
AYL and High School Rules, 2013 

NOTE: The rules listed here are not all the High School and /or AYL rules. This is a compressed version that will help newer 
officials understand the game better. All High School rules will be in standard print, all AYL rules will be in Italics. Basic 
concepts for the rules: Team “A” is always on offense, Team “B” is always on defense. “K” will be the kicking team and “R” will 
be the receiving team. 

EQUIPMENT: Shields must be clear. Shoes, shoulder pads, hip pads with tailbone protector, thigh pads, knee pads, helmet, and 
mouthpieces must be worn. The mouthpiece cannot be all white or clear, but can have white included. Knots in jerseys are illegal. Casts 
worn on elbow, forearm, wrist, or hand are prohibited unless covered by at least ½ inch high density polyurethane or similar material. No 
doctor’s permission slip is required for a cast. A 4-point chin strap must be worn and all points must be snapped. Each helmet must have 
a NOCSAE certification label and a “Warning of Risk” label attached. Cleats may be removable and made of rubber, leather, nylon, or 
certain plastics and may be tipped with low carbon steel. Nonremovable cleats can be made of rubber or rubber-type synthetic materials. 
Gloves for warmth may be worn. If the glove is for performance, it must have a stamp or label that says it meets the NOCSAE  
specifications. If used, eye-shade must be a single, solid stroke under each eye. If an eye-shade sticker is used, it cannot have any 
numbers, letters, or symbols on it. For AYL, team name, manufacturer’s logo, and positive messages will be allowed. No “face-painting” 
is allowed. A towel, solid in any color except ball-color or flag-color, no less than 4” x 12” and no more than 18” x 36”, may be worn. If 
worn, all towels must be the same color. Helmet caps are illegal. Electronic equipment can be used (video, still pictures) and can be used 
at halftime or along the sidelines. It can be used during sideline timeouts but not in the middle of the field timeouts. If play cards are 
used, they must be on the wrist or forearm. They cannot be attached to the pants. Moisture-absorbing wristbands may be worn but must 
be on the wrists or within 3 inches of the base of the thumb. No “bicep bands” can be worn. 

HELMETS: If the ball carrier’s helmet comes off during the play, the play is dead at that point. If any player’s helmet comes off during 
a play or dead-ball play associated with the play, that player must sit out one play unless the helmet came off as a result of a foul. There 
is no rule that says a player can’t remove his helmet between plays. If a helmet comes off, the player can REMAIN engaged with an 
opponent but cannot initiate any contact once the helmet comes off. This is illegal participation and is a basic spot foul. If an opponent 
initiates contact with a player whose helmet has come off, it’s a personal foul.  

BALL STATUS: The ball is only live during a down. The down starts when the ball is legally snapped or kicked on a free kick. A ball 
not live is dead. A loose ball is a pass, fumble, or kick. Any ball not loose is in player possession. 

FUMBLES: A fumble occurs when a player loses control of the ball. This indicates the end of the run (for penalty enforcement 
purposes). Any player of Team A can regain possession of the ball and continue to advance the ball. If the ball becomes dead at the spot 
of Team A’s recovery or goes out of bounds, it is Team A’s ball at that spot. Team B can recover the ball and advance it. 

TIME OUTS: One of two types may be used at each timeout: 1) Any number of players may come to within 5 yards of the sideline in 
front of the team bench area and talk with 1 or more coaches; or 2) 1 coach and up to 3 attendants may go to the huddle and only the 
coach may give instructions. During a timeout, only one type may be used … not both. 

ENCROACHMENT: Once the ball is declared READY-FOR-PLAY, no offensive or defensive player (except the snapper) may 
penetrate the neutral zone (the length of the ball sideline to sideline). This does not apply to substitutes crossing the line to replace a 
player or the replaced player leaving the field. 

SHIFTS: After a shift, the ENTIRE offensive team must stop for one full second. If a man goes in motion at the same time as a shift, he 
must at some point stop for one second before the ball is snapped. He can go in motion again or may go in motion after a shift. At some 
point prior to the snap, the entire team must be stopped for one second. The shift itself cannot simulate action at the snap. 

MAN IN MOTION: A man in motion must not be moving towards the line at the snap. A player who establishes himself as being on the 
line and then goes in motion must be at least 5 yards behind the line at the snap, unless he establishes himself as a back by setting in the 
backfield for one second. If a player goes in motion as part of a shift, he must set for one second (while the rest of the team is set) at some 
point before the snap. 

FALSE START: No offensive player shall fake activity that simulates action at the snap. This includes backfield players. Once an 
interior lineman assumes a 3- or 4-point stance, he must remain there until the snap. Any action by the offense clearly intended to cause 
the defense to encroach is a false start. 



