SECTION 1
RULES-CHANGE PROPOSALS DESCRIPTIONS AND PRO/CON ARGUMENTS



PROPOSAL 1: ADD 5-YARD PENALTY FOR FLAG-GUARDING

Description
Currently the ball is spotted at the spot of the foul for flag guarding, and there is a loss of down. This rule change will spot the ball 5 yards back from the spot of the foul, and there will still be a loss of down.

Argument for the proposed rule change
1) Every penalty in our league should have a yardage enforcement.
2) Every major national flag football organization has a yardage enforcement for flag guarding, except for NGFFL (and those cities that follow NGFFL rules exclusively)
3) Because there is no yardage penalty, teams are more encouraged to commit flag guarding since it may not be caught by the referee and if caught, only results in a dead ball and no loss of yardage
4) Lastly, the current flag guarding rule is in direct conflict with the passage regarding enforcement provisions from our NGFFL Rules (after Rule 10, Section 5, pg 29):

Argument against the proposed rule change
Basically the rule as written is just like getting “tackled”, so no real need to mark off a penalty in addition to basically tackling the runner. Taking the time to marking off the penalty yardage slows down the game some



PROPOSAL 2: CHANGE THE RUSH RULE FROM THE ‘BOX’ TO A 5-YARD OFFSET

Description
Currently there is a 5-by-10-yard box the rusher must run around to rush the quarterback. This rule change eliminates the ‘box;’ instead, the rusher must start from 5 yards off the LOS and may cross the LOS where he chooses. The quarterback may also cross the line of scrimmage wherever he chooses on his one run per possession.

Argument for the proposed rule change
Eliminating the rush box would have three profoundly positive impacts. First, it would improve the flow of the game. Eliminating it would accomplish various goals: 1) It would alleviate the work load of the referees, freeing them up to better administer the game; 2) When a team is in a no-huddle or hurry-up offense, they would not have to wait for the box to be reset; 3) The offense would not have to focus on picking up the box and moving it; 4) One of the most “ticky-tack” penalties in our tournaments is stepping through the box; Eliminating the box would get rid of the most frustrating of all penalties. 

Second, the box creates an imbalance in the rules. The offensive receivers are allowed to run through the box at will and the defense is not; The offense can make the box disappear, but the defense cannot. 

Finally, because no other flag football league has “the box,” it is a complicated rule that every new player has to learn. 

Many of the NGFFL’s member cities have already replaced the box with a 5-yard rush offset for these very reasons. The NGFFL should follow their lead.

Argument against the proposed rule change
The box allows teams with inexperienced quarterbacks a bit more time in the pocket, which allows for more competitive games. Shifting to a 5-yard offset could make it a little harder for newer quarterbacks to compete. 

The box also reduces the chances of head-on collisions, since rushers have to come in wide.



PROPOSAL 3: ALLOW A 1ST DOWN IN OVERTIME

Description
Currently offenses cannot gain a first down in overtime; They have four downs to score a touchdown. This rule change gives them the ability to convert first downs.

Argument for the proposed rule change
Allowing for one first down in overtime makes overtime play consistent with regulation, where one needs 10 yards to get a first down. To change one of the basic rules of the game for overtime undermines the integrity of overtime itself.

Argument against the proposed rule change
The purpose of overtime is to determine a winner in the most efficient manner. The game normally favors the offense, and by changing the rule, we make it easier for the offense to score. By changing the rule, the games are more likely to be determined by the point-after-attempts rather than touchdowns.

An analogy is that the current NFL OT rule favors games decided by field goals by the winner of the coin-toss. Many feel that games should be decided by touchdowns instead.

The question simply comes down to: Do we want our games decided by touchdowns or by point-after-attempts?



PROPOSAL 4: CHANGE END-OF-HALF TIMING AND EXTRA PLAYS

Description
Currently the clock does not stop during the game for anything but a timeout; And 5 plays are added to the end of each half. This rule change will stop the clock in the last 2 minutes of the game on incomplete passes, first downs and out-of-bounds plays; And it will reduce the extra plays to 3 at the end of each half.

Argument for the proposed rule change
Along with the rush box, the plays at the end of the half of games is another obscure rule unique to the NGFFL. No other football league known to any of us at any level allows additional plays at the end of a timed half. The end of a half should be left in the hands of the football players on the field, not an arbitrary number of plays like a baseball game. Plus, the college-timing clock (clock stops on incomplete passes, out-of-bounds, first downs) is instinctual to most football players: If you need to stop the clock, throw an incomplete pass. Instituting it in the final two minutes of our games brings us closer to the game we watch every Saturday and Sunday.

