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2025 RAAA Irish Youth Football Rulebook (3rd and 4th Grade)
RAAA will utilize the Minnesota State High School rules (National Federation of State High School Associations) with the following modifications:
[bookmark: _heading=h.gjdgxs]EQUIPMENT
1. Players must wear the following:
a. Navy football pants
b. Molded rubber or plastic stud cleats (No metal cleats)
c. Mouth guard
d. Protective cup
e. Helmets must be RAAA issued (No Exceptions)
f. Shoulder Pads must be RAAA issued (No Exceptions)
2. Peewee size football for 3rd/4th grade and Junior size football for 5th grade will be provided
[bookmark: _heading=h.30j0zll]WEIGHT RULES
1. Official Weigh-In
a. Weigh-ins happen at the beginning of the season at equipment pick, during combines or training camp.
b. Alternative arrangements can be made with the program director to conduct the official weigh-in.
c. Under no circumstances will a player be allowed to move to a lower weight class during the year.
d. Any player that exceeds the weight limits specified below in Section 2 will receive a White stripe for their helmet at equipment handout identifying their status. This stripe must be worn at all times for games and practices.
2. STRIPER Player Weight/Positions
a. Definition of STRIPER:
i. 3rd /4th Grade Greater than 95 lbs. (may vary based on weigh-in numbers)
b. Limitations on Offense
i. A player classified as a STRIPER per Section 2(a) above is eligible to catch the ball but the ball will be down at the spot of the catch. The Striper cannot advance the ball.
ii. A STRIPER can play Quarterback as long as they do not cross the line of scrimmage.
iii. A striper can play a wing position but not a RB position as a lead blocker
iv. A striper can play any position on defense
3. ELIGIBLE Player Weight / Positions
a. Definition: An ELIGIBLE player for the purposes of this document indicates the following:
i. 3rd/4th  Grade: 94 lbs. or less
         b. There are no position limitations for ELIGIBLE players. 
[bookmark: _heading=h.1fob9te]PLAYING TIME
1. All players must be an offensive or defensive starter for each game.
2. Players may play multiple positions on the side of the ball they are assigned to start.
3. If the player will not participate it should be noted on the game sheet.
4. This rule also applies in the regular season and to the playoffs. 
5. Coaches shall make every effort to afford each player equal playing time on the field.
[bookmark: _heading=h.3znysh7]TEAM SIZE
1. Each team will field 9 players on offense and defense.
2. Each team will have 12-14 total players on their roster at the start of the season.
[bookmark: _heading=h.2et92p0]POSITION SPECIFIC RULES
1. Linemen
a. No interior linemen may be in an eligible ball carrying or receiving position on offense

