
SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
DIVISION INFORMATION

Revised – September 5, 2019

      Some divisions have new names that are not directly referenced in the SFVPSL sport rules.  To keep these new 
division names consistent and to avoid confusion with which rule adjustments apply to each division, please refer to 
the lists below.

ELEMENTARY DIVISIONS

Varsity 1 = A
Varsity 2 = B
JV = C

Examples: 6th grade Boys Varsity 1 = B6A
6th grade Boys Varsity 2 = B6B
4th grade Boys JV = B4C

JUNIOR HIGH DIVISIONS

Varsity 1 = 8
Varsity 2 = 8
JV = 7
Fun = 8C

Examples: Junior High Girls Varsity 1 = G8
Junior High Girls Varsity 2 = G8
Junior High Girls JV = G7
Junior High Girls Fun = G8C
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SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
FLAG FOOTBALL RULES

Revised – September 5, 2019
These rules are for clarification or to note exceptions to CIF rules.
CIF rules apply to any situation not included here.

DESCRIPTION OF GAME

1. The game of flag football is played similar to regulation football, with the exception that instead of the ball 
carrier being tackled, his flag belt is removed by a defensive player.

PLAYING FIELD

1. The field must be lined.  Cones are a supplement to lines, not a replacement for lines.

2. The regulation dimensions are:

Minimum: 60 yards x 30 yards with 10 yard end zones (80 yards total).  These fields will have three first down
                                                                                                                            zones that measure 20 yards each.

Maximum: 70 yards x 40 yards, with 10 yard end zones (90 yards total). These fields will have two first down
                                                       zones that measure 20 yards each and a middle zone that measures 30 yards.

POSITION AND NUMBER OF PLAYERS

1. Elementary and Junior High divisions will consist of eight players. Any combination of players for the line or 
backfield may be used. All players are eligible for hand-offs or passes.

2. Substitutions are unlimited.  Once a player is in the game they must remain for at least one play.  Penalty = 5 yds.

TIME OF GAME

1. There will be four quarters that are 10 minutes for elementary, 12 minutes for junior high, with a 5 minute 
halftime and 1 minute between quarters.  There is no NFL-style two minute warning.

2. Until the final two minutes of the game, the clock shall stop only for:
 Requested time outs.
 After the PAT attempt.  Not immediately after the touchdown.
 After all touchdowns.  The clock will start again when the ball is received or touched after the kickoff.
 After a time out, the clock will start when the ball is snapped.

3. During the last two minutes of the game:  The clock shall stop on an incomplete pass, a run out of 
bounds, penalty, time-out, first down, and immediately after any scoring play.  The clock will start again 
when the ball is snapped, except for first downs.  For first downs, the clock will start again when the official
places the ball and is ready for play.  The clock will not run during PAT attempts.  The clock will not stop 
due only to a fumble during any portion of the game.

4. Each team shall be allowed 4 time-outs per game.  Each time out shall be one minute in duration.  Coaches 
are permitted to talk to the entire team during time-outs.  Teams must be ready for play immediately at the 
end of the 1 minute time-out.
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SCORING

All points are the same, regardless of a pass or a run.

 Touchdown 6 points
 Safety 2 points (see rule #34 for after-safety procedure)
 Try after touchdown

From 5 yards 2 points
From 3 yards 1 point

PRE-GAME, COIN FLIP, AND DIRECTION

1. A coin toss will be conducted with team captains prior to the game. The winner of the coin toss must choose one
of the following.  The other team gets to choose one of the remaining two choices.

 To kickoff or receive.
 Which goal line to defend.
 Defer choice to second half.

2. Prior to the second half, the captain of the team that lost the coin toss is now given his choice, unless the team 
winning the toss chose to defer.  The opponent is granted the other choice.

3. After each quarter the teams shall change goals.  Team possession, the number of down, the relative position of 
the ball and the first down line will remain the same.

EQUIPMENT AND UNIFORMS

1. Each player must have jerseys of the same color and shorts/pants of the same color.  Jerseys must be tucked in 
or hemmed above the belt.  All uniforms must have numbers, at least 4” high, on both the front and back. Any
player not in a full, complete uniform may not play.  No exceptions!

2. All team members must wear a flag belt of a color that contrasts the uniform shorts. Blue and black are not 
considered contrasting colors.  The official will have the authority to determine if flags are of a contrasting color
and if a team needs to change their flags.

3. The official ball shall be junior size for all elementary divisions and Intermediate size (CF 7) for all Junior High 
divisions.  Any brand may be used as long as it is of good quality and inflated as specified by the manufacturer.

