
City of Peoria 

Adult Sports  

  

 

Updated: 10/7/2019  1 

ADULT FLAG FOOTBALL RULES AND REGULATIONS 

 
Welcome all coaches, officials, participants, and fans to the Peoria Community Services Department Adult Flag Football program.  This program is based on good 
sportsmanship, fun, and exercise for all individuals involved.  We hope that you will enjoy your experience in our program, just as we are looking forward to 
cooperating and communicating with you throughout the season.  Our staff would like to take this time to wish you the best of luck this season. 

 

MEN’S FLAG FOOTBALL LEAGUE PHILOSOPHY 

Our philosophy is to structure our rules and regulations so as to discourage heavy contact and emphasize speed, quickness, passing and catching skills. 
 

REGULATION 1:  ROSTERS  

1. Players must be at least 18 years old prior to the start of the season.  
2. All teams must be represented at the pre-season captain’s meeting. 

a. If a team is not represented, the team may be required to forfeit their first regular season game. 
3. Each team roster is to be submitted by the captain/coach at captain’s meeting prior to each league season.  A team must have a minimum of eight (8) players 

and a maximum of eighteen (18) players on its roster to start the season.  
4. The coach must be listed on the roster if he/she intends to play in ANY games. 
5. A team may add up to 5 players throughout the course of the season using the Drop/Add Form supplied by the league director. 

a. No additions will be allowed during the tournament.  All players must be listed on the roster by the last night of regular season play. 
6. Roster changes must be done at the field, prior to the start of that day’s game. 

a. New players must be added to the existing roster, provide all required information, sign and date the roster. 
b. All roster additions must be done in the presence of the Peoria Sports Staff. 
c. NO ROSTER ADDITIONS WILL BE ALLOWED AFTER THE END OF THE REGULAR SEASON. 
d. PLAYERS WILL NOT BE ALLOWED TO SIGN THEIR ROSTER THE NIGHT OF THE TOURNAMENT.  All roster additions and 

signatures MUST be final by the last week of the regular season. 
7. Players may not be on more than one roster on a given league night. 

a. Using players from teams playing before or after your game on a given night constitutes use of an illegal player and will result in a forfeit of your 
game. 

8. All players MUST carry with them to the field a photo id (Driver’s License preferred). 
9. Mandatory roster checks will be performed prior to every tournament game. 
 

REGULATION 2:  ELIGIBILITY OF PLAYERS 

1. A team captain may request ONLY one (1) eligibility check per game.  An official will make a stoppage of time and the request must be made known to the 

field/league supervisor.   
2. Eligibility requests MUST be made prior to the start of the 2nd half.   
3. A player is illegal/ineligible if: 

a. The player does not have a valid ID in possession (on bench),  
b. The player’s name does not appear on the roster or drop/add forms,   
c. The player does not meet the age requirements, or  
d. The player appears on more than one roster in the same division. 

PENALTY:  
The illegal/ineligible player is automatically ejected from the game and the team using the illegal/ineligible player forfeits the game.  A second ejection for the same 
player during the season may result in a suspension for the remainder of the season.  All decisions made by the field supervisor in this matter are final.     
 

REGULATION 3:  PROTESTS 

1. Official’s judgment calls cannot be protested. Officials and recreation staff will handle all matters.   
2. All decisions are final. 
 

REGULATION 4:  PARTICIPANT CONDUCT 

1. The field supervisor and/or official have the authority to forfeit any game, eject players, coaches or fans WITHOUT WARNING from the game for any 

conduct deemed unbecoming or detrimental to the game. 
2. ALL COACHES ARE RESPONSIBLE FOR THE BEHAVIOR OF ANY PLAYERS, ASSISTANTS, OR FANS IN ATTENDANCE.   
3. The players’ Code of Conduct is strictly enforced and will govern incidents and occurrences.  
4. The consumption of alcoholic beverages by any player, coach, spectator, or other person attending the game, match or recreation activity will not be 

tolerated.  Any individual that consumes or appears to have consumed alcohol will be asked to leave immediately.  If the individual does not comply with the 
field supervisor’s request to leave, that player’s team will automatically forfeit the game and further consequences may be imposed.  Alcohol is not allowed 
within the entire facility, including the adjacent parking lots, sidewalks, streets or alleys. 

