LANARK-RENFREW

FOOTBALL LEAGUE

OPERATING BYLAWS 

(Revised 2004)

A. STARTING TIMES

All senior football games will start at 2:00 p.m. except in the case of senior-junior doubleheaders, when the junior game will start at 1:00 p.m. and the senior game will start immediately on the completion of the junior game. Any other start times must be a mutual agreement of the two teams concerned with the home team assuming the responsibility of notifying the officials. 15 minutes shall be provided for on-field warm-up between games of a doubleheader. The area between the 35yard lines on the bench side of the field must be marked off for all games in order that players and coaches are not interfered with.

B. OFFICALS AND TIMING

Each school in the league must provide a:

 I. TIMER
1. The timer must be a teacher.

2. Must be located at midfield at a timer's bench or designated timing spot {always located at midfield).

3. Games will consist of 4 quarters.

4. Each quarter will be l5 minutes in length with the last 3 minutes of the second and fourth quarters    

    being stop time (no allocated number of plays in the last minute).

5. The game clock will be stopped for penalty applications or discussion, injury time and after all  

    touchdowns.

6. If a delay occurs near the end of the first half, play can resume in the second half of the previous 

   down and distance and continue until the second quarter has been completed according to the 

    remaining time on the clock.  The third quarter would then start with a normal kick-off.

7. Junior games will be timed in the same manner as the senior game. Using the same guidelines from    

    the senior bylaws for length of games, stoppages, etc.

8. For complete timing guidelines see Appendix  A.

9. Please note Starting Times of Home Games at each school. 

	START TIMES FOR HOME GAMES

	SCHOOL
	DOUBLE HEADERS
	ORDER of GAMES
	SINGLE GAMES

	Almonte
	1:00 p.m.
	Sr. / Jr.
	1:00 p.m.

	Perth
	1:00 p.m.
	Sr. / Jr.
	1:00 p.m.

	Smith Falls
	1:00 p.m.
	Sr. / Jr.
	1:00 p.m.

	Arnprior
	1:00 p.m.
	Jr. / Sr.
	2:00 p.m.

	Carleton Place
	1:00 p.m.
	Sr. / Jr.
	2:00 p.m

	Mackenzie
	NA
	NA
	2:00 p.m

	Renfrew
	1:00 p.m.
	Jr. / Sr.
	2:00 p.m.


      II.  SCORE KEEPER
1. The home team is responsible for providing a score keeper, visiting teams must provide the score  

      keeper with an up-to-date roster of players and numbers.

2. Each team will be provided with an official score sheet to be sent by the convenor. After each game   

      the sheets are to be forwarded to the convenor immediately after the game. League statistics will be    

      forwarded to all school contacts so your co-operation in filling out these score sheets is appreciated.

        III. LINESMEN  (If Required)

1. At all times the league will attempt to have 3 officials present at each game.

2. Should only 2 paid officials be assigned to the game, the home team will provide a linesman.

3. The linesmen will:

· be a teacher

· call offside

· call out of bounds on his side

· be in charge of the downs box.

4. These are the only duties the linesman is to perform.
C. DRESS / EQUIPMENT

1. The following sweater colours have been approved for each school. Any team wearing colours not     

    approved on this list is responsible for the solution to a colour conflict that may develop with another 

    team as a result.

	TEAM
	PREDOMINANT COLOUR
	TRIM

	Perth
	Light Blue
	White

	Smiths Falls
	Scarlet
	White

	Carleton Place
	Garnet
	Gold

	Almonte
	Orange
	White

	Arnprior
	White
	Red

	Renfrew
	Royal Blue (dark)
	White

	Mackenzie
	Purple
	Gold


      2. Junior teams will wear the same colours as the senior teams.

      3. Formal practices may not be held before the first day of classes.

      4. C3 may be altered at the fall meeting due to changes in the upcoming school year.

D. EIIGIBILITY

1. An eligibility list (consisting of the team numbers with names, birth dates, grade level, and sweater 

    number of each player) will be signed by the principal and coach of the team and sent to the convenor    

    before the first league game. There are to be no names added to these lists after the teams’ third league  

    game except for certified transfers from other schools.

