
SC PowderPuff Football 

Rules 

Players/Game Schedules 

 Teams are allowed a maximum of 11 players on the field at a time,  

Toss of the Coin 

 A coin toss determines first possession 

 The team that wins the toss may choose to 1) to receive or 2) to kick, or 3) defer their choice 
till the second half.   

Timing/Overtime 

 Games will consist of four 12 minute quarters with a five minute halftime.  
 The clock will remain running with no stopping for whistles or penalties. 
 Games cannot end on a defensive penalty, unless the offense declines it. 
 If the score is tied at the end of regulation, teams move directly into overtime.  A coin toss 

determines first possession. 
 Each team will be given the ball at the opposing 25 and given a chance to score.   

Scoring 

 Touchdown:   6 points 

 Extra point:     1 point  for a kick  (no pass rush if attempting a kick) 

 Two-point conversion:          2 points (passed/run in from 3 yd. line) 

 Safety  2 points 

Offense 

 The offense must have a minimum of seven women on the line of scrimmage.  Every player is 
an eligible receiver. 

 The offense has four downs to advance the ball up the field to score in the end zone. 
 Offense must be set before snapping the ball.  There may be one player in motion when the 

ball is snapped.    
 A player without the ball that steps out of bounds on his own is ineligible to re-enter during that 

play. 
 The ball carrier must try to elude the tackler rather than creating contact. 
 The ball is spotted where the ball carrier’s feet are when the flag is pulled, not where the ball 

is. 
 Only one running play per set of four downs is allowed. 
 If the ball carrier does not have a flag, then a one-hand touch by the defender is cause the play 

to end.   



Defense 

 No tackling allowed.  Ball carriers are “tackled” when a defensive player removes the flag. 
 A defensive player may not intentionally hold, block, trip or push ball carrier out of bounds to 

stop the play. 
 Tacklers may not physically stop a runner before two hands touch them. 
 Normal blocking accepted, but excessive/aggressive blocking will not be tolerated. 
 Once the ball has been handed off, all defensive players are eligible to rush. 

Kickoff 

 Teams kick-off from the 40 yard line.   Receiving team can line-up on the 50 yard line.unting 

 Teams must declare whether they will punt ball.  The snapper may turn sideways to snap the  
ball back to the punter and no rush may occur. 

 Teams may actually punt the ball or select a ““simulated” punt turning over the ball 30 yards 
down field.  

Passing 

 Incomplete passes return to the line of scrimmage. 

Receiving 

 All players are eligible to receive passes (including the quarterback if the ball has been 
handed off behind the line of scrimmage). 

 A player must have at least one foot inbounds when making a reception. 
 For a legal catch, the player must maintain control of the ball before hitting the ground in 

bounds. 

Dead Balls 

Play is ruled “dead” when: 

 Ball carrier’s flag is removed or if there is no flag, there is a one hand touch. 
 Ball carrier steps out of bounds. 
 The ball is fumbled.  This includes the quarterback center exchange! 
 Touchdown is scored. 

Penalties 

5 yard Penalties 

1. Delay of game (taking more than 45 seconds to put ball into play) 
2. Illegal use of flags (covering flags with shirt, holding or defending flags) 
3. Offsides 
4. Too many players 
5. Offense not being set. 



10 yard Penalties 

1. Holding (either offensive or defensively holding the runner or receiver)  

15 Yard Penalties 

1. Forcing the runner to the ground or pushing the runner out of bounds 
2. Unsportsmanlike conduct 
3. Clipping/pushing in the back 
4. Running over defenders 
5. Swearing 
6. Harassment of the Officials 

Sportsmanship 

 Foul play will not be tolerated.  An unsportsmanlike act can include any acts of intentionally 
tackling, elbowing, cheap shots, fighting, flagrant actions, or any act intending to cause harm 
or an unfair advantage. 

 If trash talking occurs, the referee may give one warning.  If it continues, the player or players 
will be penalized and may be ejected from the game. 

  

Fighting 

Any player involved in a fight during the game will be immediately ejected from the game.   

 