5. Any player that receives an unsportsmanlike conduct penalty, and is not ejected, MUST IMMEDIATELY substitute out of the game for the remainder of the 
current possession. 

a. If no substitute is available, the team will play a man down until player is eligible to return. 
6. Any player receiving two (2) unsportsmanlike conduct penalties in the same game will be automatically ejected for the remainder of that game and will receive 

an automatic one game suspension.  
7. A player that has been ejected from a game, for any reason, will also receive an automatic one game suspension.  Players that have been ejected must exit the 

facility and grounds immediately.  Players are not allowed onto the facility until the completion of their one game suspension.   
8. Three (3) ejections on the same team in the same game, will result in an automatic forfeit by that team 
9. Any player that has been ejected from two (2) separate games will be suspended for the remainder of the season and may face further disciplinary action-

possibly expulsion from the league.   
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10. All conduct matters will be presented to the league coordinator for further consideration. 
 

REGULATION 5:  GAME TIME/FORFEIT TIME 

1. Scheduled start time is game time.  A 10 minute period will be allowed, if a team is below 6 players.   
a. The 10 minutes will come out of the first half of game time.   
b. If the 6th player is at the playing site, the game MUST begin.   

2. If a team forfeits three times, the team may be dropped from the league.   
3. It is the team’s responsibility to be at the field before the scheduled start time. 
4. If you know ahead of time that you will not be able to field a team please email sports@peoriaaz.gov as soon as possible. 
 

REGULATION 6:  LEAGUE STANDINGS AND TOURNAMENT FORMAT 

1. Standings will be available at www.peoriaaz.gov/sports and will be updated weekly. 
2. All teams will be seeded for the tournament, based on their regular season record.  In the event of identical records, the following tie breaker system will be in 

effect: 
a. 1st Tie-Breaker = Forfeits 
b. 2nd Tie-Breaker = Head to Head 
c. 3rd Tie-Breaker = Points Against 
d. 4th Tie-Breaker = Point Differential 
e. 5th Tie-Breaker = Coin Flip 

 

REGULATION 7:  INSURANCE 

1. The City of Peoria DOES NOT provide insurance for players.  You play at your own risk and carry your own insurance. 
 

REGULATION 8:  SITE LEAD 

1. Each team captain must report to the Site Lead/Official at least ten (10) minutes prior to scheduled game time to report line-up and check-in.   
2. The Site Lead is the supervisor for the league.  He/she will be available for general information.   

 
PLAYING RULES 

 

RULE 1:  THE GAME 

1. A coin flip will take place prior to the game.  Winner of the toss will chose to receive, defend, choose a side, or defer their choice to the second half.  Loser of 

the toss makes the remaining decision. 
2. There will be a maximum of a five (5) minute rest period between halves. 
3. To begin a half or after a score, the ball will be placed on the offensive team’s own 10 yard line. 
4. The dimensions of the playing field shall be approximately 40 yards wide and 80 yards long, with 10 yard end zones at each end. 
5. The field shall be divided into four equal 20 yard zones.  The lines are known as first down lines. 
 

RULE 2:  PLAYERS AND SUBSTITUTES 

1. Eight (8) players constitute a full team on the field. 
a. A minimum of six (6) players are required on the field for play. 

2. At least five (5) offensive players must be on the line of scrimmage at the snap of the ball. 
3. There is no limit to number of substitutes made.  Each substitute must play at least one (1) play. 
 

RULE 3:  UNIFORMS, EQUIPMENT, and FLAGS  

1. Teams must provide their own color-matching jerseys during every game.  Teams not able to field the minimum number of players in uniform will forfeit. 
2. The home team is responsible for making sure jersey colors do not match. 

a. “Matching” will be defined by the officiating crew. 
b. The home team is always listed second (2nd) on the roster. 

3. Shoes shall be tennis/basketball shoes or rubber-cleats, which has cleats or ripples, which are an integral part of the shoe’s construction.   
a. This does not include football cleats or any type of detachable cleats or spikes.   
b. Any shoe which has metal or steel tips is prohibited. 