 2. To be eligible to play:

Football eligibility will be the same as Current 

EOSSAA eligibility regulations.

Senior:
* under 20 years of age as of September 1st of the year they will compete in.


* must be a full-time student




* semestered – at least a 3 of 4 course load.




* non-semestered – at least a 6 of 8 course load.

* 5th year and graduating – semestered at least 2of 4 course load, non-semestered – at 

   least a 4 of 8 course load.


Junior:

* first two years of High School.

* under the age of 17 as of September 1st of the year they will competing.

3. The LRFL will use the standing OFSSAA transfer policy for determination of the eligibility of a  

    transferring student
   E. 
   

SUSPENSION

1. Any player ejected from a football game shall automatically be suspended from the next game including 

      play offs.

       2.   Two ejections in one season carry an automatic suspension from all league play.

3.   All ejections are to be recorded on the game score sheet (to be forwarded to the convenor after the   

      game). 

4.   Specific incidents arising before, during, or after a game which are considered to be flagrantly  

unsportsmanlike or a deliberate attempt to injure shall be brought before a league panel for disposition    

at a meeting immediately following the reported incident. The panel will be composed of the convenor

      (no vote) , an administrative representative from the convenor's school (no vote) , one coach from

      Lanark and one coach from Renfrew not involved in the dispute. The issue is to be resolved quickly and           

      the panel's decision is final.

 5.  A student who has been suspended under G.4 shall be allowed to appeal his/her suspension within 2  

      weeks of the panel's decision. The appeal will be heard by the same panel involved in the suspension.

      F.  


DEFALT GAME

           1. In any case of a defaulted game, the non-defaulting team shall be declared the winner by score of 6-0.

     2. In a tie breaking situation to determine play-off teams, scores that resulted with a defaulting team will             

         not be considered.

     3. If a team is in a situation that might result in the defaulting of a game, it is the coach’s (school’s) 

               responsiblity to contact the opposition team 48 hours prior to the start of the game. Failure to do so 

               may result in league sanctions.

G.


 OVERTIME

Regular Season Game

If a game is tied at the end of the 4 quarters in league play, then it will remain tied.  


Play-Off Game

Immediately after the conclusion of the fourth quarter, officials will instruct both teams to retire to their respective team areas. The officials will assemble at centerfield and review the tie-breaker procedure.

1. The officials will escort captains to the center of the field for the coin toss. The winner of the toss shall choose one of the following options.

a. Offense or defense, with the offense at the opponent's 35-yard line to start the first series.

b.   Which end of the field shall be used for both series of that overtime period.

  

 Note. The winner of the toss may not defer its choice.
2. The loser of the toss shall exercise the remaining option for the first extra periods and shall have the first choice of the two options for subsequent even-numbered extra periods.

3. Extra periods: An extra period shall consist of two series with Team A and Team B each putting the ball in play by a snap on or between the hash marks of the 35-yard line, which becomes the opponents 35-yard line.

4. Team Series. Each team retains the ball during a series until it scores or fails to make a first down. The ball remains alive after a change of team  possession until it is declared dead. However, Team A may not have a first and 10 if it again possesses the ball after a change of team possession.

5. Scoring: The team scoring the greater number of points during the regulation  and extra periods shall be declared the winner. There shall be an equal number of series, as define in ( e ) above, in each extra period, except if Team B scores during a period other than on the try for extra points(s). For

  
      example: if Team B intercepts a Team A pass and returns it for a touchdown. The game will be over.

6. If the score is still tied after three extra series have been played by each team, any subsequent touchdown must be followed by a 2-point conversion.

7. There shall be no team time-outs during overtime play.

        H.

