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2016 HEART OF TEXAS 

6 MAN FOOTBALL ASSOCIATION RULES 2016 

FLAG FOOTBALL 6 AND UNDER Pre-K and Kindergarten Division 1 

 Flag will only play a 6 week schedule. 

 Offense will start on the 30 yard marker and play until a touch down is made or 

offense is unable to make a first down. Any turn ball goes back to the 30 yard line 

and offense starts from there. 

 TIME: There will be two 20 minutes halves with continuous running clock, with and 

a 5 minute half time.  The home team coach will be responsible for keeping track 

of time. 

 FOOTBALL SIZE: Peewee size football will be used for this age group. 

 AGES:  6 and under CAN NOT BE 7 ON OR BEFORE AUGUST 31ST. 

 TIMEOUTS: Coaches will be allowed two one minute time outs per half.  

 Two coaches per team will be allowed to be on the field during the game to 

instruct and line their team up before offense is set on ball. 

 On any fumble the ball is dead, if defense does recover a fumble it is NOT a turn 

over on possession. 

 HALO RULE: The nose guard will not line up on the center on head to head or with 

in 3 feet (36inches) of the ball. 

 Offense will provide their own ball.  

 Player’s flags will need to be a different color than their uniform. 

 One refs during flag games. 

Coaches will need a whistle to stop the play.   

 Scoreboard will only reflect time. 
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Tackle 8 and Under 1st and 2nd Grade Division 2 

 TIME: Two 20 minute halves with a continuous running clock with 5 minutes 

between half’s. CLOCK STOPS FOR TIMEOUTS  

 No play clock, but ref will keep with in reason. 

 TIMEOUTS: Teams will be allowed “2” 45 second timeout per half.  

One coach per team will be allowed to be on the field during the game to 

instruct and line their team up before offense is set on the ball. 

 Once players are set coaches must back off 10 yards.  

 Once play starts coach can not coach/instruct players. 

 AGES: 8 AND UNDER CAN NOT BE 9 ON OR BEFORE AUGUST 31ST. 

 FOOTBALL SIZE: PEEWEE SIZE FOOTBALL will be used. 

 Offense will provide their own ball. 

 HALO RULE: Nose guard will not be allowed to line up on center on head to head, 

or with in 3 feet (36 inches) of the ball.  

 Any team that has a 20 point or more lead will not be displayed on scoreboard 

but kept on paper by the score keeper. 

All other rules will follow under UIL 6man Jr. high rules. 

 

Tackle 10 and Under 3rd and 4th Grade Division 3 

TIME: Four 8 minute quarters with a continuous running clock,   Clock will stop after 

a touchdown and restart on the kickoff. One minute between quarters with a 5 

minute half time.  CLOCK STOPS FOR TIMEOUTS 

 One coach per team will be allowed to be on the field during the game to 

instruct and line their team up before offense is set on the ball.  

 Once players are set coach must back off 10 yards.  

 Once play starts coach can not coach/instruct players. 

 PLAY CLOCK:   30 seconds for Division 3.  

 TIMEOUTS: Teams will be allowed “2” 45 second timeout per half. 



 

Revised: 9/15/16 

 HALO RULE: Nose guard will not be allowed to line up on center on head to head, 

or with in 3 feet (36 inches) of the ball. 

FOOTBALL SIZE: Junior sized football will be used. 

Offense will provide their own football. 

 AGES: 10 AND UNDER CAN NOT BE 11 ON OR BEFORE AUGUST 31ST. 

 Any team that has a 20 point or more lead will not be displayed on scoreboard 

but kept on paper by the score keeper. 

All other rules will follow under UIL 6man jr high rules. 

 

Tackle 12 and Under 5th and 6th Grade Division 4 

 TIME: Four 6 minute quarters with 1 minute between quarters and 5 minutes 

between halves. Regulation clock. 

 PLAY CLOCK: 30 seconds 

 TIMEOUTS: 2- 45 second per half.  

FOOTBALL SIZE: Junior sized football will be used. 

 Offense will provide their own football. 

 HALO RULE: Nose guard will not be allowed to line up on center on head to head, 

or with in 3 feet (36 inches) of the ball. 

 AGES: 12 AND UNDER CAN NOT BE 13 ON OR BEFORE AUGUST 31ST. 

 All other rules will follow under UIL 6man Jr high rules. 
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GENERAL RULES  

Hosting Town: 

 Are responsible for paying refs $25 per ref per game and $25 for travel that they 

will split. 

 Are responsible for score keeper. 

 Town rep is responsible for providing score keeper and refs will local rules and 

which rules apply to each division, as well as a schedule for that day.   

 Are responsible for chain crew. 

 Gate fee at every location will be $3 for adults and $2 for students and seniors. 