4. No bare feet shall be allowed. 
5. No jewelry may be worn by players. 
6. No players shall wear helmets, padded uniforms, sole leather or hard or unyielding substance.  

a. Exception: A metal knee brace, which must have a protective covering over it. 
7. Each player on the field wears a belt at his waistline, provided by City of Peoria, with three (3) flags attached, one (1) on each side and one (1) on the back.  

a. Players may wear their own flag belts ONLY if confirmed by an official/site lead of City of Peoria 
8. Shirts must be worn under the flag belt and shirts must be tucked at all times. 

a. Playing with the shirt out and over the belt constitutes illegal procedure. 
9. Anytime a ball carrier inadvertently loses his belt, the play then resorts to a one-hand touch between the shoulder and the knee to down the ball carrier. 

mailto:sports@peoriaaz.gov
file://///tcfpsan1/CommSvcs/SPORTS/Adult%20Sports/RULES/Adult%20Flag%20Football%20Rules/www.peoriaaz.gov/sports
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RULE 4:  COMMUNICATION 

1. Any communication to the officials or field supervisor must be through the team captain or coach.  
a. The captain or coach must identify him/herself to the game official prior to the game starting.   

2. Any communication to the field supervisor must be done during a break in the game or at half time.   
 

RULE 5:  BALL 

1. The offense will provide the ball, which must be a regulation size ball.  
 

RULE 6:  TIME and TIME-OUTS 

1. There will be two (2) twenty (20) minute periods, with a running clock throughout.   
a. The clock will stop during the last two (2) minutes of the game using high school clock rules. 
b. Running clock only stops on time-outs or injury. 
c. Clock will run during extra point attempts (except in the last two minutes of the game). 

2. There shall be a time limit of 25 seconds between plays, from the time the ball is declared live by the referee until the ball is snapped on the next play. 
3. Each team will have three (3) time-outs per game, lasting 30 seconds per time-out.   

a. Each team is allowed one (1) time-out during overtime. 
 

RULE 7:  TIE GAMES AND MERCY RULE 

1. Mercy Rule 
a. At five (5) minutes remaining in the game = 30 points 
b. At two (2) minutes remaining in the game = 19 points   

2. If a tie exists at the end of the regular playing time, the winner shall be determined by each team having one series of downs. 
a. A coin toss will decide which team shall get the choice for the first series of plays.    

i. Team losing the coin toss will select which side of the field will be used for entire overtime period. 
b. Possession will begin at the 10 yard line.  
c. If a team scores, they may go for a one (1), two (2), or three (3) point try. 
d. If the score is tied after both teams have had an offensive possession, teams will have alternate plays from the three (3) yard line. 

i. Each team will alternate the first possession of set of plays. (Ex: A then B, B, then A, etc.)   
ii. Winner will be determined when one team fails to score during a set of plays. 

e. If the ball is intercepted and returned for a score during either the first overtime possession or alternating plays, it will be three points.  If the team 
on offense who is attempting to score loses the lead or the tie is broken on the return, the defensive team that just scored wins. 

3. Overtime winner will receive one (1) point to the final score. 
 

RULE 8:  SCORING AND SCORING PLAYS 

1. Touchdown - 6 points 
2. Point(s) after touchdown: A team scoring a touchdown has its choice of attempting a P.A.T for: 

a. One point conversion is from 3 yard line. 
b. Two point conversion is from 10 yard line. 
c. Three point conversion is from 20 yard line. 

3. Safety - 2 points 
a. After a safety, the team scoring the safety shall put the ball in play on their own 20-yard line. 

4. Final Scores on Forfeited game - 7 to zero 
 

RULE 9:  FLAGGING 

1. A down shall be ended and the ball declared dead when the flagbelt is clearly removed from the ball carrier.  The deflagger should immediately hold the flag 
above his head at the spot where the capture occurred.  When any part of the ball carrier, other than the hands and feet, touches the ground, the ball is dead at 

the spot. 
2. Flag pulling of a player who does not have the ball is considered Defensive Pass Interference. 

a. Penalty – 10 yards from previous spot, automatic first down. 
3. Flag Guarding 

a. A ball carrier shall not interfere with the defensive team’s effort to pull their flag’s.   
i. The ball carrier is allowed to spin when running.   
ii. No stiff arms or knocking the hands of the defender away from your flags. 
iii. The ball carrier should keep his hands and arms above the flag to avoid penalty. 

b. Penalty – 10 yards from the spot of the foul. 
4. Defensive Obstruction 

a. If, in attempting to take the flag, the defensive players obstructs the ball carrier without pulling his/her flags, defensive obstruction will be called. 
i. Includes UNINTENTIONAL holding, tripping, “knee blocking”, etc. 

b. Penalty – 10 yards from the end of the run. 
 Hurdling:  While trying to advance the ball, ball carrier must generally “keep his feet”.  Attempts to avoid a standing or crouching opponent by jumping or 

diving over or into him shall be a violation.  You can, however, jump over a fallen opponent.   
a. Penalty is 10 yards from spot. 