HANDING THE BALL: It is permissible to hand the ball forward during a scrimmage down provided: 1) Both players are in or behind 
the neutral zone; 2) If to a lineman, he has clearly faced his goal by making a half turn and is at least one yard behind the line when he 
receives the ball, or; 3) to any back or an end provided he was not the snapper or adjacent to the snapper. The FUMBLEROOSKI play 
has been eliminated. No lineman can advance a planned loose ball play. 

PASSES: Only one forward pass may be thrown during a down. It must be thrown from in or behind the neutral zone. The location of the 
passer’s feet indicate if he is in or behind the neutral zone. All pass interference for the defense ends when the pass is touched by any 
player, even behind the line. The offense cannot block downfield until a pass that crosses the line is touched (except behind the line and 
in the expanded neutral zone, 2 yards beyond the line of scrimmage). All players are eligible to catch a backward pass. Once the defense 
touches the ball, all players become eligible to catch the pass. 

• Only offensive players on the end of the line or in the backfield are eligible. 
• There is no UNCATCHABLE rule in high school. As long as a pass is in flight beyond the line, pass interference can occur. 

There is no “IN THE POCKET”, “IN THE GRASP”, or “BETWEEN THE TACKLES”. 
• If a player throws an illegal forward pass, it is a foul. If a passer intentionally throws the ball to an area not occupied by an 

eligible receiver, it is intentional grounding, five yard penalty from the spot of the throw and a loss of down. EXECPTION: See 
next line. 

• A passer may “ground” the ball. To be legal, it must be a hand-to-hand snap and the passer must throw the ball to the ground 
within a couple steps. 

• It is only necessary to have one foot in-bounds to complete a pass. If the opponent’s contact prevents the receiver from 
touching the field inbounds, it is an incomplete pass. However, if a receiver controls the ball and the defender carries him out of 
bounds, it is a completed pass at the point of forward progress. 

• There is no 5-yard “bump” zone. A receiver (a potential blocker) can be bumped anywhere on the field until he DECLARES 
himself a receiver by avoiding contact with the defense, or a forward pass is in flight beyond the line. Once he declares himself 
a receiver, the defense must allow him to run his pattern with no contact. Otherwise, it is illegal use of hands or defensive 
holding. 

• Once a forward pass is touched by the defense (even if behind the line), there can be no defensive pass interference. 
• There can be no pass interference behind the line of scrimmage. 

PASS INTERFERENCE: Can be offensive or defensive. It is PASS INTERFERENCE if: 1) A player “plays through” a player to 
receive the ball; 2) A player waves his hands to obstruct the receiver’s view; 3) Contact is made when “playing the man, not the ball”. It 
is NOT pass interference if both players are making a bona fide attempt to catch the ball and contact occurs, unless one player gains an 
advantage (i.e. knocks the opponent out of the way) from the contact. 

ILLEGAL FORWARD PASS: It is illegal to throw a forward pass: 1) After a change of possession; 2) From beyond the neutral zone; 
3) Into an area not occupied by an eligible receiver; 4) A second time in the same down; and 5) to save loss of yardage. The penalty is 5 
yards from the spot of the throw and a loss of down. There is no loss of down if an illegal pass is thrown after change of possession. 

CLIPPING: Any contact by a player outside the free-blocking zone that is below the waist and from behind, unless against the ball 
carrier, is clipping and carries a 15 yard penalty. 

ILLEGAL BLOCK IN THE BACK: Any contact by a player outside the free-blocking zone against a player other than the ball carrier 
that is above the waist and not from the front or side is an illegal block in the back. The penalty is 10 yards. 

HORSE COLLAR TACKLE: If a defender grabs the shoulder pads around the neck opening on either the side or the back and uses this 
to pull a runner down either backwards or sideways, it is a horse collar tackle and is a 15 yard penalty. Likewise, grabbing the jersey in 
these same areas and using it to bring the runner down is a horse collar tackle. If the defender simply slows the runner down and the 
tackle is actually made by another player, it is NOT a horse collar tackle. If the runner is not tackled, it is NOT a horse collar tackle. 
Grabbing the shoulder pads or the jersey in these areas and using it to pull the runner down has to be what causes the tackle for it to be a 
horse collar tackle. All horse collar tackles are treated as live ball fouls, even if they occur after the ball becomes dead. This is important 
on 4th down plays. 

BLOCKING BELOW THE WAIST: All blocks must be above the waist unless in the free-blocking zone. This excludes against the 
ball carrier. This is a 15 yard penalty. It is considered blocking below the waist even if the hands are the first thing contacted but the main 
thrust of the block is below the waist. 