4. Equipment such as shoulder pads, helmets, thigh pads, kidney pads, and forearm pads are prohibited.  Knee pads
are permissible.  Mouthguards/mouthpieces are required.  No cast of any kind (even if padded will be 
allowed on the playing field.  Any player without a mouthguard or with a cast of any kind may not play.  
No exceptions!

5. All players must wear shoes.  Baseball shoes with rubber cleats are permissible.  No metal or detachable cleats 
are permissible.

6. Jewelry may not be worn.  It is not acceptable to place tape over jewelry.  Players wearing any jewelry 
(covered or not) may not participate.  No exceptions!
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CARRYING THE BALL

1. Ball carriers are not permitted to run within one yard of where the ball was spotted, unless
the ball has first gone outside the tackle box or is a reverse play.  Direct runs up the middle,
specifically including hand offs, QB draws, etc, are illegal.  Penalty = 5 yards and loss of
down.  Officials are required to place beanbags 1 yard to each side of the ball.

2. The ball carrier may spin only one time per defender.  Penalty = 5 yards.

3. The ball carrier may not butt or ram a defender.  Penalty = 10 yards from infraction.

4. Straight-arming is prohibited.  Penalty = 10 yards.

5. A ball carrier may not hurdle or dive.  Penalty = 5 yds.

6. When a flag is pulled, the ball is placed where it was possessed in the carrier’s hands.

SPORTSMANSHIP

1. If any coach, manager, or other non-player in the bench area is ejected, the game is immediately declared 
a forfeit.  If that individual is an adult, they must leave the premises immediately.  If the ejected individual is 
not an adult, they should be moved away from the field, under the supervision of a responsible adult.  The game 
will not continue, even as a practice game.  No exceptions!

2. No hideouts are permitted. All players must start from the huddle.  Penalty = Unsporting conduct - 15 yards and 
loss of down.

FUMBLES AND TOUCHBACKS

1. A fumbled ball that touches the ground is dead and cannot be advanced.  Unless on 4th down, the offense always 
retains possession.  The clock never stops due only to a fumble.

2. A ball that is snapped but not caught is marked at the point where it touches the ground.

3. All kickoffs and punts entering the end zone or intercepted passes that are caught in the end zone are touchbacks
and can not be advanced.

4. After all touchbacks, the ball shall be placed on the 20 yard line.

PUNTING AND DECLARING PUNTS

1. After three downs a team must declare to the official whether they will punt or make an attempt to gain a first 
down.  Fake punts are not allowed.  Rushing the punter is not allowed.  The receiving team must have three 
players on the line of scrimmage.  Players other than the punter may not move until the ball has been kicked.  
Penalty = 5 yards.

2. The ball must be punted (not just snapped) within the 30 second time limit from when the official places the ball
on the ground ready for play.  Penalty = 5 yards.

3. If the offensive team fails to advance the ball to the next zone line in four downs, they shall lose possession of 
the ball at the point where it was declared dead on fourth down.
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FLAG BELTS AND BALL PLACEMENT

1. Flag belts MUST be manufactured by Triple Threat, or have the same style clip.  They must 
be the style with a detachable belt containing three 16” flags that are two inches wide.  Velcro
belts are prohibited.  If the official believes the flag should be replaced, the player must do 
so.  If a team does not have enough proper belts for each player on the field, the game will be 
declared a forfeit for standings purposes.  The complete game will then be played.

2. An offensive player may not use his hands or any part of the arm to prevent a defensive player from removing 
his flags.  Penalty = 5 yards from the infraction.

3. Any player who gains possession of the ball while not wearing a flag belt will be allowed to maintain possession
of the ball but the ball will be down at the spot it was received.

4. A player who loses his flags while in possession of the ball will be down at the spot where he lost his flag.

5. Any flag pulled prior to a player receiving the ball will be allowed to continue play.  Defenders must then touch 
the player with two hands below the waist.  Passes intended for this receiver will be considered pass 
interference.  Penalty = 10 yards from the line of scrimmage and automatic first down.

6. It shall be a foul to tackle, hack, straight arm, trip, hold, or rough up another player.  Officials must particularly 
vigilant in preventing the holding of the ball carriers clothes by the defender.  Players twice guilty of breaking 
this rule shall be immediately disqualified.  Penalty = 10 yards from point of foul or from line of scrimmage if 
the infraction occurs beyond the line.

7. Defenders shall not impede the progress or “wrap-up” the ball carrier in an attempt to remove a flag.  Penalty = 
10 yards from the point of infraction or line of scrimmage (whichever is best for the non-offending team).  
Players twice guilty of breaking this rule shall be immediately disqualified.

8. Similar to a touchdown, if any part of the ball is on or over the first down line, it is a first down.

KICKOFFS

1. All kickoffs shall be from the 20 yard line on the 60 yard field, or from the 30 yard line on a 70 yard field.

2. The receiving team must be at least 10 yards from the kickoff line.  There must be three people on the line of 
scrimmage.