The strongest argument against keeping the 5 plays is the idea that they guard against a referee making an error with the clock. Switching to 3 plays keeps that safeguard, and switching to college rules creates more stops-of-play at the end of the game so players on the field can get more updates on the clock in the final two minutes. 

This proposal was a compromise of board members between those who wanted to eliminate the 5 plays entirely and those who wanted to keep them. Plus, as several member leagues already have college timing rules to end halves, we wanted to give that a try as well. Hopefully our voting members will agree and put through this compromise.

Argument against the proposed rule change
In nine Gay Bowls, there have been arguments over virtually every rule, but there has never been a clock controversy. That’s because of the five plays at the end, which compensate for any timing errors. Changing the rule allows for the potential of clock issues. 

Five plays also means that a team with an eight-point lead or less has to keep playing, making the end of games relevant and not just kneel-downs. This is a classic case of: If it’s not broke, don’t fix it.
SECTION 2
SPECIFIC CHANGES TO THE RULES BOOK FOR EACH PROPOSAL

NGFFL 2010 Rule proposals (changes highlighted in yellow):

1.       Proposal: Add a yardage penalty to be associated with flag guarding

a. Change rule 9.2.7.
Currently reads: The runner shall not use his hand(s) below his waist to protect his flag(s).  While making initial contact with his opponent, the runner may not use his hand(s) below his waist to block an opponent.  (Deflagging interference – dead ball)
Proposed change:  The runner shall not use his hand(s) below his waist to protect his flag(s).  While making initial contact with his opponent, the runner may not use his hand(s) below his waist to block an opponent.  (Deflagging interference – 5 yds, loss of down)

2.  
Proposal: Eliminating the “rush box” and switching to a 5-yard rush line

a.  Delete rule 2.8.1.

Currently reads:  The pass-rushing zone is the rectangular area 5 yards in advance of the ball and 5 yards to the left and right of the ball.  The cones, lines, or markers defining this zone are considered to be within the zone.  The quarterback can run through this zone in possession of the ball only if the quarterback moves laterally five (5) yards from the spot of the snap, has surrendered possession of the ball before regaining possession, or crosses the line-of-scrimmage outside the pass-rushing zone.  Any Team B member may cross the line-of-scrimmage outside the pass-rushing zone if the pass rusher has crossed the line-of-scrimmage outside the pass-rushing zone. Any Team B member may cross the line of scrimmage through the pass-rushing zone if (a) the quarterback moves laterally five (5) yards from the spot of the snap, or (b) the quarterback crosses the line-of-scrimmage, or (c) the ball leaves possession of the quarterback.

b.  Modify Rule 2.3.4.

Currently reads:  Pass rushing is the act of crossing the line-of-scrimmage in an attempt to interfere with a passing play and/or deflag the passer.  A pass rusher must avoid charging into any Team A player.  When encountering a blocker from Team A, a pass rusher must (a) stop prior to making contact with the blocker or (b) clearly change direction in an effort to move around the blocker.  If a pass rusher makes an effort to move around the blocker and the blocker moves into the path of the pass rusher, there is no charging.  In any case, the pass rusher may block or contact the blocker using only the techniques described in 2.3.1 above.  Any Team B player may pass rush provided that the conditions in 2.8.1 below are met.
Proposed change:  Pass rushing is the act of crossing the line-of-scrimmage in an attempt to interfere with a passing play and/or deflag the passer.  A pass rusher must avoid charging into any Team A player.  When encountering a blocker from Team A, a pass rusher must (a) stop prior to making contact with the blocker or (b) clearly change direction in an effort to move around the blocker.  If a pass rusher makes an effort to move around the blocker and the blocker moves into the path of the pass rusher, there is no charging.  In any case, the pass rusher may block or contact the blocker using only the techniques described in 2.3.1 above.  Any Team B player may pass rush from any position on the field provided they are on B’s side of the football and outside the expanded neutral zone or when any team player that began the play outside the expanded neutral zone crosses the line of scrimmage.
3.
Proposal: Changing OT procedure to allow a 1st down to be gained



a.  Modify rule 8.5.1.

