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FALL 2019
When: Saturdays -  Sept. 14 – Oct 26, 2019
Where:  McCarthy Park on Hospital Hill

No Games 10/5/19 (Columbus Day weekend)
I. Overview

Flag Football is a fast moving, fun filled, no contact, coed game that is very popular with both boys and girls.  Participants will learn the fundamentals of football while getting exercise and having fun.  The game is played five on five with no blocking or tackling.   Offense combines running and passing to move the ball and defense consists of pass and run protection.  The only equipment needed is a shirt and flag (supplied by the league) as well as a protective mouth guard (supplied by the player).  Plastic (molded) cleats or sneakers acceptable footwear.  No metal or aluminum spikes (baseball/rugby) are allowed.  

II. Coaching Medfield Flag Football

As an MYFFL coach, your main goal should be to create a fun and safe learning environment for your players. Whether you are an experienced coach or a novice coaching for the first time, there are several things to keep in mind as you begin.

A. Everybody Plays

MYFFL games are designed specifically to make it easier for every player to have a role in a team's success. While size and skill certainly will come into play when the action starts, your coaching should emphasize the “working together” aspect of the games.

B. Tackle Tackling Early

Don’t let your practice time and games dissolve into a giant pile of rambunctious kids. For both their safety and your sanity, make sure to discourage any tackling or roughness early on. Remind them that they won't help their team in a game by tackling or being rough.

C. Sportsmanship 

Help your players be good sports. After a game, shake hands and do a cheer for the other team. Applaud good play by both sides. Treat officials with respect. While imitating you, your team won't even know they are being taught a good lesson.

D. Let Them Play Football!

While teaching football skills and strategies is important, keep your lessons as simple as possible. As your team grasps the basics, move on to more advanced ideas. Overloading young players with too much information too early can cause them only confusion...and you headaches.  Focus on teaching the team a few simple plays they can execute successfully and easily

Have Fun!

III. Rules

A. GETTING STARTED:

-Coaches determine who will start with the ball.
-Play begins on the 5 yard line and the offense has 4 plays to cross midfield.  Once the team crosses midfield, it has 4 plays to score a touchdown.  If the offense fails to score, the ball changes possession and the other team’s offense takes over from its 5 yard line

-If the offense fails to cross midfield in 4 plays the ball changes possession and the opposition starts at its 5 yard line.

-All possession changes, except interceptions, start at the offenses 5 yard line.

B. TIMING:

Teams change sides after the first 20 minutes of game play (optional)


Each time the ball is spotted, a team has 30 seconds to snap the ball. Please keep pace of play in mind.

Coaches can stop the clock at their discretion.

Practice should run for about 20 minutes with the remainder used for game-play 
C. SCORING:

Touchdown: 6 points
Extra point:

1 point (played from 5-yard line) or 2 points (played from 12-yard line)
Safety: 2 points

IV. RAIN DAY CANCELLATION INFORMATION/PROCEDURES

The Parks and Recreation Department will make the decision on whether or not to cancel a game because of rain or poor field conditions. If a game is cancelled, we will post something on the front page of our website, www.medfieldrec.com, and also try to get an email notification out to everyone. 

The department will use its best judgment when making the decision to cancel a game, and this decision will be based on projected weather reports and possible poor playing conditions at the field. The decision of the Parks and Recreation Department is final. 

Any games cancelled because of inclement weather or poor playing conditions will be made up at the end of the season.  The current make-up date is scheduled for Saturday, November 2nd, 2019.
IV. GENERAL:

* The quarterback cannot run with the ball.
* Only direct handoffs behind the line of scrimmage are permitted. Offense may use multiple handoffs.
* “No-running zones” located five yards from each end zone and five yards on either side of midfield are designed to avoid short-yardage, power-running situations.
* The player who takes the handoff can throw the ball from behind the line of scrimmage.
* Once the ball has been handed off, all defensive players are eligible to rush.
* Spinning is allowed, but players cannot leave their feet to avoid a defensive player (no diving).
* The ball is spotted where the ball carrier’s feet are when the flag is pulled, not where the ball is.
* Absolutely NO laterals or pitches of any kind are allowed.
* All players are eligible to receive passes (including the quarterback if the ball has been handed off behind the line of scrimmage).
* As in the NFL, only one player is allowed in motion at a time. 
* A player must have at least one foot inbounds when making a reception.
* Interceptions constitute a change in possession and can be returned for yardage and or points.
* The ball must be snapped between the legs, not off to one side, to start play.  This is at the discretion of both coaches and the ref to keep the game moving at the younger ages.
* Substitutions may be made on any dead ball.
* Play is ruled “dead” when:
— Ball carrier’s flag is pulled
— Ball carrier steps out of bounds
— Touchdown or safety is scored
— Ball carrier’s knee hits the ground
— Ball carrier’s flag falls out
Note: There are no fumbles. The ball is spotted where the ball hits the ground.
All players who rush the passer must be a minimum of seven yards from the line of scrimmage when the ball is snapped. Any number of players can rush the quarterback. Players not rushing the quarterback may defend on the line of scrimmage.