FREE-BLOCKING ZONE: The free-blocking zone is a rectangle 3 yards in front of and behind the ball and 4 yards either side of the 
ball in which players may clip, block in the back, and block below the waist provided: 1) They were in the zone at the snap; 2) Were on 
the line at the snap, and 3) the ball is still in the zone. Once the ball leaves the zone, the zone disintegrates and all blocks must be within 
the legal guidelines. Rule of Thumb: The ball is in the zone only for the initial offensive/defensive charge. 

KICKS: There is no requirement as to how far a free kick (a kickoff) must travel. In order for the kicking team to recover the kick, the 
kick must go at least 10 yards and touch the ground (in any order) or be touched by a receiver. If the kick does not go 10 yards and the 
kickers recover it, it is “first touching”, no penalty is involved and the receivers will get the ball at that spot. The kickers can only recover 
a kick, they cannot advance it. Once the receivers have possessed the ball, the kick ends and all fumble rules apply. On a free kick, there 
is no requirement as to how many kicking team players must be on one side of the ball or the other. The only requirement is the kick be 
made from inside the inbounds lines (the hashes) and the kicker is the first player to the line (except a player who is holding the ball). 
Likewise, there is no restriction on where the receivers line up, except they must be at least 10 yards beyond the kick line. K can never 
catch a kickoff in flight. This would be kick-catching interference and is either a 15 yard penalty from the previous spot (kick-off spot) or 
the ball belongs to the receivers at the spot of the catch, which is the spot of first touching plus a 15 yard penalty. On a free kick, no K 
player can block a receiver until the ball has crossed R’s restraining line or K is eligible to recover the free kick (R has touched the ball) 
or R has initiated a block against K. On a punt, K can catch the ball in flight provided no R player is in position to catch the ball. The ball 
belongs to R. If R muffs the kick, K can recover it but cannot advance it. K then retains possession of the ball. If R possesses the ball and 
fumbles, K can recover and advance the ball. If K recovers a scrimmage kick BEHIND the line, they can advance it unless the kick was 
made by a patched player. In this case, K can kick the ball again. 

PUNTS: A kicker does not become a kicker until he actually KICKS the ball. If a defender touches the kicked ball and contact is 
UNAVOIDABLE, no foul occurs. If there is doubt a kick will occur (fumbled snap, etc), reasonable allowances are made for 
unavoidable contact with the kicker. Under no circumstances will avoidable contact with the kicker be allowed. On a punt, ANY number 
of  K players can go downfield after the ball is snapped. A player becomes a kicker when his knee, lower leg, or foot makes contact with 
the ball. He remains the kicker until he has had a chance to regain his balance, or on a free kick, the kicker has gone 5 yards, the kick is 
grounded, or any other player touches the ball. 

FIELD GOALS/PAT KICKS: A place kick or a drop kick may be used to score points. A place kick/drop kick from the field during a 
regular scrimmage down (a field goal) will count 3 points. A place kick/drop kick after a touchdown will score 1 point. Kicking a field 
goal or an extra point will only be allowed in the 13/14 year old age group. During a field goal/PAT kick attempt, the following applies: 

1) The snapper is afforded the same protections as during a punt. 
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2) The holder can rise to receive the snap but must immediately return to his knee(s). 
3) The holder can rise from the ground and run a play
4) The holder cannot toss or hand the ball in any direction while his knee(s) are in contact with the ground. If he does, the ba

becomes dead at that point. 
5) The ball remains live on a field goal attempt and can be returned by the receivers unless it crosses the goalline. If it crosses 

the goalline, it is a touchback and the receivers get the ball at the 20 yard lin
6) The offense can advance a field goal attempt as long as they recover it behind the line of scrimmage
7) On a point after touchdown kick attempt, the ball becomes dead immediately once it is obvious the attempt is no good. The 

ball cannot be advanced by either the offense or the defense. 
8) The kicker cannot kick the ball when it is on the ground not being held by the holder. This is illegal kicking, the ball canno

score any points and the defense can accept a 15 yard penalty from the previous spot and replay the down or the result of the 
play (touchback if the ball breaks the plane of the goal). 

9) The ball MUST go BETWEEN the uprights (that virtually extend to the sky
10) For AYL, either a non-patched player or a single-patched player can attempt to kick a field goal or a PAT. 
11) For a non-patched kicker, Items 1 thru 9 apply. 
12) For a single-patched kicker, the following applies: 

A)  If the snapped ball bounces but is cleanly handled by the holder, the play can continue. 

B) For a field goal attempt, once the ball is kicked, the defense can advance the ball if it is blocked and/or  recovered before 
crossing the goalline.  

C) For a blocked field goal attempt, the offense can only down the ball and cannot attempt to advance the ball. 

D) Items 1, 2, 5, 7, 8, and 9 (from above) apply. 



