as the player in question enters the game. No metal or metal tip
cleats will be allowed, you will be removed from the game until an acceptable cleat or shoe is
worn.
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For stat tracking purposes, if two players wear identical numbers, then neither player shall
receive stats for the game. For example, if there are two #4’s neither player will receive stats. A
#4 and a #04 are considered unique numbers.
Rosters & Waivers: Every player is required to sign a waiver before they play in the league. You
are only permitted to play on one team per season. A player has until week three if he wishes to
be released from a team in order to play on another team. In that instance, the player must speak
to a League Commissioner for approval and that player cannot play on both teams in the same
week. If a player plays on more than one team without approval it may result in forfeits for both
teams and in the suspension of that player for the remainder of the season. 21 players are
permitted on a roster. If you go over the limit, you will be required to make cuts.
After week three, players can go on waivers from weeks three to week six. A team can only place
one player on waivers per week. Waiver priority is the goes from low to high ranked team within
the conference. If he clears this waiver, he then is available to all teams in the league. If he clears
this stage, he can join any team. Finally, a team cannot waive a player if it drops below 10 players.
Free Agents: After week three, if a player no longer wishes to be on a team he can be released by
the team captain. The player will then go on the waiver wire. Waiver wire priority will be the last
place team in the conference first, progressing up the standings from there. If a player is claimed
by a team and that player doesn’t wish to play for that team, he will be forced to sit out the rest of
the season. If a player goes unclaimed in his conference for that week, then the waiver wire will
go to the league’s worst record first, progressing up from there, regardless of conference. If there
are multiple players on the wire, and a team makes a claim on one player, that team will
automatically move down the priority list in regards to the other players.
New players who enter the league during the course of the season will go on the waiver wire and
will be available to all teams, with the league’s worst record having first priority and the order
going up the standing to the next worst record and so on.
Length of Game: Playing time will be 44 minutes in duration divided into two 22 minute halves
with a 2 minute intermission between halves. There is a 25 second play clock that runs in
between plays.
Each team is entitled to three charged team time-outs during each half. If a time-out is not used
before the 2 minute warning of the first half the team will lose that time-out and only have 2
remaining. Unused first half time-outs cannot be used in the second half. A single charged timeout shall not exceed one minute. If a team calls for time-out with none remaining, the referee can
either choose to ignore the request or if the play is stopped, a delay of game penalty is assessed.
The clock will run continuously for the first half until the two minute warning and then only stop
for time-outs. The clock will stop at the 2 minute warning in the second half. After that the clock
will stop for the following: touchdown, incomplete pass, PAT, out of bounds, time-outs, penalty or
change of possession.
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If a team is down by 17 or more points with 2 minutes left in the game, then the clock will
continuously run except for time-outs.
Coin Toss: The coin toss will be held at midfield and the visiting team captain will call the coin in
the air. The winner of the toss will be given their choice of defense, offense, or designating the
end of the field at which the ball will be put in play, or may defer his choice to the second half.
The loser will have his choice of the remaining options. Ref fees are due at this time to the stat
taker. If ref fees are not paid in full at game time, the clock will begin to run and teams will not be
allowed to start play until the fees are paid.
Forfeited Games: If your team fails to show up by the coin toss, the referees will begin running
the game clock. If the team does not have enough to play when the clock reaches 10 minutes left
in the first half, the game will be declared a forfeit. A team may start the game with 6 players. The
team that is short may pick up players at the start of the game ONLY with the consent of the
opposing team. If the opposing team allows the short-handed team to pick up players, the game
will be live. The short-handed team may only pick up enough players to equal 8. If any more of
the team’s players show up, then a player who was picked up must leave the field and can’t
return to the game.
In the event of a forfeit, the non-forfeiting team will be required to pay their ref fees for that
week. The non-forfeiting team’s will be awarded a 12-0 victory. 12 points is the average margin
of victory in the LV Gridiron.
The team that forfeited will be responsible for paying all accrued ref fees, prior to playing their
next game. If a team forfeits twice in a row, they will be removed from the schedule with no
refunds, and be required to pay the whole season's referee fees the following season up front.
Mercy Rule: No mercy rule enforced, but if the game is getting out of control with trash talking,
possible altercation, or injuries due to cheap shots. The game will be called to end. If the game is
called and there were no violent incidents, the game can be ended prematurely and awarded to
the most likely winner. This will be a judgment between the officials and LV Gridiron staff.
Violent Acts: LV Gridiron has a zero tolerance policy towards violence. In the event of an isolated
incident, the offending players will be ejected and suspended indefinitely. The game will resume
if the officials and staff feel the situation has been contained. However, if the problem escalates
and the game is not able to continue in a safe fashion, the game will result in a double
disqualification. Suspended players may appeal the decision.
Double Forfeit: If both teams are disqualified for any reason, the game will be recorded as a loss
for both teams.
Sidelines: Players standing on the sidelines must stay between the 20s. At no time should a
player be past the 20 yard line while standing on his sideline. The only exception to this would be
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if a player was injured and left the field. Non-players are no longer allowed on the team sidelines.
for this rule is to remove some of the dangerous traffic from the sidelines.
Playoffs, Promotions & Relegations: The winner of each conference will earn a free entry to the
next LV Gridiron season on the schedule and championship swag. Free registrations must be
used on the next full season.