Currently reads:  If, at the end of the game, the teams have identical scores, the tie will be resolved by one or more series of unlimited downs.  All game rules apply except:

a. the line-to-gain shall be the goal line;

b. no try will be made if the winner of the game has been determined;

c. only non-player, unsportsmanlike, dead ball fouls or defensive fouls during a down which results in a successful touchdown or try-for-point are penalized from the succeeding spot.

When the score is tied at the end of the game, the referee will instruct both teams to return to their respective team boxes.  There will be a 3-minute intermission during which both teams may confer with their coaches.  All officials and team captains will meet at midfield for the coin toss after the intermission.  The winner of the toss will be given a choice of defense, offense or designating the end of the field to start the overtime.  The loser of the toss will chose from the remaining options.  Each team will be permitted one additional time-out for each extra overtime period in addition to those time-outs not used in the 2nd period. In overtime, each team is guaranteed one possession. Each possession starts at the opponent’s 20-yard-line.  Series alternate until one team has scored more points than the other.  If after two possessions each the score is still tied, teams must go for 2 points after scoring.  The possessions alternate as follows: Series 1-3-5 etc.: Team A, followed by Team B; Series 2-4-6 etc.: Team B, followed by Team A. The team scoring the greater number of points in the overtime plus those accumulated in regulation play shall be declared the winner.  Note: An overtime is considered a new series.  Therefore, no more than one scrimmage running play may be used per overtime series.

Proposed change:  If, at the end of the game, the teams have identical scores, the tie will be resolved by one or more series of unlimited downs.  All game rules apply except:

a. the line-to-gain will be established after any dead-ball penalties that are carried over from regulation are enforced, using the chains, which shall operate in the same manner as in regulation play
b. no try will be made if the winner of the game has been determined;

c. only non-player, unsportsmanlike, dead ball fouls or defensive fouls during a down which results in a successful touchdown or try-for-point are penalized from the succeeding spot.

When the score is tied at the end of the game, the referee will instruct both teams to return to their respective team boxes.  There will be a 3-minute intermission during which both teams may confer with their coaches.  All officials and team captains will meet at midfield for the coin toss after the intermission.  The winner of the toss will be given a choice of defense, offense or designating the end of the field to start the overtime.  The loser of the toss will chose from the remaining options.  Each team will be permitted one additional time-out for each extra overtime period in addition to those time-outs not used in the 2nd period. In overtime, each team is guaranteed one possession. Each possession starts at the opponent’s 20-yard-line.  Series alternate until one team has scored more points than the other.  If after two possessions each the score is still tied, teams must go for 2 points after scoring.  The possessions alternate as follows: Series 1-3-5 etc.: Team A, followed by Team B; Series 2-4-6 etc.: Team B, followed by Team A. The team scoring the greater number of points in the overtime plus those accumulated in regulation play shall be declared the winner.  Note: An overtime is considered a new series.  Therefore, no more than one scrimmage running play may be used per overtime series.

4.
Proposal: Change end of period clock and play rules & eliminate quirky rule that allows for a one more play after the clock has expired



a.  Modify rule sections 3.1, 3.2

Currently reads:

Section 1
Length of Periods (Halves)

3.1.1. The game shall be played in two periods (hereinafter called “half”) of 30 minutes plus 5 plays each.  During each half, the clock will run continuously, except that the clock will stop for player’s time-outs, official’s time-outs for injury and penalty enforcement, and the 2-minute warning of each half.

3.1.2. After player time-outs and the 2-minute warning of each half, the game clock will start with the next legal snap of the next timed down.  After official time-outs for injury or penalty enforcement, the game clock will start with the next ready-for-play signal.  A half may be shortened by agreement of opposing coaches and the Head Referee. (Change adopted Sept. 21, 2006)

COMMENT:
If a timeout is called by a player after a touchdown is scored, the game clock will next start with the legal snap after the non-scoring team takes possession at the 15-yard line.   The try is considered an untimed down.  If an official stops the clock for an injury after a touchdown is scored, by rule, the clock will start on the ready-for-play during the try.
3.1.3. Games interrupted because of events beyond the control of the officials shall be continued from the point of interruption unless the teams agree to do otherwise.  When weather conditions are construed to be hazardous, the officials are authorized to delay or suspend the game.