KICK CATCHING INTERFERENCE: Once a punt crosses the line (or on a kick-off), the receiver shall have an unimpeded 
opportunity to catch the ball. If K interferes with this, it is kick-catching interference. The receivers have the option of accepting the 
result of the play, accepting a 15 yard penalty against K from the previous spot (rekick), or accepting an awarded fair catch which gives 
R the ball at that spot plus 15 yards. There is no 2-yard halo, the rule is simply that the receiver must be given an opportunity to catch the 
ball. K can catch the punt in flight if no R player is in position to catch it and the ball belongs to R at that spot. K may also bat a ball in 
flight (if no R player is in position to catch it) or has been grounded but only towards K’s goal. After a fair catch or an awarded fair catch, 
the receiving team has the option of lining up in a normal kickoff formation (with the receivers 10 yards beyond the kick line), place the 
ball anywhere between the hashes on the line the fair catch was made or the awarded fair catch plus the 15 yard penalty, and attempt a 
field goal (13/14 age group only). On a free-kick (kick-off), the kicking team CANNOT catch or touch a kick in flight. This is kick 
catching interference. 

POST SCRIMMAGE KICK ENFORCEMENT: Four things for PSK: 1) It must be a scrimmage kick (punt or field goal attempt); 2) 
The kick must cross the neutral zone; 3) The foul must be by R and must occur beyond the line and before the kick ends; and 4) R must 
end up with the ball. The enforcement spot is the end-of-the-kick (unless the foul occurs behind this spot).  R retains the ball and the 
penalty is enforced. If the foul by R is behind the line (i.e. roughing the kicker), K will have the option of accepting the penalty and 
replaying the down, unless it involves an automatic first down. 

ROUGHING / RUNNING INTO THE KICKER: No defensive player shall run into or rough the kicker. Running into the kicker is 
hitting the kicker in the “up” leg and causing him to lose his balance. Roughing is contact with the plant foot that causes the kicker to lose 
his balance. If the contact is slight and does not cause the kicker to lose his balance, there is no foul. If the contact is severe when 
contacting the “up” leg, it can be roughing. If there is doubt the kick will be made (fumbled snap or kicker is scrambling), allowance is 
made if there is contact. In this case, if contact is unavoidable, there is no foul. If the kick is touched by the defender and contact is 
unavoidable, there is no foul. 

CHANGE OF POSSESSION AND THE ENDZONE: If the defense intercepts the ball in the endzone or recovers a fumble there, they 
have the option of downing the ball and accepting a touchback or attempting to run it out. If they are tackled in the endzone under these 
conditions, it is a touchback and not a safety. If an interception or fumble or free kick or punt is caught / recovered by the defense / 
receivers within 5 yards of the endzone and the player’s momentum carries him into the endzone and he is tackled there, the ball will be 
brought out to the spot of recovery / interception. If the ball is caught/recovered outside the 5 or inside the 5 but the player’s momentum 
does not carry him into the endzone, the momentum rule does not apply. If the player is tackled in the endzone under these conditions, it 
is a safety. 

AUTOMATIC FIRST DOWNS: 1)  Roughing the passer (also, if pass is caught, the distance penalty will be added on to the dead ball 
spot if Team A still has possession); and 2) Roughing the kicker/holder/snapper. No other personal fouls carries an automatic first down 
(i.e. holding, grasping face mask, etc.). As of 2013, Defensive Pass Interference does not carry an automatic first down, just the distance 
penalty and replay the down. 

LOSS OF DOWN: 1) Illegally handing the ball forward; 2) Illegal forward pass; 3) Intentional grounding; and 4) Illegal touching. For 
AYL, if the punter is a single patched player and the team attempts to advance the ball, it is a loss of down. As of 2013, Offensive Pass 
Interference does not carry a loss of down, just the distance penalty and replay the down.  

BASIC SPOT/ALL BUT ONE PRINCIPLE: The basic spot is the end of the run for running plays and the previous spot for loose ball 
plays. Loose ball plays are kicks, fumbles, passes, etc. Once a loose ball is caught/recovered, it then becomes a running play again. These 
are the spots used unless it is a foul by the offense behind the basic spot. Then, the spot becomes the spot of the foul. Rule of Thumb: 
Penalize the offense with what hurts them the most. 

PENALTY ENFORCEMENT SPOTS: During loose ball play (pass, kick, etc), the spot of enforcement is the previous spot (where the 
ball was snapped or free-kicked). During running plays, if the foul is by the offense, it will either be the end of the run or the spot of the 
foul if it occurred behind the end of the run, unless the foul occurs with the snap, then it would be the previous spot. Fouls that occur with 
the snap are illegal motion, illegal formation, illegal shift, etc. Here are some special enforcement spots: 

• For kick-catching interference, R has the option of accepting a distance penalty against the kicking team from the previous spot 
and replaying the down, accepting the results of the play, or accepting an awarded fair catch at the spot of the foul plus an 
additional 15 yards. 