Teams in Conference

Playoff Teams

Less than 10

4

10-12

6

12+

8

If there are divisions within the conference, the division winners will be given automatic entry to
the playoffs. All remaining teams will be seeded at-large. Playoffs are re-seeded after every
round, if necessary.
Other than the top conference, if a team choses to stay in its conference after winning the
championship, they forfeit the registration prize. If a team repeats as champion, they MUST
advance to the next conference.
Tie-Breakers: The tiebreaker system is as follows:
1.
2.
3.
4.
5.
6.

Head to Head
Conference Wins
Division Wins
Point Differential
Points Scored
Coin Toss

If more than two teams are tied, the first tie breaker is replaced with common head-to headrecord. If two teams remain tied after other teams are eliminated during any step, tie breaker
reverts to the first step of the tie-breaker process.
Protest Procedures: There are no official protests during a game. There will be a commissioner
with a rulebook on hand for any rule interpretations. At no time will either team plea to the field
commissioner about a referee's judgment call. If there is a blatant misinterpretation of the rules
by a referee, only a team captain can approach a commissioner with that issue. If it is found that
there is an error, the commissioner will meet with the referee crew at halftime or at the end of
the game to correct the issue, never during the game.
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Speaking to an Official: Only the team captains represented at the coin toss should be speaking
to the officials about disputed calls. If another player gets into an argument with a referee he
shall be given one warning and then an unsportsmanlike penalty will be called if the player
continues. Two unsportsmanlike penalties will result in an ejection from the game with a
possible suspension for the following game. Officials observed by league staff provoking players
and becoming argumentative shall be subject to termination by the league and not be allowed to
return.
Any threat of violence or attack on a member of the officiating crew or LV Gridiron staff
will result in LIFETIME BAN from the league. You will be arrested, name submitted to the
City of Las Vegas Sports Unit for possible ban in all city sports. Any possession of an illegal
drug at the field will also get you banned from the league and possible arrest. This is nonnegotiable!
All rules not covered in this rulebook, will revert and be governed by NFHS rules!
There will be no refunds given at any time!
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Offense
Ball Placement: The team that is receiving the ball at the start of the game, halftime or scoring
play will start with the ball at the 30-yard line. There are no kickoffs to start play. The line of
scrimmage will be where the ball is, when the flag is pulled, not where the flag is pulled. After
each play, the referee will mark the spot where the previous play ended. The ball may be snapped
between the numbers only. The ball can be moved as many times as the offense likes pre-snap, as
long as it does not touch the ground or go between the legs of a player in a snapping motion. Once
the ball is set on the ground, it can no longer be moved except to snap the ball and start the play.
Line of Scrimmage: Offensive team must have at least four players on the line of scrimmage at
the time of the snap. If the offense fails to have four players on the line at the start of the play, an
illegal procedure penalty will be called.
Motion: Only one player can be in motion at the snap of the ball and must be running parallel to
the line of scrimmage. Please note that more than one player can initially shift, however all
players must be set before the player goes in motion.
Blocking: During a legal block, contact will be made with OPEN HANDS ONLY. Open hands can be
thrust forward initially to contact an opponent inside their body frame. Hands cannot be thrust
forward above the shoulders to contact an opponent on the neck, face, or head. As the play
develops, a blocker is permitted to work for and maintain position on an opponent as long as
they do not push from behind or clip.
Open hand blocking is allowed on all portions of the field and is not restricted to the line of
scrimmage. Two on one blocking is allowed. A player may not initiate their block with anything
other than an open hand block, i.e. dipping their shoulder to block is not permitted. If a player is
found to have initiated contact with anything other than an open hand block is subject to an
unsportsmanlike penalty and suspension by the league. Suspensions may be enforced if seen by
league officials if the game officials didn't call a penalty.
QB/Center Exchange: The center should be lined up in a manner that he is facing the line of
scrimmage and must snap or hike the ball between his legs in a backwards motion to a receiving
