
NorthWest Ohio Youth Football League (N.W.O.Y.F.L.) 
Rules and Regulations – Revision and updated 8/14/2022 

 

All rules of the Ohio High School Athletic Association (OHSAA) shall apply with the exception of 

rules outlined specifically for the NWOYFL (League Will consist of TWO DIVISIONS, 3rd/4th and 5th/6th 

grade specifically. 

 

A. CONDITIONING All teams must have a one (1) week conditioning period prior to issuing equipment.  

1. No player shall receive protective equipment or participate in any physical activity until a guardian and a 

Physician’s (physical) consent form has been received by the Program’s director or league 

commissioner.  

B. PROTECTIVE EQUIPMENT All protective equipment furnished by the league must be worn by ALL PLAYERS 

AT ALL TIMES!  

1.   Visors may be worn but must clear and must be attached in such a way as to produce no sharp objects.  

2.  Mouth pieces must be worn at all times during play.  

3.  Only shoes approved by the league will be allowed. Molded rubber cleats are recommended, but not 

required. BOOTS or METAL CLEATS are not permitted. 

C. PRACTICE TIMES No team shall practice more than ten (10) hours per week prior to the start of school and no 

more than six (6) hours per week after the start of school. This includes scrimmages.  

D. TEAM BINDERS Each team will be responsible for having a binder present at every game for verification 

purposes. These binders must consist of the following items: (see eligibility for each division)  

1. Birth Certificate - A copy must be from original and clearly visible 

2. Grade card – Must have a grade card or progress report with year and grade from the current year or 

the last from end of previous school year.  

3. Current photo – Photo must be up to date (preferably with jersey). 

E. ROSTER SUBMISSION – Rosters must be submitted two (2) weeks prior to the first game of the season using 

the league website.  

1. ROSTERS WILL BE LOCKED after entered two (2) weeks prior to the start of the season and players cannot 

be added with the exception of these scenarios: 

a. If a player moves into the district after locked period and their program director presents to the 

league proper documentation supporting the recent enrollment, and change in address with the 

league’s approval, that player(s) may be added.  

b. Players will not be permitted to change teams after registering to play unless for the same reason 

mentioned in E,1,a. then, the same approval process would apply. 

2. An administrator or HC Coach from each team will have a roster prepared for distribution to the Game 

Announcer and the opposing team each game day. ROSTERS MUST INCLUDE: 

a. Player’s name, Jersey number, and Previous Game Official Weight.  

F. ELIGIBILITY OF PLAYERS – No player shall turn 13 prior to September 1st of current season.  

1. 3rd/4th grade division –  Players must be enrolled in the 4th grade or lower of current season.  

a. 5th graders will be permitted to play down if they are under 60 pounds, section E is followed as 

outlined, and brought forth to the league for review when rosters are submitted. This player must 

also be identified before the start of the game. 

b. A player turning 11 years of age prior to September 1st of current season shall be bumped up to 

5th/6th division. 

2. 5th/6th grade division – Players must be enrolled in the 6th grader or lower of current season. 



a. No 7th graders permitted. 

b. A player turning 13 years of age prior to September 1st of current season will not be eligible.  

G. OFFICIAL WEIGH-INS  – Will be conducted thirty (30) minutes prior to the start of each game. The HOME 

team is responsible for providing a scale and verifying calibration prior to weigh-ins. 

1. A maximum of two coaches from each team will be present at the weigh-ins for both teams. 

2. Any player wishing to carry the ball must be officially weighed in prior to the game unless dismissed by 

the opposing team, players not attending the weigh-in will be ineligible to carry the ball.  

3. Players do not need to wear their shoulder pads or helmets and will be granted an additional 4 pounds to 

account for remaining equipment worn during weigh-in.  

4. Players electing to remove additional equipment beyond shoulder pads and helmet will not receive the 

additional 4 pounds and will need to meet the respective weights of, 100 pounds for 3rd/4th and 120 

pounds for 5th/6th. 

H. MAXIMUM WEIGHT - Players that exceed the weight limits for either division:  3rd/4th (100 lbs.)  &   5th/6th 

(120 lbs.) must have an identifying sticker on their helmets in all games. Players exceeding these limits must 

also adhere to the following: 

1. May not carry the ball 

2. May not advance a fumble or interception. In the case of a player identified over the limit comes into 

possession of the ball, the play will be whistled dead and the appropriate team shall retain possession of 

the ball.  

3. Required to play the INTERIOR LINE as defined by the outside shoulders of the OFFENSIVE TACKLES. 

a. There may not be more than 5 players on either side of the ball (Offensive/Defensive line) at any one 

time. 

b. May not align more than two spots outside the CENTER. (can’t have 3 players left or right of the 

center in an unbalanced line). 

c.  Must be in a 3 or 4-point stance, both offensively and defensively at the time the ball is snapped, and 

not more than 1 yard off the line of scrimmage.  

 

I. GAME PLAY -  The game will consist of four (4) quarters. Quarters will be 8 minutes in length. There will be a 

1-minute break between quarters, and 10-minute half between the second and third quarters. 

1. Fifth Quarter A fifth quarter must be played (the only exception must be agreed to by both teams). The 

fifth quarter will be played following the regulation game. Any score during the fifth quarter WILL NOT 

count toward the regular game.  

a. The fifth quarter will be 10 minutes in length or until each team has had one offensive possession 

(whichever is longer). Possession will start on the 35-yard line going in. The scoreboard shall be reset 

0-0 for the fifth quarter and any scores made during will be put on the scoreboard.  