Children not in school are free.  

 Town rep will need to be present all day. 

 Town rep please introduce yourself to each team and refs (if possible) 

 Town rep is responsible for keeping the games on schedule. 

 Town rep is responsible for emergency and safety contacts.  

 Town rep needs to record game scores and win/loss and relay that to the 

board/director.  

 

 

Coaches 

 Any coach ejected by ref, needs to be disciplined by their local board, then 

notifying the league board of action taken.  Second ejection the league 

board will take action on discipline.  (League board has the right to 

supersede the local board if necessary action is needed) 

 Coaches along with town reps will be responsible for keeping parents and 

fans off of sidelines. 

 Coaches will need to provide a roster for the announcer every game.   
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League Rules 

 Players may be added to a team during the regular season (deadline will 

be the Saturday of the last regular season game), once playoff starts no 

players may be added to roster.  If adding players town reps need to 

notify board/director, so league rosters can be updated.   

 Players may only play up a division if the team has 7 or less players.  If you 

have 8 no players are allowed to play up.  Town rep or the opposing 

coach needs to be made aware before the game if a player/players 

moves up.   

 If a team shows up with less than 6 players it will be allowed, however the 

opposing team may still play with 6 players.  Or the team with less than 6 

can forfeit.  

 Flag will play a six week schedule, and all other divisions will play a 8 week 

schedule.  (always subject to change pending schedules) 

 Grade first before age.  

Tie Breaker 

 Give each team at least one chance to score from the opponent’s 25-

yard line after regulation. If neither team scores, another round of 

possessions is stages, like extra innings in a baseball game. A possession 

ends when a team scores, commits a turnover or fails to convert on fourth 

down. The game ends when the score is no longer tied at the end of an 

overtime. 

Forfeits   

 Notify the league director and the town rep of the opposing team.  If your 

team forfeits/cancels after 9:00am Friday before game day a $100 fee will 

be assessed by the hosting town.  Should you notify before 9:00am Friday 

the fee will only be $50 to cover the refs. 
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Misc. Section  

(Rules we may have missed or need to add via approval from the league board) 

 

 

 

 

 

 

 

 

     

Some additional UIL Rules just for reference 

2009-2010 Football Manual 70  
 ~ UIL/NCAA SIX-MAN FOOTBALL RULES COMPARISON ~ 

General: Texas Six-Man Football Rules are the same as NCAA Football Rules Except for the 
following variations. (Note: NCAA Rule References are indicated in 
parenthesis). 

NCAA RuleSix-ManRuleVariation 
(1-1 & 2) 1. Each team has six players. Unless necessary to use the eleven-man field, the six-man 

field is 80 yards by 40 yards, with the 40 yard line being the center of the 
field. The two inbound lines (hash marks) are 40 feet from the sidelines. 
There will also be marks that are measured 13 feet from the sidelines. Goal 
posts are 25 feet apart and the crossbar is 9 feet above the gound.  

(1-1-3) 2. When one team is 45 or more points ahead at the end of the first half or if a team 
achieves a 45 point lead during the second half, the game is ended 
immediately. 

(3-2) 3. Length of quarters is 10 minutes; between quarters; 2 minutes. Between halves, 15 
minutes. 

(4-1-3) 4. During a try after touchdown the ball becomes dead when Team B gains possession or it 
is obvious that a kick is unsuccessful.  

(5-1) 5. Offense must advance 15 yards instead of 10 yards in four downs.  
(6-1) 6. Unless relocated by penalty, the kicking team’s restraining line on a kickoff is the 30 yard 

line on a six-man field and the 20 yard line for a free kick after safety. The 



 

Revised: 9/15/16 

receiving team’s free kick restraining line is 15 yards from the point of 
kickoff. There is no requirement to have a minimum number of players on 
either side of the kicker.  

(6-1) 7. The ball must travel 15 yards on a kickoff (or place kick/punt after a safety) or be touched 
by the receiving team before members of the kicking team are eligible to 
touch it.  

(6-2) 8. A free kick out of bound between the goal lines untouched inbounds by a player of Team 
B is a foul (A.R. 6-2-1-I-IV). PENALTY—Live-ball foul. Five yards from the 
previous spot or the receiving team may put the ball in play 20 yards 
beyond Team A’s restraining line at the inbounds spot (S19). 

(7-1-3) 9. Unless the ball is kicked or forward passed, it may not be advanced beyond the neutral 
zone until AFTER AN EXCHANGE has been made between the receiver of 
the snap and another player. EXCEPTION: Any player of Team A may 
advance a loose football after it has been touched by a Team B player. 
PENALTY: 5 yards plus loss of down (illegal procedure) from previous 
spot (S19 & S9). An exchange is completed when possession of the football 
is gained by a receiver of the snap, given up voluntarily or involuntarily by 
the receiver of the snap, and possession is regained by another player of 
Team A.  