City of Peoria 

Adult Sports  

  

 

Updated: 10/7/2019  4 

 

RULE 10:  FUMBLES 

1. Any ball that is fumbled or muffed and touches the ground shall be dead immediately and shall belong to the team last in possession or the offensive team at the 
spot it was fumbled from.   

 

RULE 11:  BLOCKING, RUSHING, and CHECKING 

1. All blocking, anywhere on the field, must be “push blocking” only.  “Push blocking” consists of arms fully extended forward and palms open to defensive player.   
a. No chucking allowed.   
b. Blocking is allowed only to that portion of defender’s body between his waist and shoulders (stomach and chest).   
c. You may not leave your feet on a block.   
d. You may not block a player from the rear.   
e. You many not make contact with a player’s head. 
f. Blocker’s hands and arms must be no wider than shoulder width. 

2. Down field blocking is legal if it is a legal block. 
3. The defensive rushers may not: 

a. Run over a blocker. 
b. Pull the blocker toward him/her or push the blocker away.   

4. The rusher may push the blocker sideways if he/she gets partially past the blocker but only with enough force to elude the blocker and not enough force to 
push the blocker down.   

a. Rushers must be attempting to go “around” and not “through” the blocker. 
5. At the line of scrimmage, the defense is allowed one check bump within one (1) yard of the line of scrimmage on an offensive receiver to prevent them going 

out for a pass.   
 

RULE 12:  ILLEGAL CONTACT and STRIPPING 

1. The nature of the game of flag football is that a defender must either play the ball or the flag and may not contact a player in such a way as to gain an advantage 
while defending or receiving on pass plays.   

a. For example: a player catching a pass cannot be shoved in an attempt to make him drop the pass.  Once he catches the pass, all the defender can do 
is grab his flag. 

2. “Going for the ball” is not a valid excuse for pushing, shoving or bumping an opponent in trying to catch the ball.  
3. If a player knocks the ball carrier down or pushes them out-of-bounds, an illegal contact penalty will be accessed. 
4. Stripping the ball from a ball carrier is illegal. 

a. Penalty for all Illegal Contact and Stripping is 10 yards. 
 

RULE 13:  SCRIMMAGE DOWNS 

1. A down is a unit of the game, which starts with a legal snap and ends when the ball next becomes dead.  Between downs is any period when the ball is dead. 
2. A team in possession of the ball shall have four consecutive downs to advance to the next first down line.  Any down may be repeated if provided for by rule. 
3. All plays from scrimmage must be started by a legal airborne snap of at least two (2) yards. 

a. No direct snaps allowed. 
4. The line of scrimmage will be determined by the location of the ball at the time the clip on the belt is detached. 
5. There shall be at least five stationary players on the line of scrimmage when the ball is snapped. 

a. A player in motion is considered OFF the line of scrimmage. 
6. Players not assigned to line must be at least one (1) yard behind their line of scrimmage. 
 

RULE 14:  LIVE BALL, DEAD BALL, and OUT OF BOUNDS 

1. A dead ball becomes live as a result of a legal snap from scrimmage. 
2. A live ball comes dead as a result of the following acts (any official of the game may declare the ball dead by signal or whistle): 

a. When the ball goes out of bounds in flight and strikes the ground, a player who is out of bounds or an obstruction which is out of bounds. 
b. When any part of the ball carrier, other than his hands or feet, touches the ground. 
c. Removal of flags from the ball carrier’s belt. 
d. When a touchdown, touchback, safety, field goal, fair catch or try for point is made. 
e. When the ball touches the ground as a result of a muffed ball or fumbled ball.   
f. When a forward pass strikes the ground or is caught simultaneously by opponents. 
g. When a backward pass touches the ground.  A backward pass touching the ground shall be put in play at that spot. 

3. A player, or a ball in player possession, is out of bounds whenever the player or the ball touches the ground, or anything else other than another player who is 
out of bounds and shall be declared dead at this point. 