• Anytime there are points scored and there is a foul by the defense, the offense has the option of accepting the score and the 
penalty on the succeeding spot or accepting the penalty on the ensuing kickoff. For a touchdown, the succeeding spot is the 



Point-After-Touchdown spot. For a successful PAT, the succeeding spot is the kickoff. For AYL, once a 1 point or 2 point 
attempt has been tried and there is an accepted penalty, the offense cannot change the point value of the try. 

• If the offense scores but has committed a live-ball foul other than non-player or unsportsmanlike, the score is nullified and the 
down is replayed after the distance penalty, unless the penalty carries a loss of down, in which case, it is the next down. If it 
was fourth down, the defense would take over the ball.  

• If either the offense or defense commits a non-player or unsportsmanlike foul on a play with a score, the offended team has the 
option of accepting the penalty on the PAT or on the succeeding kickoff. 

• If after the ready-for-play on a try, either team commits a dead-ball foul, the offended team only  has the option of accepting 
the penalty on the try or declining the penalty. 

• [NOT AYL] If there is a foul by the defense on a successful try, the offense will have the option of accepting the penalty 
and replaying the try or accepting the penalty on the kickoff. 

• AYL: If there is a foul by the defense on a successful try, the penalty will be enforced on the kickoff. 
• Any unsportsmanlike foul is treated as a dead-ball foul and the penalty enforcement is at the succeeding spot (with options if 

points are scored, see above). An unsportsmanlike foul is a noncontact foul, such as taunting. If Team A has the ball and it is 
fourth down and 10 to go and they make 5 yards on the play, but there is an unsportsmanlike penalty on Team B, the penalty 
would be enforced as follows: Since A did not make the first down and there were no live-ball fouls, B would take over the 
ball. Since there was a dead-ball foul by B, the ball would be moved 15 yards back, the chains would be set, and it is first and 
10. 

INADVERTENT WHISTLE: If an INADVERTENT WHISTLE occurs while: 1) A legal pass or snap is in flight or during a legal kick, 
the down will be replayed: 2) The ball is loose following a backward pass, fumble, illegal forward pass or illegal kick, the team LAST IN 
POSSESSION at the time may choose to put the ball in play where possession was lost or replay the down: 3) The ball is in player 
possession, that team may choose to accept the play at that spot or replay the down. If there is a foul that occurs before the inadvertent 
whistle, the penalty enforcement takes precedence over the inadvertent whistle. If the penalty is declined, the inadvertent whistle 
procedure will be followed. 

FORMATIONS: For the kickoff, K can line up on any side of the ball. The ball must be kicked from between the hashes. R can line up 
anywhere they want as long as they are behind the kick restraining line (10 yards beyond the kick line).  For a scrimmage play, A must 
have 7 players on the line of scrimmage. All patched players must be on the line of scrimmage, either offensive or defensive. Double 
patched players must be within the normal tight-end to tight-end positions, both offensive and defensive, and must be in a 3- or 4-point 
stance. On offense, the double-patched player must be “covered” ( have another player outside of him). 

AYL PUNTS: For 6, 7, and 8 year olds, a “FREE PUNT” may be declared. There must be 7 offensive players on the line and 6 
defensive players on the line. There is no rushing. The teams must remain still until the ball is actually kicked. For ages not using the 
“FREE PUNT”, all play proceeds as normal. A single-patched player may be in the backfield to receive the snap and can only kick the 
ball or cover it in case of a bad snap. In no way may the team advance the ball in this case. The ball becomes dead when it crosses the 
line by any means other than a kick and a loss of down is declared.  

ILLEGAL PARTICIPATION: Illegal Participation can be one of the following: 

• Participating with too many players. 
• A disqualified player playing. 
• An injured player not sitting out for at least one play (unless halftime occurs). 
• Using the sideline to deceive the defense. This can occur but is not limited to: the quarterback yelling at the coach that there is a 

problem and then the team snaps the ball and runs a play; Sending one less substitute to the huddle than the number coming 
out, with the extra player stopping just inside the sideline. This foul occurs with the snap and is a 15 yard penalty. 

• A player whose helmet comes off initiates contact with an opponent or continues to participate in the play. The player may 
continue to engage a player he was engaged with when the helmet came off. 

FOUL CATEGORIES FOR ADMINISTRATION PURPOSES: 

1) Foul simultaneous with the snap: If accepted, from the previous spot. 
2) Foul prior to the snap: If accepted, from the current spot. 
3) Running plays: If accepted, if by defense, from the succeeding spot (end of run). By offense, from succeeding spot unless foul 

was behind the end of the run. 
4) Loose ball play: If accepted, from previous spot or spot of fumble (unless roughing passer on caught pass). 