3. The ball must travel 10 yards for the ball to be in play and a free ball.

4. If the kicking team touches the ball before it travels 10 yards, the ball is dead and the receiving team gets a first 
down where the ball was touched.

5. Any kick that touches a receiver and then hits the ground is a dead ball.  The kicking team cannot 
recover.  The receiving team receives a first down where the ball lands after being touched.

6. If the kicking team touches the ball after it has gone 10 yards, but before the receiving team touches it, the 
kicking team will maintain possession at the spot the ball was touched.

7. If the kickoff goes out of bounds, the receiving team may accept the ball at the point where it went out, or a re-
kick will be taken from 5 yards behind the previous spot.
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BLOCKING

1. Blocking must be an effort to impede the opponent.  It should never be the intent to push or
shove to knock the opponent to the ground.

2. In an attempt to block an opponent, the arms must stay at the chest.  Any contact above the shoulders is illegal.  
Blocking must only be with the hands, and only between the shoulders and waist.  Penalty = 10 yards from 
the point of illegal contact.

3. The center may not be blocked until the opponent can see his face.

4. No high/low blocking.

5. A blocker’s feet must be in contact with the ground.  He may not dive toward another player.

6. Players may use their hands but may not grab, hold, or shove

7. Players may not contact an opponent’s head or neck.

8. Players may not lower their shoulder, whether or not contact is made with an opponent.  Violation=15 yd 
penalty.

9. It shall be a foul to use a flying block or block below the waist.  At least one foot must be on the ground at the 
time the block is made.  Penalty - 15 yards from the point of the infraction or the line of scrimmage (whichever 
is best for the non-offending team).

10. Excessive Force:  If an official judges that, in spite of proper and legal technique, the aggressiveness of a player 
seems excessive, malicious, or unsafe, the official shall assess a penalty of 10 yards.  Further violations will 
result in ejection.

11. A block must be part of a football play.  If a block occurs far away from the action, the official shall assess a 
penalty of 10 yards.  Further violations will result in ejection.

PASSING

1. Only one forward pass is permitted, but unlimited backward passes are legal.    Penalty = loss of down and 5 
yards.

2. Pass interference by the offense.  Penalty = loss of down and 10 yards from the line of scrimmage.

3. Pass interference by the defense.  Penalty = 10 yards from the line of scrimmage and automatic first down.

4. Defenders may attempt to block or deflect a ball that is thrown; however, any contact with the passer, (before 
or after the pass) will constitute a penalty.   Penalty = 10 yds.
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MISCELLANEOUS RULES OF PLAY

1. Ball must be snapped between the legs of the center in a direct and continuous manner to a
teammate in the backfield.  Center sneaks are not permitted. Penalty = 5 yards.

2. There is a 30 second time limit to any huddle from the time the ball is placed by the official
to the time of the snap.  Penalty = 5 yards.

3. Enforcement for a foul committed by the defense in his own end zone will be first and goal on the one yard line 
for the offense.  If the ball is closer than the 1 yard line it will be half the distance to the goal.

4. Any offensive penalty occurring in its own end zone will be an automatic safety.

5. No penalty will exceed half the distance to the goal.

6. No player may move across the line of scrimmage before the ball is snapped.  When this occurs, the play is 
immediately dead.  No player has the opportunity to return to position prior to the snap.  Penalty: False Start 
(offense) or Offsides (defense) = 5 yards.

7. After a safety, the ball is put in play on the 20 yard line of the team that scored.  There is no free kick and the 
ball belongs to the team that scored.

TIE SCORES

1. Tie games will not play overtime unless it is a playoff game.

2. Playoff games that end in a tie will be decided with a California tiebreaker.  Each team will receive 1st and goal, 
beginning 20 yards from the goal line.  Teams that score a touchdown will have the standard PAT option of one 
or two points.  The team that scores the most points (or gains the most yardage, if no scores) will be declared the
winner.

CONCUSSION OR SYMPTOMS OF CONCUSSION

1. The coach shall not allow a player to continue play in the game if a concussion is suspected.  Prior to returning 
to practice or competition, the athlete must be medically cleared by an appropriate health care professional.  
Referees will have no duty to police concussions or concussions symptoms.

2. Visit  www.nfhslearn.com  for more info about concussions and concussion symptoms.
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SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
VOLLEYBALL RULES

Revised – September 5, 2019
These rules are for clarification or to note exceptions to CIF rules.
CIF rules apply to any situation not included here.

COURT AND EQUIPMENT

1. The court shall be 60’ long and 30’ wide.  The attack line shall be 10’ from the net and parallel to the center line.

2. The top of the top of the net shall be 6’6” for elementary girls, 7’0” for elementary boys, and 7’4” for all junior 
high divisions.  The service area is anywhere behind the end line, between the sidelines.