 

RULE 15:  SNAPPING 

1. If a snap hits the ground, the play is dead. 
2. No offensive player, while on the line of scrimmage, may take direct snap from center (where ball snap originated). 
3. The center, after assuming his position from scrimmage, may adjust the long axis of the ball one time at right angles to his scrimmage line. 
4. Prior to snap, the center must have both feet behind the scrimmage line and no part of his body shall be beyond the forward point of the ball.  The ball must be 

snapped through the centers legs. 
5. No player of either team shall encroach upon the neutral zone after it has been established, and all players must be inbound.   

a. You are offside if you cross the neutral zone whether you contact an opponent or not. 
6. No players shall interlock their legs. 
7. No player may make contact or interfere with an opponent or the ball before it is snapped. 
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8. No offensive player shall make a false start, including a false movement to cause opponents to be off-sides.   
a. Penalty – 5 yards. 

9. When the ball is snapped, only one offensive player may be in motion backwards or parallel to line of scrimmage. 
10. No player of the offensive team shall assume a position near the sidelines, which in any manner whatever resembles a “sleeper” or hide-out play. 

a. Penalty is 10 yards from line of scrimmage. 
11. The offense must be set a full second before ball is snapped. 
 

RULE 16:  PENALTY ENFORCEMENT 

1. If the penalty occurs during a loose ball play (A pass play or a punt play), the penalty is enforced from the previous spot and the down played over.  On passing 

play, penalize from spot of foul if behind L.O.S. 
2. On a running play, the penalty is enforced from either the spot of the foul or the end of the run whichever returns the most yardage and the down is replayed. 
3. If there is a foul or rule infraction by both teams, on the same live ball, the fouls cancel out and there are no yards marked off.  Replay the down. 
4. A live ball foul and a dead ball foul do not cancel each other out.  Each foul will be administered in the order of occurrence and the yardage stipulated for the 

foul. 
5. On a foul or rule infraction by the offense, then a change of team possession occurs (such as an intercepted pass), the ball would then belong to the team 

intercepting the pass.  If the intercepting team also commits a foul on the run-back during the same live ball, we don’t have two live ball fouls and have them 
cancel each other out and the down replayed. We have a new element, change of team possession.  The intercepting team must turn down the offensive foul or 
rule infraction, accept possession of the ball, and then be penalized for the foul on the run-back. 

6. An intercepted pass caught behind the goal line can be advanced.  If the receiver doesn’t get out beyond the goal line and into the field of play it is still a 
touchback and no points awarded. 

7. The first half or end of the game cannot end with an accepted foul.  
 

RULE 17:  PUNTING 

1. When the offensive team wishes to punt (regardless of down), it is required to declare to the officials its intention to kick while they are still in their huddle.   
a. Decision can only be changed after a penalty or charged time-out. 

2. There shall be no quick kicks.   
a. Penalty – Illegal Procedure, 5 yards 

3. When a team punts, both the offensive and defensive teams must have a minimum of seven men on the line until the ball has been kicked. 
4. There shall be no rushing the kicker, nor shall any defensive or offensive man cross the line of scrimmage after the snap of the ball before the kick. 
5. During the punt, only the kicker may be in motion. 
6. The center must hike the ball between his legs on all free kicks. 
7. If the punt hits a member of the punting team who has not crossed the line of scrimmage, it is dead at that spot and the receiving team’s ball. 
8. The kicker must be at least 5 yards behind the line of scrimmage when receiving the snap.  After the receiving of the snap, the kicker must kick the ball within 

five seconds.   
a. Penalty – Delay of game, 5 yards.   
b. If repeated, unsportsmanlike conduct, 15 yards and loss of down. 

9. If a punted ball touches the ground before or after the receiving team touches it, the play is dead. 
10. A punt that goes across the goal line and into the end zone is dead and no advance is permitted.  

a. If the ball is muffed in the field of play and goes across the goal line it becomes dead and belongs to the receiving team (touchback). 
11. A player of the receiving team shall be given an unmolested opportunity to catch the ball before it strikes ground. 
12. A fair catch signal shall be made when a player of the receiving team, who is beyond the neutral zone, signals his intention by raising either, but only one, arm 

distinctively above his head and waives it from side-to-side.   
13. When a player makes a fair catch, the ball becomes dead where the player first touched it. 

a. No player of the team, any member of which has signaled for a fair catch, shall carry the ball more than two steps in any direction. 
14. No player of the kicking team shall make any unnecessary contact whatever with an opponent, who has completed a fair catch. 
15. When a punt touches a player on the receiving team who is in bounds, and rebounds into the air, all players become eligible to intercept and advance the ball 

before it touches the ground.  This rule applies if the receiver is trying to field the punt on the fly or off the bounce.  
 