5) Roughing the passer on a completed pass: Penalized from the dead ball spot (usually the end of the run). 
6) Post Scrimmage Kick: From the end of the kick spot unless foul was behind that spot. 
7) Multiple fouls: (two or more live ball fouls by same team): Offended team must choose which penalty to accept. 
8) Double fouls: (live ball fouls committed by each team) These offset and the down is replayed. 
9) Foul during change of possession: If the team gaining possession got possession with “clean hands (had not committed a foul 

prior to gaining control), they can decline the offensive penalty and keep the ball. If the team gaining possession fouls AFTER 
change, the offended team may accept the penalty but the fouling team retains possession. If the team gaining possession fouls 
prior to change, the offended team can accept the penalty and retain possession of the ball. If both teams foul and the team 
gaining possession fouled after gaining possession, they can decline the other team’s foul and keep the ball, but the other team 
can still accept the foul and the penalty against the new team will be enforced. If the team gaining possession during the down 
fouled before the change of possession, it is a double foul and the fouls offset and the down is replayed.  

SINGLE-PATCHED PLAYERS: There is no limit to how many single patched players can be on the field at one time. They must all be 
on the line of scrimmage at the snap, except one player who may be in punt formation and must kick the ball. This applies to both offense 
and defense. On kickoffs, if a single patched player receives the ball behind his 20 yard line, the ball becomes dead immediately. No 
single patched player can run with the ball except after receiving a forward or backward pass beyond the line. If a single-patched player 
violates any of these provisions, the ball is dead immediately. It is a foul and the defense can choose to decline the penalty and it becomes 
the next down or accept the penalty from the spot of the foul, 5 yard penalty and replay the down. On defense, the single-patched player 
can always advance an interception or a fumble recovery. 

The SINGLE-PATCHED PLAYER must have a single, florescent green sticker affixed to the center of the back of the helmet, with a 
minimum 1 inch diameter. Without this, the SINGLE-PATCHED PLAYER CANNOT play. 

DOUBLE-PATCHED PLAYERS: Can never advance the ball. Double-patched players are not allowed on kickoffs. There can never be 
more than three double-patched players on the field for a team at one time. Double-patched players must be on the line of scrimmage in 
a normal tight-end to tight-end position. They must always be “covered” if on offense. They must always be in a 3- or 4- point stance at 
the snap. They are always ineligible receivers. If they gain control of the ball, it is dead immediately at that spot. 

The DOUBLE-PATCHED PLAYER must have two florescent green stickers affixed to the center of the back of the helmet, in vertical 
alignment, with a minimum 1 inch diameter. Without this, the DOUBLE-PATCHED PLAYER CANNOT play. 

BALL PLACEMENTS: 

Kickoffs: 

1) 20  yard line for ages 6 through 9  (60 yard field) 
2) 30 yard line for ages 10 through 12 (80 yard field) 
3) 40 yard line for ages 13 and 14 (100 yard field) 

Kickoff goes out of bounds or Free Kick after Safety goes out of bounds, R has the option of accepting the ball where it went out of 
bounds, or accepting the ball at: 

1) 16 yards beyond kick line (ages 6-9) 
2) 20 yards beyond kick line (ages 10-12) 
3) 25 yards beyond kick line (ages 13-14) 

Touchback or Free Kick after Safety: 

1) 12 yard line (ages 6-9) 
2) 15 yard line (ages 10-12) 
3) 20 yard line (ages 13-14) 

Point After Touchdown: 

1) For ages 6 – 9 
A) 2 yard line (1 point try) 
B) 4 yard line (2 point try) 

2) For ages 10-14 



A) 3 yard line (1 point try) 
B) 5 yard line (2 point try) 

3) For ages 13/14, a successful PAT kick (1 point) 
4) It makes no difference if they run or pass. 
5) The head coach is the only person that can  indicate the point value of the try. 
6) Once a play has been run or a penalty has been accepted, the point value for the try cannot be changed. 
7) If there is not a penalty or a play hasn’t been run, the head coach may request a time-out to change the point value of the try. 

PENALTIES: 

1) For ages 6-9: 3, 6, and 9 yards. 
2) For ages 10-12: 5 and 10 yards (all High School 10 and 15 yard penalties will be 10 yards). 
3) For ages 13-14: 5, 10, and 15 yards. 
4) No penalty causes loss of the ball. 
5) No penalty can take the ball more than half the distance to the goal line. 
6) The distance penalty for any foul may be declined. 