3. 4th, 5th, and 6th grade divisions are required to use the Tachikara Volley-Lite ball,
which must have the following logo:

Junior high divisions and elementary boys must use a regulation ball.

4. The standards must be padded to a minimum height of 5.5’ with at least 1” thick, resilient, shock-absorbing 
material (such as polyethylene foam) to encase the uprights and all tensioning devices.  Matches without 
padded standards will not be played.  No exceptions!  The visiting team will be the winner by forfeit.

SCORING, COIN TOSS, AND SIDE SELECTION

1. All matches are best 2-of-3 sets.
 
2. Rally scoring will be used in all divisions.  The first two sets will be to 25 points. The third set will be to 15 

points.  A team must win by two points.

3. Teams shall exchange sides after each set and when one team reaches eight points in the third set, if the set is 
played outdoors.  Teams will not change sides during the third set when indoors.

Prior to the match:  The home team will select their side of the court before the coin toss.  The visiting team will 
call the toss.  The winner of the toss chooses whether to serve or receive.

Prior to the 3rd set:  The home team will call the toss.  The winner chooses either their side or whether they wish to 
serve or receive.  The loser of the toss makes the remaining choice.

COACHES, PLAYERS, SUBSTITUTIONS, AND TIME-OUTS

1. Each team is allowed two time-outs per set.  Additional time-outs are not awarded for long sets.

2. All Elementary and Junior High teams will play with six players.

3. Players may substitute in/out whenever the ball is dead.  Players must remain in their proper serving order.

4. A team may make unlimited substitutions.

© 2004-2019 Certified Officiating.  All rights reserved.



COACHES, PLAYERS, SUBSTITUTIONS, AND TIME-OUTS (continued)

5. A reentering player shall not return to the court during the same dead ball.  The reentering
player shall assume the original position in relation to the other teammates in the service
order.  In the case of an injury, any player may assume the position; however the injured player may not reenter 
the match.

6. All substitutions must assume their original position in relation to the other teammates in the service order.  A 
player may not move up in the serving order.

7. Players must be in their proper playing positions when the ball is served.

8. Each player must have jerseys of the same color and shorts/pants of the same color.  All uniforms must have 
numbers, at least 4” high, on both the front and back.  Any player not in a full, complete uniform may not 
play.  No exceptions!  Players may roll up their sleeves, but only if it does not obscure the numbers on the 
jersey.

9. Coaches and reserve players must be seated on the bench during the match.

10. If any coach, manager, or other non-player in the bench area is ejected, the match is immediately 
declared a forfeit.  If that individual is an adult, they must leave the premises immediately.  If the ejected 
individual is not an adult, they should be moved away from the court, under the supervision of a responsible 
adult.  The match will not continue, even as a practice set.  No exceptions!      

11. For all divisions, the libero will not be used.

SERVING THE BALL

1. The player in the right-back position will serve the ball from anywhere behind the end line.  The team that does 
not serve first will rotate the first time they are to serve.

2. The 6A division and all junior high divisions will continue to serve until the team loses possession of the ball.

3. All 4th and 5th grade divisions and the 6B and 6C divisions may serve only five consecutive times.  After the 
fifth serve, the serving team will rotate to the next server and continue serving.  A player entering the set for a 
server who has already served will be allowed to serve only the remaining number of serves.

4. Servers will be permitted ten seconds to serve and two failed tosses per rotation in elementary divisions.  In the 
junior high divisions, servers are permitted five seconds to serve and only one failed toss per rotation.  Failure to
serve the next toss will result in a point and service for the opponent.  Tosses that are not served may be 
caught or allowed to drop.

5. Servers in all 6th grade divisions, and all junior high divisions, must begin from behind the end line and may not 
step on or over the line.  All other players may serve from a line 4 feet in front of the regulation line, and may 
not step on or over that line. 

6. Overhand serving is permitted in all divisions, but the serve must be behind the regulation serving line.

7. The ball may touch the net on a serve.

8. A serve may not be blocked.

9. It is legal for a serve to be received with a setting motion.
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PLAYING THE BALL

1. A team may not hit the ball more than three times before it crosses the net.  A block is not 
considered a hit.

2. Players may not hit the ball two consecutive times.  Should two players simultaneously contact the ball, either 
may hit it again.

3. The ball must be hit cleanly, without prolonged contact.

4. A player may bump or set the ball at any time as long as the official determines that it was without prolonged 
contact.