player. The ball cannot cross the line of scrimmage before the receiving player touches it. The
penalty will be considered illegal motion. The center can NOT be contacted until his head comes
up. The center has one second to raise his head after snapping the ball. Failure to raise will be
subject to a personal foul penalty.
The center must snap the ball to a teammate. Snapping the ball to himself is not allowed. The
offense can NOT take a direct snap from center, Shotgun/pistol formation is required.
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Eligible Receivers: All 8 players, including the linemen, are eligible to run down field and catch
passes. Receivers can all line up on one side, there does not have to be a balanced wide receiver
set. There is NO intentional grounding. All receivers must first check in at the numbers if they are
entering the game from the sideline. They may not deceive the defense by leaving the sideline
and then entering the field directly at the sideline. If the players have not left the field they are
not required to check in at the numbers (such as teams switching from defense to offense with
players not leaving the field of play) unless there is a huddle. If the offensive team goes into a
huddle, all players must at least be at the numbers to be eligible otherwise it will be an illegal
procedure penalty.
Forward Passes: The offensive team is only allowed one forward pass behind the line of
scrimmage. If a player catches the ball behind the line of scrimmage but forward of the QB then
the ball can only be advanced by running with the ball. Once the ball has advanced beyond the
line of scrimmage the ball is no longer eligible to be passed forward, regardless if the ball is
brought back behind the line of scrimmage. Penalty for illegal forward pass is 10 yards and loss
of down. The QB is considered to have crossed the line of scrimmage when a foot crosses the
scrimmage line.
A forward pass is considered complete when the receiver catches the ball and maintains
possession after making at least one football move. If a player falls while attempting to catch a
pass, he must maintain control of the ball to the ground (Calvin Johnson rule). Only one foot is
required to be in bounds for a completed catch, provided that any other part of the player is not
simultaneously out of bounds.
Dead Ball: A ball carrier who falls to the ground is considered down and will not be allowed to
get back up to play. There are no fumbles. When the ball carriers loses self control of the ball and
it touches the ground the play is ruled dead and the ball is spotted at the point it touched the
ground as long as the spot is at or behind the carriers forward progress. A player who is overly
aggressive in their one hand touch may be subject to an unsportsmanlike penalty and may be
subject to suspension by the league.
Punting: Punting is allowed. The punt is a protected kick, meaning that there is no rush. On 4th
down the referee will ask the offense what they wish to do. The offense must declare what they
will do, either go for the 1st or punt. They will only get one chance to respond. If they do not
declare, the referee will signal live ball indicating the team is going for the 1st down. The offense
may not change the decision unless they use a timeout.
No direct snap is allowed. Offensive players may not move until the punter kicks the ball. The
punter must be at least five yards behind the line of scrimmage when receiving the snap. After
receiving the snap, the punter must kick the ball immediately and in a continuous motion. Both
teams are required to have at least four players on the line of scrimmage prior to the snap of the
ball.
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Once the ball is snapped the defense may leave the line of scrimmage. If ball hits the ground
before reaching the punter, the receiving team may still recover the ball. If the ball hits the
ground after the receiving team touches it, the ball is dead and will be spotted where it hit the
ground.
If the offense declares they are punting, they are allowed to attempt a fake punt. A fake punt is
executed when the punter kicks the ball to a teammate that receives the ball behind the line of
scrimmage. The ball can then be advanced by running only. Line of scrimmage rules apply to punt
situations.
A team can declare on 4th down that they are going for the 1st down and then still punt the ball
(quick kick) away in an attempt to prevent the defense from setting up a return. If the kicking
team attempts to do this, the punt is not protected and the defense is free to rush and block the
kick.
Field Goals/Extra Points: Field Goals can be attempted on any down by the offensive team. The
defense shall not rush between the guard/center gap (also known as the A gap) on either side.
The center and guards will be one yard apart from each other, no more and no less. The kicking
