
TSE’s Ultimate Football Showdown Rules 
 
Details  

 Passing distance, kicking distance, passing accuracy, and 40-
yard dash/agility station.  

 6-7, 8-9, 10-11, 12-13 age groups  
 Ultimate football at the end  
 $20 per participant  
 Two hour and a half sessions (9-10:30am, 10:30am-12:00pm)  

o 6/7 & 8/9 @9:00  
o 10/11 &12/13 @10:30  

 Saturday, April 24th 9:00am-12:00pm  
Station 1: Passing Distance  

 Each player allowed 2 throws (everyone does 1 attempt first and then does 
their second throw).   

 Allowed to drop back or run up to line to throw.  
 If they cross line before throw they will be penalized 5 feet.  
 Throws must be within the measuring tape for it to count.  
 Scores are based on exact feet and inches (round to nearest inch).  
 Scores will be from where the ball first makes contact to the ground.   
 The highest score of the 2 passes will be the one recorded for that 

participant.  
Station 2: Passing Accuracy  

 Each participant is allowed 5 throws for this event.   
 All 5 passes in a row for each person  
 They are permitted to drop back to throw if they choose to do so.  
 Scores based on accuracy and total points for all 5 passes.  
 Spotter will mark ball where it immediately touches the ground.  
 Scores will be based on points designated for each target.  
 Minimum score is 0.  
 Maximum score is 100.  

Station 3: Kicking Distance  
 Each participant is allowed 2 kicks from this station. (everyone does 1 

attempt then will go through again for their 2nd kick)  
 Kicking tee must be placed on or behind goal line.  
 Participants are permitted to take multiple steps leading up to kick.  



 If tee placed correctly, there is no penalty if player crosses the line while 
kicking the ball.   

 No violation if kicking tee gets kicked with football during event.   

 Scores based on exact feet and inches (round to the nearest inch)  
 Scores are determined from where the ball first touches the ground.   
 Highest score out of the 2 kick attempts will be recorded as their final 

score.  
Station 4: 40 Yard Dash/Agility Course  

 Each player is allowed 2 timed runs.  
 Recommended that everyone in group takes their 1st run before their 

second attempt is taken.  
 Participants must “get set” behind the starting line.  
 Scores are based on time.  
 Time is rounded to nearest second.  
 Timers start stopwatch as soon as the participant moves from starting line.  
 Time is stopped immediately as the participant crosses the finish line.  
 Lowest time of the 2 will be recorded as that participant’s time.   
 Each participant will also get one timed run carrying a football through 

an agility course set up within station.  
 