5. It is legal for a player to contact the ball with any part of the body.

6. The ball must cross over the net between the antennas.

7. The ball is considered out of bounds when it touches a non-player, an object, or the ground outside the court.

8. A ball that lands on the line is considered in bounds.

9. Players, their jerseys, or their equipment may not contact the net while the ball is in play.

10. Players may touch but not go completely over the center line.

11. Players may go outside the court boundaries to play the ball.

12. Reaching over the net is permitted on the follow-through of a hit or block.

13. Back row players may not attack a ball that is entirely above the height of the net from in front of the attack line.

14. Players may not attack or block a serve.  Attacking the ball is defined as contact with the ball when the ball 
is entirely above the top of the net.  Whether the player is in contact with the ground is not relevant in any 
way.

15. Jewelry may not be worn.  It is not acceptable to place tape over jewelry.  Players wearing any jewelry 
(covered or not) may not participate.  No exceptions!

BLOCKING THE BALL

1. While in play, the ball may be blocked at any time after it has broken the plane of the net.

2. Blocking the ball while it is entirely on the opponent’s side is permitted if the opposing team has been given the 
opportunity to complete the attack.  The attack is considered complete if the attacking team has completed three 
hits, intentionally directs the ball into the opponents court, or when the ball is near the net and no member of the
attacking team could make a play on the ball.

PRACTICE SET

It is required for officials to officiate a 15-point third set, even if the match score is 2-0, unless at least one of the 
coaches declines.  If one of the coaches declines, the official(s) is not required to work the third set.
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SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
BASKETBALL RULES

Revised – September 5, 2019
These rules are for clarification or to note exceptions to CIF rules.
CIF rules apply to any situation not included here.

TIMING AND SCORING

1. In all divisions, games shall consist of four 10 minute quarters.  This is running time, except for time-outs and 
the last two minutes of the game, which will be standard stop-clock procedure, if the scoring margin is within 15
points.  If the margin is 16 or more, the clock will not stop during the last two minutes, except for time-outs.

2. There will be 2 minutes between quarters and 5 minutes between halves.  Teams should be on the court, ready to
play at the end of these timed breaks.

3. If the score is tied at the end of regulation time, there will be a 3-minute overtime period until a winner is 
decided.  The last two minutes will be regulation time and each team will receive one additional time-out.

4. Each team is permitted four time-outs per game.  After a time-out the ball is put into nearest the location it was 
last in play.

5. The home team is required to provide the official timer or scorer.  The visiting team is strongly encouraged to 
provide an assistant at the table.  This keeps scoring and timing disputes to a minimum.

6. The home team shall provide a scorer's table, separate from the players' bench.  There must be a scoreboard that 
is visible to both teams at the table or on the wall.

7. For all levels, the offensive team is allowed ten seconds to bring the ball across mid-court.

PLAYERS, SUBSTITUTES, AND COACHES

1. Substitutes will be unlimited; however they must first check in at the score table and be beckoned by the referee.

2. Each player must have jerseys of the same color and shorts of the same color. Jerseys must be tucked into the 
shorts.  All uniforms must have numbers, at least 4” high, on both the front and back.  Any player not in a 
full, complete uniform may not play.  No exceptions!

3. A player is disqualified when they receive their 5th personal foul.

4. A team must begin the game with five players, but it if has no substitutes to replace disqualified (fouled out) 
or injured players, it must continue with fewer than five.  When there is only one player participating for a 
team, the team shall forfeit the game, unless the referee believes that the shorthanded team has an opportunity
to win the game.

5. If any coach, manager, or other non-player in the bench area is ejected, the game is immediately declared 
a forfeit.  If that individual is an adult, they must leave the premises immediately.  If the ejected individual is 
not an adult, they should be moved away from the court, under the supervision of a responsible adult.  The game
will not continue, even as a practice game.  No exceptions!

6. Jewelry may not be worn.  It is not acceptable to place tape over jewelry.  Players wearing any jewelry 
(covered or not) may not participate.  No exceptions!
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BASKETBALL - STARTING THE GAME

1. Before each game, each coach shall provide a team roster for the official score book.  
Additions or changes to this roster after the game begins will cause a technical foul to be 
assessed to the team.

2. There is a 10-minute grace period.  After that, the game will be a forfeit, even if played.  If a team arrives late, it 
is expected that the game will be shortened to keep within the regular schedule.  For example, if the game begins
10 minutes late, the quarters should be reduced to 8 minutes each.

3. The captain of the visiting school shall have choice of baskets to begin the game.  Teams should warm up at the 
basket on which they will begin the game.

4. The game will begin with a jump ball at the center circle.  After that, tie balls and possession after each quarter 
will be determined by alternating possession.

FREE THROWS

1. Free throws are awarded for all non-shooting fouls, beginning with the 7th team foul of the half.  Two free 
throws will be awarded beginning with the 10th team foul of the half.  An offensive foul is recorded as a team 
foul.