Once the ball is handed off, the seven-yard rule no longer is in effect, and all defenders may go behind the line of scrimmage. A coach should designate seven yards from the line of scrimmage. Remember, no blocking or tackling is allowed.

If the coaches witness any acts of tackling, elbowing, cheap shots, blocking or any unsportsmanlike act, the game will be stopped and the player will be ejected from the game. FOUL PLAY WILL NOT BE TOLERATED.

Trash talking will not be tolerated. Coaches have the right to determine offensive language. (Trash talk is talk that may be offensive to coaches, opposing players, teams or spectators.) If trash talking occurs, coaches will give one warning. If it continues, the player or players will be ejected from the game.  

All penalties (if necessary) will be called by the coaches.

DEFENSE:

Any defensive infractions will not/should not be penalized – simply replay the down!



OFFENSE:

Any offensive infractions will not/should not be penalized – simply replay the down!



Note: There are no kickoffs, and no blocking is allowed.
Field Dimensions:
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PLAYS AND COACHING TIPS:

Coaches (and players) will be responsible for the team formations and plays
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	Passing Routes
	

	NAME OF ROUTE
	DESCRIPTION

	Quick Out
	This is a 5-8 yard timing route. The quarterback should throw the ball before the receiver reaches the sideline and steps out of bounds. The receiver needs to cut quickly towards the sideline and should use a head or shoulder fake to create separation from the defender. The receiver has to run the pattern the same way every time. He can not maneuver to beat the defensive back, because this will disrupt the quarterback's timing and could result in an interception.

	Curl
	The receiver should run about 5-8 yards down the field then curl in towards the quarterback. The receiver attempts to use his back to shield the defender when running this route. The quarterback needs to throw the ball into the chest of the WR and should throw a bullet pass.

	Slant
	The slant route is usually ran by the inside receiver (flanker). The receiver should run 5-8 yards forward then make a sharp cut towards the middle of the field. The quarterback needs to throw the ball in front of the WR and should throw the ball as soon as the receiver makes his cut (watch out for the linebackers). The receiver should use a sudden jerk with his upper body to the opposite side he is going to cut towards or use a quick stutter step to create separation from his defender.

	Deep Out
	The deep out is the same as the quick out but the WR is about 12-20 yards down the field when he catches the ball. The quarterback should throw the ball before the receiver makes his cut towards the sideline. Remember, the WR needs to run this route the exact same way every time.

	FLY
	The fly route should be used to make the defense respect your ability to throw the ball deep. The fly route should be run by the receiver on the same side as the quarterback's throwing arm. This receiver should be fast and the quarterback should make sure the safety isn't playing deep on that side.

	POST
	The post is a long pass towards the middle of the field. The post can be called when you can isolate one of your fast receivers and a single safety. The WR can do a stutter step or hesitate for a split second to make the safety bite. The quarterback should throw a touch pass to the WR so he can catch the ball in stride.

	IN
	The in route is a 5-8 yard pass. The pattern is similar to the quick out expect that the receiver is breaking towards the middle of the field instead of towards the sideline.

	Deep Comeback
	The deep comeback is a great route to call when the defender is giving the WR a large cushion. The pass is a timing pass and should be thrown before the receiver comes back towards the ball. This passing route works great against a Cover 2 defense. The pass is a 12-20 yard pass.

	Post Corner
	The post corner is a 12-20 yard pass. The route works well when you have already completed the post. The quarterback should look at the receiver when he makes his cut towards the middle of the field. This will freeze the safety and allow the receiver to create separation from his defender. The ball should be lofted so the WR has time to get to the ball and so he can catch it in stride. The pass should be towards the sideline away from the safety.