team is allowed to use a block to set the ball on.
A missed field goal will give possession of the ball to the opposing team at the spot from where
the ball was kicked. If a field goal attempt is short, and the defense fields it cleanly in the air, it
can be returned for a defensive touchdown.
A team can fake the field goal attempt. This is only possible if the player who receives the snap is
not down upon possession of the ball. This is typically the holder catching the ball while on his
knee. However, if the holder’s knee is not on the ground when receiving the snap, he may throw
or run the ball.
Drop kicks are allowed. It involves a player dropping the ball and then kicking it when it bounces
off the ground. It contrasts to a punt, wherein the player kicks the ball without letting it hit the
ground first.
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Defense
Flag Pulling: Play ends when the ball carrier's flag is removed by a defender. Incidental contact
does not constitute a penalty against the offense or defense, however excessive contact is the
responsibility of the offensive player.
Tackling a ball carrier is illegal, as is aggressively shoving or pushing the ball carrier to the
ground or out of bounds. Doing just act is grounds for ejection and possible suspension. An
attempt to strip the ball is also illegal. If the flag falls off during the play, the defensive player will
need to down the ball carrier with a 1 hand touch.
Intentionally removing the offensive player’s flag prior to possession of the ball will result in an
unsportsmanlike conduct penalty.
Rushing the Quarterback: Full rush and blitzing is allowed on every down except for declared
punts. The defense may not make contact with the center until the center raises his head. Hitting
the center with his head down will result in a roughing penalty. If the center does not raise his
head after one second, he will be assessed a personal foul penalty. If you hit the quarterback’s
arm while he is attempting to throw, it will be considered roughing the quarterback.
It is the defensive player’s job to attempt a flag pull. You may attempt to bat the ball but if you
come down on the QB, then it is a penalty. Penalty is unnecessary roughness. If the QB jumps to
throw the ball, and gets hit by the defensive player below the waist, then roughing the QB will not
be enforced, because the flags were not where they were supposed to be when the QB jumped to
throw the ball.
Bump & Run: It is legal and allowed for the first 5 yards. Once a receiver is beyond 5 yards and a
defender makes non-incidental contact with a receiver, it will be considered illegal contact.
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Scoring
Touchdowns: 6 points
Extra Points: 1 point (from the 5 yard line) or 2 points (from the 10 yard line) You may run, or
pass for an extra point attempt. If you attempt to pass for the extra point and the pass is
intercepted, the ball may be returned for a two point conversion. The defending team will be
awarded two points for a returned extra point regardless if the offense tries a one or two point
play.
Safety: 2 points
After a safety, the ball will be punted from the 20 yard line to the receiving team.
Field Goals: 3 Points
Onside Pat: 2 points
Since there are no kickoffs, you can attempt what is considered an onside PAT. At any point of the
game, any team can attempt an Onside PAT if they are down by any number of points. This means
attempting a 2 point conversion from the 30 yard line by running or passing. If conversion is
good the team that attempted the onside PAT is awarded 2 points for the conversion and the ball
at the 50 yard line. You can attempt the Onside PAT at any point of the game as long as you are
trailing in points. If you fail the onside PAT then the ball will be placed at the 50 yard line for the
other team to start. If the defense intercepts the ball and returns it for a score, they are awarded
2 points and possession of the ball at the 50 yard line.
Overtime: There will be a coin flip with the visitor calling the toss. The winner will be able to
choose offense or defense first, while the losing captain will determine the end of field that the
entire overtime period will be played. If the captain, who wins the coin toss, chooses offense first,
they will have a series from the 20 yard line. Field Goals are allowed. After Td’s then extra points
are attempted. Both teams will have a series in each OT.
If there is a tie after each attempt, then they will continue until there is a winner. In each
additional OT after the 1st, the team that ended the OT on offense will start on offense and the
team that ended on defense will start on defense. During the regular season if a winner has not
been determined after 2 OTs the game will be considered a tie.
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Penalties
Loss of Down Penalties: The yardage for these penalties will always be applied before the