2. A player occupying a marked lane space may enter the lane on the release of he ball by the free throw shooter.  
The shooter and the players outside the three-point line may not break the plane of their line until the ball 
contacts the rim.

Free Throw Distances Level

12’ = 3’ ahead of standard distance Girls and Boys 4A, 4B, 4C, 5B, 5C

15’ = standard distance Girls and Boys 5A, 6A, 6B, 6C
All Junior High Divisions

3. Free throw line violations are to be strictly
enforced for all levels.  Stepping on or over the
designated line before the ball contacts the rim is a
violation.

4. During free throws, non-shooting team is required to
fill both lane positions above the block.  The offense
occupies the next spot, and the defense the third
spot.  No players may line up below the block.  A
maximum of three players may line up on each side
of the lane.
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BASKETBALL - FULL COURT PRESS

Full-Court Press Level

No press is allowed after possession is established, 
until the final two minutes of the game.
Not allowed if ahead by 15 or more points.

Girls 4A, 4B, 4C, 5A, 5B, 5C, 6B, 6C
Boys 4A, 4B, 4C, 5B, 5C, 6B, 6C

Press is allowed at all times, unless ahead by 15 or 
more points

Girls 6A
Boys 5A, 6A
All Junior High Divisions

Definition of a full-court press:  Defending the ball in the back-court after possession has been established.

TRAPPING

1. In the 4C and 5C divisions, the defense may not trap outside the three-point line.

THREE-POINT LINE AND COURT/BALL SIZES

2. Three-Point Line - The three-point line will be used in all divisions when clearly and legally marked in its 
entirety on the court.  Temporary chalk lines do not constitute “clearly and legally marked.”  It is also required 
that the lines be complete.  Shots from the “top of the key” will not count as 3 points, if the complete line is not 
clearly and legally marked.

3. Ball Sizes – Junior high boys and all 6th grade boys divisions will use the official (29.5”) mens' size ball.
                    All girls and 4th and 5th grade boys will use the official (28.5”) womens' size ball.

4. Minimum Court Size - To host home games, the court must be a minimum of 60’ by 40’.

CONTACT WITH BALL HANDLER / DRIBBLER:

The following acts constitute a foul when committed against a ball handler/dribbler:

1. Placing two hands on the player.
2. Placing an extended arm bar on the player.
3. Placing and keeping a hand on the player.
4. Contacting the player more than once with the same hand or alternating hands.

CONCUSSION OR SYMPTOMS OF CONCUSSION

1. The coach shall not allow a player to continue play in the game if a concussion is suspected.  Prior to returning 
to practice or competition, the athlete must be medically cleared by an appropriate health care professional.  
Referees will have no duty to police concussions or concussions symptoms.

2. Visit www.nfhslearn.com for more info about concussions and concussion symptoms.
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SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
SOCCER RULES

Revised – September 5, 2019
These rules are for clarification or to note exceptions to CIF rules.
CIF rules apply to any situation not included here.

PLAYING FIELD AND EQUIPMENT

1. The field shall be 70 yards long and 40 yards wide.  Minimum size is 60 x 40 yards.

2. The penalty area in front of the goal measures 15 yards x 20 yards wide.

3. A penalty kick line is drawn 12 yards directly in front of the goal.

4. The circle at the center of the field has a 10 yard radius.

5. Elementary divisions (grades 4-6) shall use a size 4 ball.
Junior High divisions (grades 7-8) shall use a size 5 ball.

6. Players may wear no equipment except rubber soccer cleats.  Shin guards are required.

7. Goals shall be 18’ wide and 8’ high -or- 19’ by 7’.

8. Goals must be properly anchored to the ground such that they are not able to fall over, even with 
unexpected contact.  Goals that are not anchored may not be used for any match.  No exceptions!  If 
properly anchored goals with nets are not available, the game will be declared a forfeit.

PLAYERS AND SUBSTITUTES

1. Elementary divisions will be either 7 or 9 players per team.  Junior high will be either 11 or 9 players per team, 
depending on division.  All Coast divisions will have 9 players.  All Mountain divisions will have 7 players.

2. Players may freely substitute in and out of the game when the ball is not in play, regardless which team has 
possession.

3. Each player must have jerseys of the same color, shorts/pants of the same color, and matching socks.  Jerseys 
must be tucked in or hemmed above the belt.  All uniforms must have numbers, at least 4” high, on both the 
front and back.  Any player not in a full, complete uniform may not play.  No exceptions!

4. Jewelry may not be worn.  It is not acceptable to place tape over jewelry.  Players wearing any jewelry 
(covered or not) may not participate.  No exceptions!