(7-1) 10. If the snap is muffed and a Team A player catches or recovers the ball beyond the neutral 
zone, he may not advance it. PENALTY: Loss of down (illegal procedure) 
from previous spot (S19 & S9), 5 yards from the previous spot is also 
assessed if the Team A player advances the ball. If a Team A player catches 
or recovers the muffed snap behind the neutral zone, he may legally 
advance it only after a legal exchange. 

(7-1-3) 11. At least 3 Team A players shall be on their line of scrimmage at the snap.  
(7-1-6) 12. The ball may be handed in any direction to any player during a scrimmage down 

behind the neutral zone. A linesman may receive a forward hand-off at any 
time and is not required to be 2 yards behind his line of scrimmage and 
does not have to face his goal prior to receiving the hand-off. EXCEPTION: 
The ball may not be handed forward to the snapper through his legs. 
PENALTY: 5 yards from previous spot and loss of down (S19 & S9).2009-
2010 Football Manual 71  
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(7-3) 13. The ball is dead when a passer catches his own pass (untouched by B), and it is ruled as 
an incomplete forward pass.  

(7-3) 14. All players are eligible to catch a forward pass, except that a pass is ruled incomplete 
when caught by the passer (see preceding rule). If a forward pass is thrown 
to the snapper, it must travel at least one yard in flight. 

(8-1) 15. Field goals count 4 points; successful try, 2 points if successful through place or drop 
kick and 1 point if successful by pass or run. The defense may not score on 
a try.  

(8-1) 15. Field goals count 4 points; successful try, 2 points if successful through place or drop 
kick and 1 point if successful by pass or run. The defense may not score on 
a try.  

(9-1-2) 16. When a team is in an offensive or scrimmge kick formation, a defensive player may not 
initiate contact with the snapper until one second has elapsed after the 
snap.  

~ APPROVED RULINGS ~ 

Section 1: Exchanges:  
I. First down and 15 from A’s 35. A10 pitches to A28 who muffs the ball. A10 picks it up and runs 

to A’s 45. RULING: Illegal advance by A. Penalize 5 yards plus loss of down.  
II. First down and 15 from A’s 25. A10 pitches the ball backward. It strikes B72 and is loose on the 

ground. A10 picks up the ball and runs to B’s 40. RULING: A’s ball first down and 15 
on B’s 40. NOTE: by definition, when the ball strikes B72, it has been touched by Team 
B player.  

III. A15 hands the ball to A40. While still behind the line A40 hands the ball forward to A15 who 
advances beyond the line for a ten yard gain. RULING: Legal advance by A15.  

IV. A12 receives the snap and possesses the ball. He hands the ball forward to A60, the snapper 
by handing it back between his legs. A60 advances 5 yards. RULING: Illegal Advance 
by Team A. PENALTY: 5 yards and loss of down.  

V. A15 receives the snap and hands off to A38. A38 fumbles the ball and it is picked up by A45 (1) 
behind the line of scrimmage; (2) beyond the line of scrimmage. A45 advances for 10 
yard gain. RULING: A legal exchange has been made. A45 may advance the football in 
(1) & (2).  

VI. A12 receives the snap and pitches the ball to A45 who muffs the pitch and is attempting to 
catch the ball (bobbling it) as he crosses the neutral zone. A45 then catches the ball and 
advances for a five yard gain. RULING: Legal advance.  

VII. A’s ball first down and 15 at A’s 20 yard line. A8 muffs the snap. It is picked up by A25 
behind the neutral zone and advanced to A’s 30. RULING: Illegal advance by A. A’s 
ball at the point of recovery. Penalize 5 yards plus loss of down from the line of 
scrimmage. No legal exchange has been made since A25 was the frist to possess the ball 
after the snap and then advanced the ball beyond the neutral zone without an 
exchange.  

VIII. A’s ball second and 5 at A’s 24. A13 receives the snap and fumbles the hand-off to A30. A30 
recovers the fumble and hands the ball back to A13 who advances it to A’s 32. 
RULING: A’s ball first down and 15 at the 32 yard line.  

IX. A10 muffs the snap from A50. The ball rolls a few yards beyond the neutral zone where A6 (1) 
picks up the ball and advances; or (2) falls on the ball for the recovery. RULING: (1) 
Illegal, 5 yards previous spot plus loss of down. Penalty marker is dropped, play 
continues. (2) Legal recovery, no foul, the ball is returned to the line of scrimmage, loss 
of down. A legal exchange has not been made prior to advancement of the ball beyond 
the line 2009-2010 Football Manual 72  
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of scrimmage.  
X. A25 receives the snap and immediately throws a backward pass to A40 who muffs the pitch. 