decision to award a 1st down.
Example: If on a 4th and 9 play, the ball carrier gains 10 yards prior to flag guarding, the yardage
will be marked off before the 1st down determination is made. On this play, penalty will push the
offensive team behind the line to gain and result in a turnover on downs. However, if the ball
carrier had gained 20 yards, the result would be a 1st down for the offense.
In short, if a team doesn’t gain needed yardage + 10 yards when the loss of down penalty
happens, the result is a loss of down. Diving, Illegal Forward Pass, Flag Guarding & Charging are
the only Loss of Down penalties. An illustration can be found in the Penalty Examples section.
Flag Guarding/Charging: Flag guarding is defined as any attempt by the ball carrier to shield his
flags from being pulled. This includes but is not limited to: swinging free hand, pushing an
opponent's hand away, holding flags with free hand, lowering or dipping their shoulder, and
using the ball to shield the flag. This includes a quarterback bringing the ball down to his waist to
avoid a rusher.
Along with flag guarding, charging is not allowed. This is similar to the basketball rule. A ball
carrier who runs into a defender in a reckless fashion will result in a flag guarding penalty. 10
yard penalty from the spot of the foul and a loss of down.
Equipment Violation: All players must start every play with their flags on and positioned
correctly or the player is subject to a delay of game penalty. A correctly positioned flag consists of
one flag on each hip and one in the back. The belt cannot be turned so that all flags are on one
side of the body. The belt cannot be tied or tucked in, in any way. That penalty is 5 yards and
replay the down.
On a scoring play, a team is allowed to challenge a correctly worn flag. The accused player must
allow the referee to pull the flag off to determine that the flag is properly secured. The penalty for
illegally fastening a flag is 15 yards and replay the down. Removing your own flag before the
referee can check will automatically trigger the penalty.
Delay of Game: If the offensive team does not snap the ball before the 25 second play clock
expires they will be charged a delay of game penalty of 5 yards. The game official is only required
to announce out loud once when 10 seconds remain on the play clock, NO countdown is required
by the official from that point. If any team stops the flow of the game for any reason, example
would be a defensive player asking an official to check the length of an opposing team's flag, and
the flag is correct length a delay of game penalty can be called. Penalty for delay of game is 5
yards.
Encroachment/Offsides/False Start: A false movement of the football by the center shall
constitute a false start. If a player on either side lines up offside, the official will point toward that
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player's team side. It is the player's responsibility to look at the referee. If that player does not get
back on side before the ball is snapped, he will be considered as having been offside at the
moment of the snap. If contact is made with an offensive player before the snap, the result is
encroachment and a dead ball foul.
Any defender attempting to flinch to draw a false start penalty from the offense can be called for
encroachment should the line judge determine that the defender violated the neutral zone in his
attempt. If a defender fakes the rush, but does not violate the neutral zone, and the offensive
player moves it will be a false start penalty.
The penalty for false start and encroachment is 5 yards and a replay of the down. If there is no
contact made on an offsides foul, the play will remain live and the non-penalized team will have
the option to accept a 5 yard penalty and replay the down, or take the result of the play.
Roughing the Passer: This is when the defender makes contact with the quarterback in a
manner that is aggressive or that is not deemed an attempt to go after the flag at the waist. This
includes when a defender tries to deflect the pass and makes contact with the quarterback's arm
or hand. There may be NO contact with the QB whatsoever above the waist or on the arm. A 15
yard penalty from the line of scrimmage and an automatic first down will be enforced. The only
exception is if the defender was blocked into the QB by an offensive linemen or other offensive
player. If the pass is complete, then the penalty is assessed from the end of the play. If the QB
jumps to throw the ball, and gets hits by the defensive player below the waist, then roughing the
QB will not be enforced, because the flags were not where they were supposed to be when the QB
jumped to throw the ball.
Illegal Contact: Contact after the bump and run cushion is not allowed. The penalty is 5 yards
from the previous spot and an automatic 1st down.