GOALKEEPER

1. The goalkeeper, while in the penalty area, may play the ball with their hands, unless it was intentionally kicked 
to them by a teammate.  When this happens, the goalkeeper must play the ball as any other player on the field.  
When the goalkeeper is in possession of the ball they have 6 seconds to put the ball back into play.

2. When the goalkeeper is outside the penalty area, the rules for playing the ball are the same as for all players.

3. Players may not intentionally obstruct the goalkeeper once possession is established.
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SOCCER - TIME AND PROCEDURES

1. All matches will consist of two, 20-minute halves.  5 minutes between halves.  Halves end 
only when neither team has an imminent opportunity to score.

2. A team in possession of the ball is allowed unlimited substitutions during the dead ball.

3. Halves will start with an alternating possession center kick.  For example, if Team A begins the game with the 
center kickoff, Team B will begin the next period with the center kickoff.

4. Each period will begin with a center kickoff.  Until the ball is kicked, both teams must be on their half of the 
field and the defensive team at least 10 yards from the ball.  The player taking the kickoff may only kick the ball
once, before it is contacted by another player.

5. After each goal the team scored upon will receive the kickoff.

6. Players may go anywhere on the field provided there are at least two opponents between them and the goal 
(offsides). The off sides rule does not apply when a player is in control of the ball, when she is behind or even 
with the ball or after the ball is passed to the player.

7. When the ball goes out of bounds over the sideline the opposing team will throw the ball in from the spot where 
it left the field. On a throw-in the ball must be held with two hands and thrown from behind and over the head. 
Both feet must remain in contact with the ground until the ball is released.

8. Any time the ball goes out of bounds over the end line and is last touched by an offensive player, the opposing 
team will receive a goal kick.  Any member of the team may kick the ball.

9. Any time the ball goes out of bounds over the end line and is last touched by a defensive player, the opposing 
team will take a corner kick.

10. All center kicks are considered “direct kicks.”  Goals scored from the center kickoff are legal.

11. If any coach, manager, or other non-player in the bench area is ejected, the game is immediately declared 
a forfeit.  If that individual is an adult, they must leave the premises immediately.  If the ejected individual is 
not an adult, they should be moved away from the field, under the supervision of a responsible adult.  The game 
will not continue, even as a practice game.  No exceptions!

VIOLATIONS, FOULS AND PENALTIES

1. A direct free kick (a kick taken from the point of the foul) will be taken for holding, pushing, bumping an 
opponent from behind, tripping, high kicking, use of hands or arms, kicking an opponent and other major 
penalties. The ball may go directly into the goal.

2. An indirect free kick (a kick taken from the point of the foul) will be taken for minor violations such as off 
sides, goalie violations and obstruction. The ball must touch another player before scoring.  

3. A penalty kick will be taken for major penalties that occur in the penalty area.  The ball will be kicked from the 
penalty kick line and all other players, except the goalie, must be outside the penalty area.

4. Slide tackling (with or without the ball) is not allowed.  Penalty will be the same as if a slide tackle occurred 
without contact with the ball.
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SOCCER - OVERTIME AND TIE-BREAKERS

See chart below for overtime and PK/Shootout eligibility.

Level Overtime periods? PK / Shootout after OT periods?

G4A, G4B, G4C
G5A, G5B, G5C
B4A, B4B, B4C
B5A, B5B, B5C

Yes.  See #1 below. No.

G6A, G6B, G6C
B6A, B6B, B6C

Yes.  See #1 below. During regular season: No.
During playoff matches: Yes. See #2 below.

G7C, G7, G8
B7C, B7, B8 

Yes.  See #1 below. Yes.  See #2 below.

1. Overtime periods:  At the end of the match, if the score is tied, teams will play a standard 5-minute overtime 
period.  If the score is tied after the first overtime period, a 5-minute “golden goal” period will be played.

2. PK / Shootout after overtime periods:  At the end of the two overtime periods, if the score is still tied, teams will
select five players for a shoot-out.  These are penalty shots in alternate order.  The team that scores the most 
goals is the winner.  Should the score remain tied after the first set of five kickers from each team, each team 
will be allowed one shot each until a winner is decided.  Any player on the roster (except those that have been 
disqualified / ejected) may participate in the shootout.  It is not required to be on the field at the end of the game 
to participate.

CONCUSSION OR SYMPTOMS OF CONCUSSION

1. The coach shall not allow a player to continue play in the game if a concussion is suspected.  Prior to returning 
to practice or competition, the athlete must be medically cleared by an appropriate health care professional. 
Referees will have no duty to police concussions or concussions symptoms.

2. Headers are prohibited in all elementary (4th, 5th, and 6th grades) levels.  Any deliberate infraction (at 
referee’s discretion) will result in an indirect free kick from the spot of the header, unless in the penalty 
area, in which case the opposing team receives the indirect free kick from the top of the penalty area 
nearest the header.