A40 scoops up the ball from the gound and advances beyond the neutral zone. 
RULING: Legal, a backward pass has been thrown and a legal exchange has been 
completed.  

XI. A’s ball 1st and 15 from B’s 22. A10 receives the snap and attempts to hand the ball to A20. 
The ball is fumbled and A70 recovers at B’s 19. RULING: Illegal. PENALTY: 5 yards 
plus loss of down. A’s ball at B’s 27.  

XII. A’s ball 4th and 1 at B’s 30. A10 receives the snap and fumbles the hand-off to A22. A22 picks 
up the football and advances to B’s 25. RULING: Ball is dead when A22 picks up the 
football. No advance is allowed. NCAA Rule 4-1-3-k applies and prohibits advance. 
A10 may pick up the loose ball and complete an exchange for a legal advance.  

Section 2: Passing  
I. A15 attempts a forward pass which is batted in the air by B73. A15 catches the ball and 

advances it 10 yards. RULING: Legal. Ball was touched by B.  
II. First and 15 yards to go for A at their 15 yard line. A9 hands the ball forward to A30. A30 runs 

to the left and passes the ball to A60 while still behind the line of scrimmage. RULING: 
Legal pass by A30.  

III. A15 receives the snap and retreats 10 yards to his own 20 yard line. Due to a heavy pass rush 
he immediately passes the ball to A50, his snapper, who is standing on the 19 yard line. 
RULING: Legal pass since the ball traveled at least one yard when passed to the 
snapper.  

IV. A8 attempts a pass at the line of scrimmage. B75 tips the ball and it is caught by A55, the 
snapper, at the line of scrimmage. The ball has only traveled 1/2 yard in the air. 
RULING: The tipping by B makes A55’s receiption a legal catch and A55 may advance 
the ball.  

V. A’s ball 4th and 4 at B’s 22. A10 throws a pass which strikes A73 and bounes into the air. A10 
catches the ball and advances 5 yards where A10 fumbles the ball. RULING: 
Incomplete forward pass. B’s ball 1st and 10 at their 22. (Six-Man Rule variation No’s 
12 & 13) 

Section 3: Other Plays  
I. Team A lines up at the line of scrimmage with three men on the scrimmage line next to each 

other in a three point stance. A80 located on the right side of the snapper raises up and 
shifts out 7 yards. RULING: Since A80 is at the end of the line this is a legal shift.  

II. Team A lines up with four men on the line of scrimmage next to each other in a three point 
stance. A62 who is covered up by A80 (1) raises up from his 3 point stance before the 
snap; or (2) receives a forward hand-off and advances 4 yards; or (3) catches a forward 
pass 10 yards beyond the line of scrimmage. RULING: (1) False start. (2) & (3) Legal.  

III. Team A lines up with 4 men on the scrimmage line next to each other. A88, on the end line, 
leaves his position and goes in motion before the snap. At the snap, he is (1) moving 
toward his opponents goal line; (2) moving away from his opponents goal line and 2 
yards behind the line of scrimmage. RULING: (1) Illegal motion since A88 cannot be 
moving toward his opponents goal. (2) Illegal motion by A88. He must set for one 
second after leaving line. A lineman may not be in motion at the snap.  

IV. Team A’s kickoff from their 30 yard line rolls out of bounds untouched by Team B at B’s 38. 
RULING: B may snap the ball at their own 38, 30, or accept the penalty against A for 
illegal procedure.  

V. B is leading 60-19. They return the 2nd half kickoff 65 yards for a touchdown. RULING: Game 
ends.  

VI. B is leading 50-10 in the second half. B intercept’s A’s pass and returns it 16 yards for a 
touchdown. B44 clips on the run back. RULING: If A declines the penalty the game 
ends and there will be no try for point. 2009-2010 Football Manual 73  
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VII. A’s ball fourth down and 5 from their 20 yard line. A14 punts the ball which is blocked and 
goes straight up in the air. A45 catches the punt behind the line of scrimmage and 
advances to A’s 40 yard line. RULING: Legal advance by A, first down and 15 yards to 
go.  

VIII. Team A attempts a try from any legal point and:  
(1) Team B recovers a legal fumble, picks it up and advances the ball into Team A’s end zone; or  
(2) Team B intercepts a fumble or forward pass and advances the ball into Team A’s end zone; or  
(3) Team B blocks the try, gains legal possession and advances the ball into Team A’s end zone; or  
(4) Team B blocks the try and A12 picks up the ball and advances into Team B’s end zone.  
RULING: No score, ball is dead when it is obvious that the kick is unsuccessful. 

 

 