RULE 18:  PASSING 

1. The offensive team is allowed one forward pass from anywhere behind the line of scrimmage.  If the pass is incomplete, the ball returns to the line of scrimmage. 
a. There can be no forward pass made beyond the line of scrimmage. 

2. A ball carrier may hand or pass backwards at any time. 
3. A backward pass or fumble may be intercepted by an opponent before the ball hits the ground and can be advanced. 
4. When a backward pass or fumble hits the ground inbounds, or out of bounds,  between the goal line, it becomes dead and belongs to the team last in 

possession of the ball at the spot where the ball hit the ground, or at the inbounds line opposite the spot where it left the field of play. 
5. If a backward pass or fumble hits the ground in the end zone, it shall be ruled as a safety. 
6. A receiver must have one foot inbounds to make a completed pass. 
7. When a legal forward pass touches the ground inbounds or anything out of bounds, it becomes dead, is ruled as an incomplete pass. 
8. An eligible receiver who leaves the field of play loses his eligibility, but may regain it again after he returns to the field of play, and after the ball has been touched 

by any other player.   
a. Penalty – Illegal Touching, 5 yards 

9. If a legal forward pass is caught simultaneously by eligible receivers of opposing teams, the ball becomes dead and belongs to the team which put the ball in play, 
unless such play was a fourth down, and line-to-gain has not been reached. 

10. During a down in which a legal forward pass is thrown, contact which interferes with an eligible receiver who is beyond the neutral zone. 
a. Penalty: Defensive Pass Interference, 10 yards, Automatic First Down 
b. Penalty: Offensive Pass Interference, 10 yards, Loss of Down 

11. All players of both teams are eligible pass receivers.  The lines marking the sidelines and the extreme end of the end zones shall be considered out-of-bounds if 
stepped on. 

12. Roughing the Passer: 
a. All defenders must go for the quarterback’s flag during the throwing motion. If a defender contacts the quarterback anywhere above the waist during 
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the throwing motion, the defense will be penalized. **See summary of penalties. 
 

RULE 19:  OFFICIAL’S ELASTICITY CLAUSE 

1. The flag football rules in this manual may not cover all rules situations that may occur in a flag football game.  Those rules and situations not covered in this 

manual will be governed by National Federation High School rules. 
 
 

 
 

SUMMARY OF PENALTIES 

 Loss of 5 Yards 
o Delay of Game. 

o Putting ball in play before declared ready 
o Illegal Snap 
o Illegal Formation 

o Illegal Motion/Shift 

o False Start 
o Illegal kick 
o Illegal Equipment  

 Flags not in place and/or not visible 
o Defense Holding (automatic 1st down) 
o Illegal forward pass (loss of down) 

o Intentional Grounding (loss of down) 

 Loss of 10 Yards 
o Offensive Pass Interference (loss of down) 

o Defensive Pass Interference (automatic first down) 
o Roughing the Passer (automatic first down and penalty yardage added to completed pass) 
o Offensive Holding 

o Hurdling 
o Tripping 
o Illegal Contact 
o Flag Guarding 

o Defensive Obstructing 
o Kick Catch Interference 

o Illegal Block 

 Loss of 15 yards (possible ejection) 
o Striking, kicking or kneeing an opponent 
o Unsportsmanlike Conduct  
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ADULT SPORTS ~ CODE OF CONDUCT / SPORTSMANSHIP AGREEMENT 

 
ALL RULES WILL BE STRICTLY ENFORCED.  THE TERM “INDIVIDUAL” INCLUDES THE FOLLOWING: CAPTAIN, PLAYER, OR SPECTATOR.  A TEAM IS 
RESPONSIBLE FOR THE CONDUCT OF ITS INDIVIDUAL PLAYERS AND SPECTATORS.  MISCONDUCT MAY RESULT IN PENALIZING AN INDIVIDUAL OR 
TEAM FROM ALL CITY OF PEORIA LEAGUES AND TOURNAMENTS.  THE TERM “OFFICIAL” INCLUDES THE FOLLOWING: UMPIRE, LEAGUE DIRECTOR, 
OR CITY STAFF. 
 
No Individual Shall: 
 
1. At any time lay a hand upon, shove, strike or threaten an official or individual. 

Minimum Penalty Removed from league play for (1) calendar year and placed on (2) year probation. 
Maximum Penalty Banned from the City of Peoria Sports Programs and assault charges filed. 