TIES OF TWO TEAMS
          l. Any position where two teams are tied, the win-loss record between the two tied teams shall determine 

             who advances.

          2. If teams are still tied, points against subtracted from points for -differential determines who advances.

             (differential determined from games between the tied teams)

          3. If teams are still tied, points against subtracted from points for --differential determines who advances.

             {differential determined from all league games)

          4. If the teams are still tied -- total points scored against shall be added and the team with the least amount  

               of points scored against advances. (again, all league games are counted)

I.      

 TIES OF MORE THAN TWO TEAMS
1. The win-loss record amongst the teams shall determine who advances.

2. Points against subtracted from points for—differential determines who advances. {the points counted 

          are those scored between the teams tied)

3. If the teams are still tied --total points scored against shall be added and the team with the least                 

      amount of points scored on them advances. (again, only the games between the tied teams shall count)

4. If teams are still tied -- straight points shall be totalled and the team scoring the most points shall     

      advance. (again, only the games between the tied teams shall count)

          5.  a) the team with the best record versus common opponents

               b) the team with the best point spread (points for, minus points against) versus common opponents

               c) the team with the lowest points against versus common opponents

               d) the team with the best point spread in all games played

               e)  the team with the lowest points against in all games played

               f)  coin toss

    J.  

  PLAY-OFFS

1. JUNIOR:

The top four teams make the play-offs.

Semi-Finals:
   A Game  - 4th  at 1st 

   B Game  - 3rd  at 2nd 

Finals 

   Winner of A plays Winner of B at the home of the team with the highest placing  

                            during the season.

       2.  SENIOR:

The top four teams make the play-offs.

Semi-Finals:
   A Game  - 4th  at 1st 

   B Game  - 3rd  at 2nd 

Finals 

   Winner of A plays Winner of B at the home of the team with the highest placing  

                            during the season.

         3. There shall be four officials for all playoff games, the cost to be covered by the home team.

         4. Coin toss shall determine first choice.

         K.
     
DETERMINATION OF LEAGUE CHAMPIONS
         1. The Lanark league champion and the Renfrew league champion shall be determined by place in

              standing before play-offs. (highest Larnark league finisher gets Lanark league trophy etc.)

         2. The  LRFL  champion shall be determined by the play-off system.

           L.  

CONVENORS

            1. To move to a rotary system for convenors starting in 1996. (2 year term, alphabetically starting with  

                 Smiths Falls)   Below are listed the league convernor for one rotation:



2004
-
RCI 



2012
-
RCI



2005
-
RCI



2013
-
RCI



2006
-
CPHS



2014
-
SF&DCI



2007
-
CPHS



2015
-
SF&DCI



2008
-
MHS



2016
-
AHS



2009
-
MHS



2017
-
AHS



2010
-
P&DCI


2019
-
ADHS



2011
-
P&DCI


2020
-
ADHS

           M.  

LEAGUE FEES
            1. 15 Dollars per school. ($ for refreshments at Annual General Meeting)

APPENDIX   A

GAME TIMING

SENIOR & JUNIOR



*
15  MINUTE  QUARTERS  -  RUNNING  TIME

*
STOPS  ON  SCORES,  STARTS  ON  WHISTLE

*
STOPS ON  CHANGE  OF  POSSESSIONS,  STARTS



                          ON  WHISTLE

*
STOPS  ON  TIME  OUTS  -  STARTS  ON  SNAP

LAST  THREE  MINUTES  EACH  HALF;




*
STOPS  FOR  3  MINUTE  WARNING




*
STOPS  FOR  INCOMPLETE  PASSES




*
STOPS  FOR  OUT  OF  BOUNDS




*
STOPS  FOR  TIME-OUTS




*
STOPS  FOR  CHANGE  OF  POSSESSIONS




*
STOPS  FOR  INJURIES

ALL  ABOVE  STARTS  ON  WHISTLE