3.1.4. There will be a 10-minute intermission between the halves.

3.1.5. After the clock expires, each half will be extended by five more plays, excluding a try-for-point play and a play in which a defensive foul is accepted.  If the clock expires after the ready-for-play signal, the first of the final five plays will start on the next down; if the clock expires before the ready-for-play signal, the first of the final five plays will start on the current down.
Section 2
Starting and Ending Each Half

3.2.1. Three minutes before the start of the game, the officials and team captains will meet at midfield. One team will arbitrarily be assigned heads and the other team will be assigned tails. The Head Referee will toss a coin to determine which team is permitted a choice of options. The options are: receiving the ball, kicking the ball, or choosing a goal to defend. The captain who loses the coin toss may choose from the remaining option(s). No more than four captains from each team may be present at the coin toss. The second half is a "mirror" half; i.e., teams will switch directions from the first half, and the team that received the ball to start the first half will kick the ball to start the second half. (Change adopted Sept. 21, 2006)
3.2.2. Two minutes before the end of both halves, the clock operator will notify both teams and officials of the time remaining.

3.2.3. A play during the last 5 plays of either half will be replayed if, during these last downs, one of the following (except for unsportsmanlike conduct or non-player fouls) occurred:

a. There was a foul by the defensive team and the penalty is accepted that causes the down to be replayed by rule

b. There was a double foul

c. There was an inadvertent whistle and the down is to be replayed

3.2.4. If a dead ball, unsportsmanlike conduct or non-player foul occurs after either half ends, the penalty shall be measured from the succeeding spot.

Proposed change:

Section 1
Length of Periods (Halves)

3.1.1. The game shall be played in two periods (hereinafter called “half”) of 30 minutes plus 3 plays each.  During the entire first half and during the first 28 minutes of the second half, the clock will run continuously, except that the clock will stop for player’s time-outs, official’s time-outs for injury and penalty enforcement, and the 2-minute warning of each half.

3.1.2. After player time-outs and the 2-minute warning of first half, the game clock will start with the next legal snap of the next timed down.  After official time-outs for injury or penalty enforcement, the game clock will start with the next ready-for-play signal.  During the last two minutes of the second half, the clock will run according to high school football rules.  The clock will stop for player's time-outs, official's time-outs, penalties, after a first down, after an incomplete pass, or after a play ends out of bounds.  In the case of a time-out, an incomplete pass, or after a play ends out of bounds, the clock will start on the next legal snap.  In the case of a penalty or first down, the game clock will start again once the ball is spotted and the ready for play signal is given by the referee.  A half may be shortened by agreement of opposing coaches and the Head Referee. (Change adopted Sept. 21, 2006)
COMMENT:
If a timeout is called by a player after a touchdown is scored, the game clock will next start with the legal snap after the non-scoring team takes possession at the 15-yard line.   The try is considered an untimed down.  If an official stops the clock for an injury after a touchdown is scored, by rule, the clock will start on the ready-for-play during the try.
3.1.3. Games interrupted because of events beyond the control of the officials shall be continued from the point of interruption unless the teams agree to do otherwise.  When weather conditions are construed to be hazardous, the officials are authorized to delay or suspend the game.

3.1.4. There will be a 10-minute intermission between the halves.

3.1.5. After the clock expires, each half will be extended by three more plays, excluding a try-for-point play and a play in which a defensive foul is accepted.  (deleted sentence at the end of the rule)
Section 2
Starting and Ending Each Half

3.2.1. Three minutes before the start of the game, the officials and team captains will meet at midfield. One team will arbitrarily be assigned heads and the other team will be assigned tails. The Head Referee will toss a coin to determine which team is permitted a choice of options. The options are: receiving the ball, kicking the ball, or choosing a goal to defend. The captain who loses the coin toss may choose from the remaining option(s). No more than four captains from each team may be present at the coin toss. The second half is a "mirror" half; i.e., teams will switch directions from the first half, and the team that received the ball to start the first half will kick the ball to start the second half. (Change adopted Sept. 21, 2006)
3.2.2. 20, 10, 5, and 2 minutes before the end of both halves, the clock operator will notify both teams and officials of the time remaining.

3.2.3. A play during the last 3 plays of either half will be replayed if, during these last downs, one of the following (except for unsportsmanlike conduct or non-player fouls) occurred:

a. There was a foul by the defensive team and the penalty is accepted that causes the down to be replayed by rule

b. There was a double foul

c. There was an inadvertent whistle and the down is to be replayed

3.2.4. If a dead ball, unsportsmanlike conduct or non-player foul occurs after either half ends, the penalty shall be measured from the succeeding spot.