Illegal Forward Pass: This is called when a forward pass is thrown from past the line of
scrimmage, after a change of possession, or when a second forward pass is thrown on the same
play. A player who has a foot beyond the line of scrimmage will be considered to have thrown an
illegal forward pass. 5 yards from the spot of the foul and loss of down.
Illegal Procedure/Formation: If the offense fails to have four players on the line at the start of
the play, an illegal procedure penalty will be called. This penalty also covers the instance where a
player does not check in properly within the numbers if the offensive team huddles. Penalty is 5
yards and repeat down.
Illegal Pass Rush: Swim and rip moves are forbidden. All rushers must abide by the same openhand contact rules as are set for the blockers. A 10 yard penalty will be applied and the down will
be replayed.
Holding: This occurs when a player grabs the clothing of another player from the opposing team
to prevent them from making a play. This includes typical offensive holding penalties, defenders
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grabbing the ball carrier’s uniform when attempting a flag pull or defenders holding offensive
players who do not have the ball. The penalty for both offensive and defensive holding is 10
yards.
Last Man Rule: If the ball carrier is held by the last defender (this means there is no other
defender in a REASONABLE position to stop the ball carrier from scoring) to beat and the ball
carrier is inside the opponent’s 20 yard line, then the ball carrier will be awarded a touchdown.
Block in the Back: A block in the back is defined as making contact on any defender by
contacting them from behind. If the blocker makes contact from the side of the defender, but his
initial contact is in the back of the defender, it is also a block in the back. If the blocker makes
contact from the side, but his initial contact is in the front or side, it will be considered a legal
block. The penalty for this infraction is 10 yards and replay the down.
Pass Interference: After the pass is in the air, neither pass receiver nor defender may touch the
other until one of them touches the ball, or else offensive or defensive pass interference may be
called. Incidental contact is a referee’s discretion. Screening a receiver's eyes by a defender
without playing the football (face guarding) is considered pass interference and shall be
penalized as such. Face guarding is defined as the defender attempting to shield the receiver’s
eyes while looking back to make a play on the ball. The defender’s head must be turned back
towards the football or it is considered pass interference.
All accepted interference fouls are 15 yard penalties, no loss of down, no automatic 1st down. If
non-incidental contact is made and the ball is considered uncatchable, there may not be a pass
interference call however, illegal contact may be called.
Jumping & Diving: At no time may a ball carrier leave his feet to advance the ball. A player may
dive, jump, or hurdle to avoid contact or injury. This penalty will be at the sole discretion of the
referee. A 10 yard penalty will be applied and loss of down.
Inadvertent Whistle: If the official whistles the play dead prematurely, the team with
possession of the ball will have the option of taking the play where it stands or replay down,
unless possession changes prior to the whistle and then the ball will be spotted where the ball
was at the time of the whistle.
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Personal Fouls and Prohibited Acts: No player will commit a personal foul during a period or
an intermission. Whenever, in the judgment of any game official, and LV Gridiron League official,
the following acts are deliberate or flagrant, the players involved will be ejected from the game
and possibly suspended:
v Contact with an opponent who is on the ground, throwing the runner to the ground, and
pushing out of bounds
v Unnecessary roughness of any nature
v Abusive or insulting language
v Defensive players on the field of play attempting to simulate the snap count
v The punter delaying the kick
v Attempting to substitute a suspended player and forfeiture of the game
v Intentionally pulling or removing the flags from a player without the ball
v Roughing the kicker, passer, or center
v Blocking in manner inconsistent with the rules, typically using the shoulders or elbows
v A player found to have played a down with flag belts not of regulation size
v Kicking the opponent’s ball out of the field of play
v Any acts of unfair play
v Stripping the ball from the hands of a ball carrier
v Center not raising his head after snapping the ball
Penalty: 15 yard Unnecessary Roughness or Unsportsmanlike Conduct and an automatic first
down.
If flagrant, the offender may be ejected and suspended.
Ejections & Suspensions: These offenses can get you suspended from the league (suspension
time may vary)
v
v
v
v
v
v