HALFTIME PROCEDURES: Halftime shall not exceed 10 minutes. The teams MUST be given a 3-minute warm-up period as part of 
the 10 minutes. They do not have to warm-up, they simply must be given notice of the time allotted for warming up. Suggested Procedure: 
After 5 or 6 minutes of halftime, inform both coaches of the 3-minute warm-up period. When the first half is over, ask the Coach of the 
team that has the second half option what he wants to do, then inform the other team of his decision. This is the preferred method, or, you 
can,, after about one and a half minutes of informing the teams of the 3-minute warning, , call for the captains, go over the choices with 
them, and then prepare for the second half.  

NOISE-MAKERS: The AYL does not allow the use of AIR HORNS or AMPLIFIED voice at any time. The use of other types of noise-
makers is limited to timeouts, between quarters, and halftime. One bench warning will be given to the offending team’s coach. 
Subsequent violations will result in unsportsmanlike fouls assessed against the head coach. Two unsportsmanlike fouls on any coach or 
player results in automatic disqualification. 

PLAYER AUDIT:  A player audit may be requested by the Head Coach. When an audit is requested, that  coach  must identify between 3 
and 11 players to be audited. The team being audited will then supply one or more auditors to verify the players in question get the 
appropriate number of plays during the game.The requesting team must also supply one or more auditors to assist with the audit. With 
one play remaining in each period, the referee will call time-out, request the auditors come to the middle of the field and the coach of the 
team being audited  will initial the audit sheet that he has reviewed the players being audited. If the audit is completed during the game, 
there is no need to call the auditors to the field after that. If an audited player is injured or ejected from the game, the player is no longer 
eligible for audit purposes.If a team being audited fails to have the audited players meet the minimum number of plays, the game is 
declared a forfeit and that is the losing team. 

For PLAYOFF and SUPER BOWL games, the player audit is MANDATORY and will be performed by officials assigned to do it. 

NOTE: For 13/14 year olds, ther is NO PLAYER AUDIT or MINIMUM NUMBER OF PLAYS required. 

OVERTIME PROCEDURE: If the game ends in a tie, AYL will play one overtime period. The overtime procedure is: 

1) Call the captains to the center of the field. 
2) Explain the overtime procedure 
3) [NOT AYL] Flip a coin to determine choices. 
4) In AYL, the home team has the choice of the following: 

A) To start on defense. 
B) To start on offense. 
C) Which end of the field to play on. 

5) The ball will be set at the 10 yard line going in. Each team will play at the same end of the field. 
6) Each team has a series of 4 downs to score. If a team scores, they may try for 1 or 2 points. 
7) The series ends if B recovers a fumble, intercepts a pass, or A does not score in 4 downs. 
8) Any penalties will be assessed, including penalties that include an Automatic First Down, which gives the offensive team a new 

series to attempt to score. 
9) The defense cannot score if they recover a fumble or intercept a pass. The ball is dead and the series is ended. 



10) The second team to go on offense still gets all 4 downs regardless if the first team scored prior to 4th down. 
11) If the score remains tied after one overtime, the games ends in a tie. 

MERCY RULE: [For ages 6 – 12] Once a point difference of 40 has been reached in the second half, the score will be frozen at that 
point and the game will continue until all plays have been counted. The score when frozen will be the final score. After this point, all 
plays, including PATs will be counted as 2  plays (for play count purposes). This includes counting all dead ball fouls (i.e. false start). 

[For ages 13/14] The Colorado High School Mercy Rule will be utilized. At any point in the game a point difference of 40 or more points 
is reached, the clock will run continuously for the remainder of the game, stopping only for Time-Outs, injuries, and between quarters 
and the half. The score is NOT FROZEN. All scores will continue to accumulate to the final score (i.e. score can be 70 to 0). 

KNEEL RULE:  [For ages 6 – 12] If a team is leading and there are 4 or less plays remaining in the game and that team has enough 
downs to kneel the remaining downs and indicates they will “take a knee”, the Referee shall declare the game over. 

[For ages 13/14] There is no Kneel Rule.The quarterback can indicate that he is going to take a knee and the defense will be warned to 
not rush the quarterback. The quarterback must then take a knee immediately after receiving the snap. 

ILLEGAL BLOCKS/CONTACT: No player shall 

1) Block below the waist except in the free blocking zone (after meeting all requirements) or against the runner. 
2) Clip a player who is not the ball carrier except in the free blocking zone after meeting all requirements. 
3) Chop Block: A chop block is a block by two (or more) players against one player where one block is HIGH (above the knees) 

and one block is LOW (knees or below). It doesn’t matter if there is a delay between the blocks or not. A chop block is a 
personal foul. 

4) Contact a player who is clearly out of the play or does not have any bearing on the play. This is a personal foul. 
5) Initiate contact with a player whose helmet has come off. This is a personal foul. 