3. Visit  www.nfhslearn.com  for more info about concussions and concussion symptoms.
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SAN FERNANDO VALLEY PRIVATE SCHOOL LEAGUE
BASEBALL RULES

Revised – September 5, 2019
These rules are for clarification or to note exceptions to CIF rules.
CIF rules apply to any situation not included here.

GAME AND SUBSTITUTIONS

1. Elementary games will be 6 innings or 1½ hours.  Junior high games will be 7 innings or 1 hour, 45 minutes.  
No new inning may start after the time limit.  There is no time limit on the championship games.  Time limits
remain in effect for all other playoff games, but additional innings shall be played beyond the time limit to break
a tie.

2. All games must end on a completed inning unless the home team is ahead.  If time expires in the middle of an 
inning, that inning must be completed.  In the event of darkness or rain, the score will revert back to the last 
completed inning.

3. Tie scores will cause extra innings only if the time limit allows.

4. In all elementary divisions there will be free substitution in the field.

5. In all junior high divisions regular substitution rules will apply.  The reentry rule will be in effect.

6. Underhand divisions may play with up to 10 fielders.  All other divisions will play with 9.  A team must have 8 
players to continue a game.

7. If one team scores 10 runs in an inning, that half of the inning will be over. The only exception is the last 
inning.

8. Mercy Rules:
Elementary: 15 runs after 3 innings, 10 runs after 4 innings.
Junior High:  15 runs after 4 innings, 10 runs after 5 innings.

9. There may be no questioning of an umpire’s strike zone.

10. If any coach, manager, or other non-player in the bench or dugout area is ejected, the game is 
immediately declared a forfeit.  If that individual is an adult, they must leave the premises immediately.  If the 
ejected individual is not an adult, they should be moved away from the field, under the supervision of a 
responsible adult.  The game will not continue, even as a practice game.  No exceptions!

PLAYING FIELD AND EQUIPMENT

1. Bat diameter:
All junior high divisions may not exceed 2 5/8”, 34”, no more than a drop -5.
All elementary divisions may not exceed 2 5/8”, 32”, no more than a drop -10.

2. Distance between bases shall be 60’ for all elementary divisions, 75’ for all Junior High divisions.

3. The pitching rubber will be 55’ for junior high divisions, 46’ for elementary A divisions, and 40’ for elementary 
B divisions.
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4. Home team is responsible for the official score book and scorekeeper.

5. Each team must provide two new game balls to the umpire prior to the game.

6. All divisions use a 9” Little League (hard) baseball.

7. Catchers must wear a protective mask and helmet in all divisions. Catchers are required to wear shin guards and 
chest protectors in all overhand leagues.

8. Each player must have jerseys of the same color, shorts/pants of the same color, and matching socks.  All 
uniforms must have numbers, at least 4” high, on both the front and back.  Any player not in a full, complete
uniform may not play.  No exceptions!

9. Metal or detachable cleats may not be worn. Rubber (molded) cleats are permissible.

10. There is no restriction at all about what type of glove can be worn at any position.

11. The minimum size of the field to host home games will be 150’ foul lines.

12. Jewelry may not be worn.  It is not acceptable to place tape over jewelry.  Players wearing any jewelry 
(covered or not) may not participate.  No exceptions!

BATTING AND BASE RUNNING

1. In all elementary divisions, the team with the fewest number of players must bat everyone. The other team has 
the option of batting the same amount or their entire lineup.  Players not in the batting line-up may be 
substituted into the batting line-up, however, the replaced player is out of the batting line-up for the rest of the 
game.

2. Junior High divisions may use a designated hitter (DH). Refer to CIF rules for substitutions and changes.

3. A player leaving early will be charged an out when his spot in the line-up comes unless there is an available 
substitute. Succeeding times this spot is skipped and no out is charged. This rule does not apply when a player is
injured.

4. Batting helmets are mandatory for batter and base runners and student base coaches. A player who intentionally 
throws a helmet off while running will be automatically out.  Other runners may continue to advance at their 
own risk.

5. Players must slide into home if a play at the plate is imminent. Failure to do so results in the runner being 
declared out.

6. Flagrant contact at any base will result in the player being ejected from the game.

7. Any player who throws the bat will be given a warning.  The second time he will be called out.

8. There will be no dropped third strike rule.  If the 3rd strike is dropped or missed by the catcher, the runner is out 
and may not advance to first base.

PITCHING

1. In all elementary divisions, pitchers are limited to nine outs per game. In junior high divisions, pitchers are 
limited to twelve outs per game.  A pitcher who is replaced may not return in the same inning. He may return in 
following innings as long as he has outs remaining.
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