2. Be guilty of objectionable demonstration of dissent by throwing gloves, balls, bats - or any other forceful actions. 
Minimum Penalty Warning by official. 
Maximum Penalty Ejection from game and playing field and a (1) game suspension.. 

3. Be guilty of using unnecessary rough tactics in the play of the game. 
Minimum Penalty Ejected from game and playing area and (1) game suspension. 
Maximum Penalty Banned from the City of Peoria Sports Programs and assault charges filed. 

4. Be guilty of an abusive verbal attack upon any official or individual on or off the field of play.   
Minimum Penalty Ejected from the game and playing area, (2) game suspension and probation for the season. 
Maximum Penalty Suspension for one full year and placed on probation for (6) months after reinstatement. 

5. Use profane, obscene or vulgar language in any manner at any time on or off the playing field/court. 
Minimum Penalty Warning by league official or umpire. 
Maximum Penalty Ejection from game, (2) game suspension and probation for the season. 

6. Appear on the field in an intoxicated condition or under the influence of any type of drug that will infringe on the player’s safety or the safety of others. 
Minimum Penalty Ejection from game and probation for the remainder of the season. 
Maximum Penalty Banned from the City of Peoria Sports Program. 

7. Drink alcoholic beverages during a scheduled game. 
Minimum Penalty Warning by official. 
Maximum Penalty Team forfeits game and placed on probation for the remainder of season.    

8. Be guilty of any demonstration of unsportsmanlike conduct. 
Minimum Penalty Warning by official 
Maximum Penalty Banned from the City of Peoria Sports Programs. 

 
NOTE: Players or captains who are on probation when another incident occurs can have their penalty increased to the maximum.  If a player or captain is suspended 
from play and is found to be playing on another team, the penalty can be extended beyond the original time limit.  The severity of the infraction will determine the 
penalty.  Penalties can fall between the minimum and maximum.  City staff, Recreation Coordinator and/or the Recreation Supervisor will determine the penalty 
within a reasonable amount of time. 
 

 
ADULT SPORTS ~ ALCOHOL POLICY / AGREEMENT 

 
The City of Peoria has strict policies governing the consumption and possession of alcohol in the Rio Vista/Pioneer Park complex and staff has gone to every 
reasonable measure to ensure these policies are communicated to each of you.  
 
Policy dictates the following:  
 
No affiliated team member (player, non-player or coach) may possess or consume alcoholic beverages from the start of their first game of the day to the conclusion 
of the final game to be played that day. This includes the time between games.  

 No alcoholic beverage of any sort may be brought into Rio Vista/Pioneer Park Complex  
 Staff reserves the right to inspect coolers, bags, cups, or any other container which may be used to conceal or contain alcohol.  
 No alcoholic beverages purchased within the fenced area of the softball complex may be removed from that fenced in area.  

 
Consumption of alcohol is not permitted in the parking area or any non-picnic area of the park. A picnic area is defined by a permanent shade structure and seating 
area. The picnic area inside the softball complex is excluded from this guideline.  
 
The penalty for inappropriate alcoholic consumption varies with incident from game forfeiture to team expulsion and all degrees between. The City of Peoria owns 
and enforces the liquor license to Rio Vista Community Park and assumes all liability for actions affiliated with the consumption of alcohol on the premises. 
Therefore, the enforcement of these guidelines can no longer be constrained. 
  
From this point forward all coolers and potential alcohol storage items will be inspected by staff aggressively to enforce park guidelines. If players and/or teams are 
found guilty of ignoring the guidelines there will no longer be a warning period and penalties will be enacted.  Players bringing cans or bottles containing alcohol into 
the softball complex will be ejected immediately and considered for expulsion from the program.  
 
While we are certain some of you will find enforcement of the guidelines objectionable, the fact remains that these policies have always existed and we have trusted 
the players in our program to comply accordingly. Regrettably, the actions of some players have created liability issues for the city and staff will perform its due 
diligence to protect the integrity of our program and the city’s best interests.  
 
Should you question any of my comments I am always available at 623-773-7186 or by email at franz.fuhrmann@peoriaaz.gov.  
 
As Team Captain, I have read the above sportsmanship conditions and have informed my players and coaches of the conditions, restrictions, and penalties. 

mailto:franz.fuhrmann@peoriaaz.gov