ROUGHING THE PASSER: Note this is “roughing the passer” and not “roughing the quarterback”. The defense must avoid 
contact if possible with the player who throws a forward pass. If contact is unavoidable, there is no foul, unless the contact is deemed 
unnecessarily rough. If contact IS avoidable, the penalty is roughing the passer and carries an automatic first down. The distance penalty 
is added on to the dead ball spot if the pass is caught and Team A is still in possession, otherwise, it is enforced from the end of the run 
(the spot where A fumbled the caught pass). If the pass is incomplete, the penalty is enforced from the previous spot. 

SAFETY/TOUCHBACK: It is a touchback when any kick breaks the plane of the goal. It is a touchback if R muffs a kick and it crosses 
the goal line. It is a touchback if R muffs a kick and it becomes dead in K’s endzone either with no one in possession or K in possession 
and it will be K’s ball, first and 10. It is a touchback when B gains possession of a loose ball in their endzone, provided the ball was last 
in possession of A. It is a touchback if B intercepts a fumble or pass in B’s endzone and the ball becomes dead there. It is a safety when 
A loses the ball out of bounds behind its own goal line. It is a safety when A causes the ball to become dead in its own endzone. It is a 
safety if A commits a foul for which the penalty enforcement is from inside its own endzone (i.e. holding in the endzone or illegal pass 
from in the endzone). B can decline the penalty if they gain possession of the ball and wish to accept the result of the play … their ball. It 
is a safety if A is tackled in its own endzone. 

LIGHTNING:  Lightning should be handled in the following method: 

1) “When thunder is heard, or a cloud-to-ground lightning bolt is seen, the thunderstorm is close enough to strike your location 
with lightning. Suspend play and take shelter immediately. 

2) Thirty-minute rule: Once play has been suspended, wait at least 30 minutes after the last thunder is heard or flash of lightning is 
witnessed prior to resuming play. 

3) Any subsequent thunder or lightning after the beginning of the 30-minute count, reset the clock and another 30-minute count 
should begin.”1 

TIMING:  For the 13/14 year olds, the quarters will be 10 minutes long. 

The clock will start: 

1) When a Free Kick is touched by the Receivers. 

                                                            
1 NFHS 2013 Football Rules Book, Page 98, “Guidelines on Handling Contests During Lightning Disturbances” 



2) On the Snap: 
A) After a change of possession. 
B) After an incomplete pass. 
C) After the ball has gone out of bounds. 
D) After a Time-Out. 
E) The first play of the period. 
F) After a Delay-of-Game penalty. 

3) On the Ready-For-Play (as long as an “On the Snap” condition does not exist): 
A) After penalty administration. 
B) After a measurement. 
C) After an official’s Time-Out. 
D) After an injury Time-Out. 
E) After repair of faulty equipment (If repair takes more than 30 seconds, the player must be replaced). 

The clock shall be stopped: 

1) For an incomplete pass. 
2) After a change of possession. 
3) If the ball goes out of bounds. 
4) When a penalty flag is thrown (when the play becomes dead). 
5) For an injury. 
6) For an authorized Time-Out. 
7) After a touchdown. 
8) After a field goal. 
9) For a first down. 
10) For a measurement. 
11) For a coach/referee conference. 
12) For an official’s Time-Out. 
13) For a touchback. 
14) For a safety. 
15) When a foul occurs prior to the snap. 
16) The clock remains stopped during the Point After Touchdown attempt. 

Procedure for when a Live Ball foul occurs during a play: 

1) Stop the clock when the play becomes dead. 
2) Administer the penalty. 
3) If the clock was stopped because of an incomplete pass, change of possession, going out of bounds, a score, a touchback, a 

safety, or a Time-Out, the clock will start on the snap. 
4) If the clock was stopped because of the flag, the clock will start on the Ready For Play.   

Rule of Thumb: If the end of the play caused the clock to stop, the clock starts on the snap. If the clock was stopped to administer the 
penalty, the clock starts on the Ready For Play. 

For timing purposes, it is RECOMMENDED that the Umpire keeps the 30 second PLAY CLOCK (starts on the Ready For Play whistle) 
and the Referee keeps the GAME CLOCK. With 10 seconds remaining in the 30 second PLAY CLOCK, the Umpire can say “10 
seconds”. With 5 seconds remaining in the 30 second PLAY CLOCK, the Umpire MUST raise one arm and count down the remaining 5 
seconds if the play has not already started. The Umpire will count the remaining 5 seconds by waving his arm once for each second 
remaining. The Referee should keep both coaches apprised of the remaining time, giving time shout-outs at various intervals (i.e. 8 
minutes, 6 minutes, 4 minutes, 3 minutes, 2 minutes, 1 minute, 45 seconds, 30 seconds, 10 seconds).  

 

   