Fighting or any other flagrant, deliberate, or violent act
Threatening of any individual with threat of a gun
Any act that any LV Gridiron official deems not in the best interest of the league
Players leaving the sideline to the field of play other than during the intermission at halftime
Interfering with a player or any play while the ball is live
Not signing a roster waiver, and playing on 2 different teams without knowledge of league
official
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Roster Checks: You may request a roster check before and up to the coin toss of your game only.
If you do not request at those times, then it will be assumed that you are fine with the roster. The
only exception is if a player shows up late to the game, and in that instance it must be protested
immediately when that player enters the game.
If a team is caught with an illegal player, then that player will be ejected from the game, a 15 yard
penalty will be assessed, and the captain will be suspended for 1 game, while the player that is
not on the roster will be suspended for 2 games.
There are exceptions to having a player that is not on the roster: If a team is short on players,
then the opposing team captain will have the following choices: Forfeit, or play a live game that is
counted with players picked up from the sidelines. In that instance the short-handed team may
only pick up enough players to make an 8 man team. If a player from the short-handed team
shows up after the game has started, then they must take the place of one of the picked up
players and that picked up player will no longer be allowed to play.
Suspensions: All suspensions will be at the discretion of the LV Gridiron, the first time your
suspended it is free. If any player or team representative is suspended again for any infraction,
they will be subject to a fine to be voted on by the LV Gridiron Player's Committee.
Fouls by Both Teams: If offsetting fouls occurs during a down, that down will be repeated.
Exception: if each team fouls during a down in which there is a change of possession, the team
last gaining possession may retain the ball, provided its foul was not prior to the final change of
possession and it declined the penalty of its opponents foul. When a live ball foul, is followed by a
dead ball foul by the opponent, the penalties administered separately and in the order of
occurrence.
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Penalty Examples
Loss of Down Penalties
Situation: 4th and 10 @ the 50
v Flag guarding happens at the opponents 35 (foul happened 15 yards past the Line of
Scrimmage)
v Subtract the penalty yards first (15 - 10 = 5 yard net gain)
v Not enough yardage was gained, first down the other way at opponents 45.

v Same scenario, except flag guarding happens at the opponents 25
v Subtract the penalty yards first (25 - 10 = 15 yard net gain)
v First down for the offense at the 35.
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Replay the Down Penalties
Situation: 4th and 10 @ the 50
v
v
v
v

Downfield holding happens at the opponents 35
Foul happened 15 yards past the Line of Scrimmage
Subtract the penalty yards first (15 - 10 = 5 yard net gain)
Not enough yardage was gained, replay 4th down at the 45 (4th and 5).

v Same scenario, except downfield holding happens at the opponents 25
v Subtract the penalty yards first (25 - 10 = 15 yard net gain)
v 10 yard penalty applied at the spot of the foul. Enough yardage gained for offensive 1st down.
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