b. STRIPERS may not advance a fumble.
[bookmark: _heading=h.tyjcwt]BALL CARRYING RULES
1. Regular Season
a. 	All ELIGIBLE players must be given at least one ball carry or any combination of carry or pass reception every other game
b. If a player refuses to carry the ball it must be noted on the game sheet
c. Penalty if carry minimum is not met
i. First offense – warning
ii. Second offense with the same player – player must receive two carries over the two games following the notification of second offense
iii. Third offense with the same player – team forfeits a win
d. No more than 7 carries in a game for one player
i. Number of carries is calculated to make sure no one player has more than 25% of the total carries in one game 
e. Incomplete passes count towards player’s carry total
i. If it is unclear what player the pass was intended for, it is unassigned.
f. If a player has control and fumbles the ball, a carry must be assigned
i. Center to Quarterback does not count towards the carry rule unless the QB keeps the ball and tries to advance the ball.
ii. A QB sack within the tackle box is not considered a carry.
g. The offensive player carrying the ball at the whistle is who the carry is assigned. This excludes a recovered fumble that is not advanced.
h. Reaching the carry limit is determined by the tracker from each team agreeing the limit has been reached.
i. The team’s tracker is responsible for updating the coach on carry status.
j. Once a player reaches the 7-carry limit, they can play a ball carrying position, but the team is subject to a 15-yard penalty and loss of down if the player ends up having a carry.
[bookmark: _heading=h.3dy6vkm]GAME MANAGEMENT
1. The team that wins the coin toss may elect to start on defense or to start with the ball.
2. The team who starts with the ball in the first half, they will start on defense in the second half
3. After a touchdown a team can elect to go for 1 or 2 points.
a. For a one point attempt the ball will be placed on the 3-yard line.
b. For a 2 point attempt the ball will be placed on the 10-yard line.
4. Each quarter is 12 minutes running time
a. Clock will stop during the game in the following situations:
	1. Time outs
	2. After a touchdown
	3. When extra point play is concluded after a touchdown
	4. The clock will restart when the new possession begins
b. Clock will stop for the “Two Minute Warning” at the end of the 2nd quarter and the 4th quarter.
c. Clock will stop in the final two minutes of each half for the following;
i. Moving of the down markers when a first down is made
ii. Time out called by either the offensive or defensive team or the officials
iii. Incomplete pass
iv. Player with possession of the football runs or is forced out of bounds
v. Offensive or defensive penalty
vi. Change of possession which includes forced turnover or turnover on downs
vii. An extra point attempt after a touchdown
5. Each team is allowed three one-minute time outs per half
a.  One coach is allowed on the field for each team during a timeout
b.  No limit on Coaches in the Huddle for a Time out
6. Half time is five minutes.
7. At the quarter, two minutes is allotted for the change of goals.
8. Delay of game
a. No delay of game penalties in first half of the season
b. Second half of season play clock is 45 seconds starting when the ball is placed for play
9. Coach on Field
a. One coach is allowed on the field and in the huddle
[bookmark: _heading=h.1t3h5sf]GAME CHARTS
1. Team Coordinators are responsible to complete the official game charts supplied by the Program Director tracking running back carries, all scoring and showing offense/defense players
2. Game charts need to be sent to the Program Director immediately after the game is complete.
[bookmark: _heading=h.4d34og8]COACHING / SIDELINE STAFF
1. Only registered and USA Football Certified coaches and assistants may be in the bench area during a game. Only Certified coaches may coach players or talk to refs during a game. 
2. No more than three coaches per team, plus one adult assigned as the Game Day Tracker.
3. Along the sidelines, coaches may move with the line of scrimmage and keep a reasonable distance from the opposing coaches. Players must stay on their side of the fifty-yard line.
4. Players and coaches shall be on the opposite side of the field from parents. Chain markers must be on the same side of the parents (opposite of players and coaches).
[bookmark: _heading=h.2s8eyo1]KICKING / PUNTING
1. Kickoffs
a. No Kickoffs to start the game, at half or after a score.
b. Ball placed at the teams 30-yard line to start the game, at half or after any other scores 
2. Punts
a. [bookmark: _heading=h.jvykoyokp1su]No punts, all teams will run a fourth down play.
[bookmark: _heading=h.i3353v7wu2cq]TURNOVERS
1. 4th Down
a. If the team on offense is unsuccessful getting a first down on fourth down the ball will be placed at the offenses own 30 yard line.
2. Fumble or Interception Recovery
a. The recovering player can fall on the ball or advance the ball for a touchdown if they are not a STRIPER. STRIPERS can ONLY fall on the ball and cannot advance the ball. When the defensive player falls on the ball, the play is considered dead and the ball will be placed at the recovering teams own 30 yard line regardless of where the ball was recovered. The only other option is for an ELIGIBLE player to recover the ball and run it for a touchdown on the same possession. If the recovering player falls short of the touchdown on that specific recovery possession, the ball will be placed at the recovering team’s 30 yard line.

[bookmark: _heading=h.17dp8vu]STRIPPING
1. Stripping is allowed
[bookmark: _heading=h.3rdcrjn]PENALTIES
	PENALTY
	DISTANCE
	SPOT FOR MARK
	CONSEQUENCE

	Illegal Procedure
	5 yards
	Scrimmage
	Dead Ball – Replay Down

	Encroachment
	5 yards
	Scrimmage
	Dead Ball – Replay Down

	Offside
	5 yards
	Scrimmage
	Dead Ball – Replay Down

	Clipping
	15 yards
	Spot
	Replay Down – If Accepted

	Holding
	10 yards
	Spot
	Replay Down – If Accepted

	Delay of Game
	5
	Scrimmage
	Dead Ball – Replay Down

	Pass Interference
	10 yards
	Scrimmage
	Automatic First Down

	Coach on Field (4th Grade only - 2nd half of season)
	15 yards
	Scrimmage
	Dead Ball – Replay Down Loss of Timeout

	Mouthguard Not In
	5 yards
	Scrimmage
	Dead Ball – Replay Down
Non-Dead Ball – Replay Down – If Accepted

	Offside on Kick-Off or Kick-
Off Out of Bounds
	
	
	Receiving Team Awarded the Ball
at the 50-Yard Line

	Illegal Block
	15 yards
	Scrimmage
	Replay Down – If Accepted

	Disqualifying Penalties

	Roughing the Passer
	15 yards
	Scrimmage
	Automatic First Down Same Game Escalation
First Offense – Out for One Play Second Offense – Out for One Quarter
Third Offense – Out for
Remainder of Current Game and The Following Game

	Face Mask
	15 yards
	Spot
	Replay Down – If Accepted Same Game Escalation
First Offense – Out for One Play Second Offense – Out for One Quarter
Third Offense – Out for Remainder of Current Game and
The Following Game




	Contact to the Head / Tackling Above the Shoulders
	15 yards
	Spot
	Replay Down – If Accepted Same Game Escalation
First Offense – Out for One Play Second Offense – Out for One Quarter
Third Offense – Out for Remainder of Current Game and
The Following Game