2. Warm ups - Teams shall have at least 15 minutes prior to their game to warm up.  

3. Timeouts - Each team will have 3 timeouts per half.  

4. Substitutions - Unlimited substitutions (when ball is not in play). 

5. Referees - Home teams are responsible for supplying and appropriate cost. 

6. Game Balls - Each team supplies their own balls: 

a. 3rd/4th game ball will be PEE-WEE (smallest size) or Junior size if team chooses. 

b. 5th/6th game ball will be Junior size.  

7. Kick-Offs – There will be no kick-offs. Play will begin at the Offensive teams own 35-yard line after 

touchdown and field goals, and at the 45-yard line after a safety.  

8. PAT Scoring – Conversions after Touchdowns will be as follows: 

a. Run or Pass = 1 point 



b. Kick = 2 points 

• If a team elects to kick their point after touchdown, they must declare to the referee their intention 

to kick. No fakes are allowed. The kicking team will align themselves in a conventional kicking 

formation. The Defensive team may not cross the line of scrimmage or contact any kicking team 

member at any time during the play. The kicking team has five (5) seconds from the time of the 

snap to attempt the kick. The kick attempt is still good if the holder drops the ball, lifts his knee to 

catch the ball, or does not cleanly receive the ball from the snapper, provided the kick is attempted 

within 5 seconds of the snap. NOTE: Any player may attempt the kick regardless if he/she is over 

the restricted weight limit. THIS RULE APPLIES FOR FIELD GOALS AS WELL.  

9. Punting - When a team elects to punt, the play shall be dead and the ball will be advanced 30 yards 

unless the ball is inside the 50-yard line, in which case the ball shall be advanced half the distance to the 

goal line. The team electing to punt must declare before the play clock expires or a delay of game 

penalty shall be assessed.  

10. A- GAP (Center-Guard Gap) - No player on the Defensive team shall Blitz, Stunt, Twist, etc. through the 

A-GAP. Players may lineup in the A-GAP, but must be in a 3 or 4-point stance.  

11. 18 Point Mercy Rule - If at any time during the course of a game, one team gains an advantage of 18 or 

more points, the opposing team’s coach has the ability to remove two (2) offensive players from the 

team that has the advantage. Removed players are still eligible to play defense.  

a. If the team down 18 points invokes the rule and declares the two players but does not do it in a 

reasonable time (before the start of the series) the team that has to remove the two players shall not 

have to accrue a timeout for adjustment. Play should be stopped so the appropriate substitutions 

should be made.  

b. If the 18-point deficit is reduced to less than 18, the 2 players that were removed are able to return 

to the offense until the deficit is reached again.  

J. Penalties for violation of any of the above mentioned rules where applicable will result in the 

following: 

1. 15 yards from the spot of the infraction, including loss of down if occurring to the Offensive Team. 

2. A 2nd violation of the same rule will result in the ejection of the violating team’s Head Coach. 

3. If an Official ejects a coach or assistant coach from a game for ANY reason, the coach will be 

suspended from participating in ANY league activities for seven (7) calendar days, including the next 

week’s game.  

4. If a coach is ejected from the last game of the season, the penalty shall be enforced at the beginning 

of the next season. The Coach shall be suspended from the first game and the seven (7) calendar days 

immediately prior to the first game.  

5. A second ejection in a season will result in an automatic suspension for the remainder of the season. 

6. If a coach is ejected for a second time during either the last two games of the season, he will be 

suspended from coaching the entire next season.  

• Each program will designate one person as the representative for the purpose 

of any conflicts that require a league officer’s meeting and immediate 

resolution of any issues pertaining to that program.  

Conflicts may include but aren’t limited to: 

*Unacceptable behavior from any organization involving Coaches, players, spectators, etc. 

*Situations of blatantly running up scores or other unsportsmanlike behaviors. 

*Use of illegal players.  

*Recruiting players from other teams. 



             7.    The committee’s results could be up to including forfeiture of games or dismissal from the league.   

 

 

K. END-OF-SEASON STANDINGS AND SEEDING FOR POSSIBLE PLAYOFF/CHAMPIONSHIP 

1. End of regular season tie breaker for standings will be: 

a. Win percentage. 

b. Head to Head. 

c. Record vs. common opponent. 

d. Win margin capped at 18 points 

e. Coin flip 

2. For A playoff/championship based on end of regular season standings, 

the host team will have the authority to set the format as to their availability, but this must 

be declared as soon as granted to the hosting school for such playoff/championship.  

a. Example format may be but not limited to: 

1vs4 and 2vs3, Winner of each play for Championship  

3vs4, 5vs6, 7vs8 and so on with 1vs2 for Championship 

In odd number of teams situation, 2vs3 and 1 plays winner for championship 

*The preferred ending to the season is where all teams get an additional game even if 

that requires two different host locations since the season has been reduced to only 6 

games.   

  b.   18-Point mercy rule will NOT apply for the above type of playoffs. 

3. Overtime - for playoff games. 

a. Each team will have an offensive and defensive possession per overtime period.  

b. A coin toss will determine who chooses to start on offense or defense.  

c. Each offensive series will begin on the opponents 25 yard line (to be played at one of the 

field).  

d. Same scoring as regulation will be followed 

e. If the score remains tied at the end of the 1st overtime period, it will continue with 

multiple overtime periods until a winner is determined.  

f. In the case of multiple overtime periods, teams will alternate who starts on offense and 

defense. FOR EXAMPLE - Team A wins the toss and chooses to start the 1st overtime 

period on offense, team A would automatically start the 2nd overtime period on defense 

and team B would start the 2nd overtime period on offense. This would continue to 

alternate every additional overtime period until a winner is determined. 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

  