	Unsportsmanlike
	15 yards
	Scrimmage
	Replay Down – If Accepted Same Game Escalation
First Offense – Out for One Play Second Offense – Out for One Quarter
Third Offense – Out for Remainder of Current Game and
The Following Game

	Unsportsmanlike – Fighting, Shoving, Pushing, Punching
	15 yards
	Scrimmage
	Replay Down – If Accepted Immediate Disqualification from Current Game and Suspension
from Next Game



[bookmark: _heading=h.26in1rg]OFFENSIVE RULES
1. All formations must include a minimum 5 man balanced frontline.
2. No unbalanced lines are allowed on offense, i.e., no unbalanced line from tackle to tackle (must have a center and one guard and one tackle on each side of center - TGCGT must be followed).
3. Unbalanced lines with a tight end on the LOS are not allowed.
4. Only 2 players can be split wide (Double Wing)• The players that split wide must be a WB; he may not be an end. 
5. Wing Backs must be at least 1 yard behind the line of scrimmage, no more than 5 yards off the Tackle.
6. A total of two handoffs or laterals are allowed per play.
7. No QB Sneaks
8. No shotgun formation is allowed.
9. Legal and illegal blocking
a. Crack back blocks are not allowed and below is further defined
b. A wing back may block anyone as long as he is stationary prior to the snap, this includes end and middle LB (Legal)
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[bookmark: _heading=h.lnxbz9]DEFENSIVE RULES:
1. A standard 4-3-2 defense must be played with the following clarifications:
a. Defensive Line
i. No Nose Guard head-to-head on the offensive center (0 technique) is allowed
ii. Defensive linemen may not move after they are set in their stance. It is the Referee’s discretion to call defensive line movement offside or not; some movement to allow the defensive player to adjust to be head-up to the offensive player may be allowed (we are teaching the game).
iii. Lineman must line up directly in front of the offensive lineman in a 3- point stance (helmet to helmet). They may not line up in the gap.
iv. 3rd/4th Grade -No stunting

b. Linebackers
i. Linebackers must be a minimum of 3 yards off the line and Safeties a minimum of 8 yards off the line (Safeties may limit their 8 yard distance to 5 yards when on or inside the 10 yard line) • See Section 2 on “Valid Defensive Alignments” for rules on Linebacker and Safety alignment.
ii. Linebackers and safeties must remain stationary until the snap of the ball although they may move laterally to react to a man in motion.
iii. No blitzing or forward movement prior to the snap of the ball. Ends may rush in after the snap. Outside linebackers may not blitz or rush after the snap – They may blitz if there is a pass play.
iv. Linebackers must hold their positions until the snap of the ball, at which time they may proceed in any direction
v. No stacking of linebackers i.e. cannot line up behind a defensive lineman.
vi. Middle LBs may not take a running start (Blitz) just to engage and attack the center after the snap of the ball.  The center will be allowed to snap the ball and take a step before the LB engages them

c. No Goal Line Defense
2. Valid Defensive Alignment: 4-3-2
a. 4 players on the line of scrimmage: 2 defensive guards and 2 defensive tackles. Defensive guards/tackles must be lined up helmet to helmet (head-up) with the offensive guards/tackles in a 3-point stance.
b. 3 linebackers: 2 outside linebackers and 1 middle linebacker. 
		i. Linebackers cannot be stacked (lined up behind a lineman).
		ii. Place outside linebackers on the outside shoulder of the defensive end or as far 		outside as you would like.
		iii. But, you cannot move them inside any further. The middle linebacker must be 			over the center prior to the start of the play.
		iv. All Linebackers must be 3 yards from the line of scrimmage at the snap.
                      c.  Safeties can line up as far wide, inside or back as you would like.
		i. They must be at least 8 yards from the line of scrimmage
		ii. If the ball is inside the 10 yard line, the safety must be at least 5 yards from the LOS.
[bookmark: _heading=h.35nkun2]OVERTIME RULES
1. If the score is tied at the end of regulation play, an overtime session will be played.
2. Head coaches will meet with the referees for the coin toss.
3. The winner of the coin toss has the choice of being on either offense or defense.
4. Referees will choose what end to play overtime on.
a. The regular season overtime session consists of one set of plays.
b. A set is defined as each team having played both offense and defense.
c. The winner of the game is the team scoring the most points in that set.
d. The offensive team has four (4) plays to score starting from the 10-yard line.
i. 	If the offensive team scores a touchdown within those four (4) plays, they also can convert the extra point.
ii. If the offensive team fails to score, the ball is turned over on downs and the other team goes on offense and has four (4) plays to score starting from the 10-yard line.
e. If the defense gains possession of the ball, the ball is dead, and the offensive series is complete.
f. If the score remains tied after the first overtime, the game will end in a tie.
5. During the playoffs, the overtime will be repeated.
a. Each team must go for two after a touchdown (from the 10-yard line) until a winner is declared.
b. All ELIGIBLE players can carry the ball, even if they have reached their maximum carries for the game.
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