


I

WELCOME TO CONNECT SPORTS

Through Connect Sports, families and community come
together to rejoice in the fellowship of Jesus Christ.
Excellence in sports starts within each of us. If we know
who we are and whose we are, we can build and develop
with the excellence that God has created within each of
us.

Connect Sports was created to foster the development of
Christian faith, character and leadership in our

youth. Our philosophy is born from the belief that God’s
great love calls us to compete with integrity and to
demonstrate discipline in the context of competition. We
believe that by pursuing excellence, student athletes
learn character lessons, and our competitiveness drives
us to be all we can be for the glory of God.

We believe something is happening in the lives of our
youth that is bigger than the game and more important
than success on the field or on the court. We know
these are qualities they will take with them and use for
the rest of their lives. Therefore, our goal is to connect
families and community in Christ through sports for the
successful development of our children’s future.
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I INTRODUCTION

As a coach, you need to connect with your athletes
mentally, spiritually, athletically and socially. A coach is a
teacher who connects with the athletes’ inner ability to learn
and their desire to develop to the next level.

1. Communicate effectively. Every athlete learns
differently and needs instruction through practice,
illustration and example. This guide will provide steps
and illustrations to help you develop your athletes.

2. Teach the rules of flag football. Rules are our first
building blocks to learning the game. Athletes need to
understand the rules and why they are important. They
also need to respect the rules in order to achieve
success.

3. Teach the sport through example. Practice days are
when we build foundations for the fundamentals that will

successfully develop more advanced skills.

4. |Instill sportsmanship with a competitive spirit.
Learning sportsmanship is essential for any successful
athlete. Sportsmanship is best learned by example.
Remember your athletes are watching every move you
make and are learning from your actions. Christ sets
examples throughout the scripture that will be used in the
Connect Sports devotionals. Be sure to teach the
principles and model by example.
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I PRACTICE-SECTION ONE

Practice Chart

Christ

Weekday Practice Focus Connections

o
-
O]
Q
=
Q
D

T Learn basic defensive skills. | Each of you should look
1 Learn basic offensive skills. | not only to your own
t  Learn basic formation skills. | interests, but also to the
1 |T Cover Passing and interest of others.
Defensive rules. Philippians 2:4.

T Continue development of Carry each other’s
receiving and coverage skills. | burdens and in this way

2/t simulate game type you will fulfill the law of

situations through a
scrimmage. o Christ. Galatians 6:2.

T Cover Running rules.

t  Work on pass-rush and But you will receive power
defensive calls. when the Holy Spirit

T Work on areas that need comes on you; and you will

improvement from game. . .
be my witnesses in

Jerusalem, and in all
Judea and Samaria, and to
the ends of the earth.

Acts 1:8.
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PRACTICE—SECTION ONE I

Lead by
Example

Practice Focus

I press on toward the
goal to win the prize for
which God has called me
heavenward in Christ
Jesus. Philippians 3:14

Christ
Connections on

1 Continue skill If we confess our sins, He is
development. faithful and just and will forgive
4 us our sins and purify us from all
unrighteousness. 1John 1:9.
t  Continue skill So then, just as you received
development. Christ Jesus as Lord, continue
5 to live your lives in him.
Colossians 2:6
1 Continue skill Rooted and built up in him,
development. strengthened in the faith as you
were taught, and overflowing
6 with thankfulness. Colossians
2:7
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COACHES—HOW TO REGISTER ONLINE

Once you register on the NFL Flag Football website you will be
given access to training tools online!

http://www.nflflag.com
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I THE GAME—SECTION TWO

FLAG FOOTBALL RULES — THE GAME

1. Atthe start of each game, captains from both teams shall
meet at midfield for the coin toss to determine who shall
start with the ball. The visiting team shall call the toss.

2. The winner of the coin toss has the choice of offense or
defense. The loser of the coin toss has the choice of
direction. Teams may not choose to defer to the second
half.

3. The offensive team takes possession of the ball at its 5-
yard line and has three (4) plays to cross midfield. Once a
team crosses midfield, they have three (4) plays to score a
touchdown.

4. |If the offense fails to score, the ball changes possession
and the new offensive team starts its drive on its own 5-

yard line.

5. If the offensive team fails to cross midfield in the first three
downs, they have the option of punting or going for a first
down. If they punt, they other team gets the ball on the
five yard line. If they go for it and do not cross the mid-
field, the other team gets the ball on the 5 yard line before
mid-field.

6. All possession changes, except interceptions, start on the

offense’s 5-yard line.

7. Teams change sides after the first half. Possession
changes to the team that started the game on defense.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—TERMINOLOGY

Boundary Lines the outer perimeter lines around the field.
They include the sidelines, and back of the
end zone lines.

Line Of Scrimmage the line the offense must pass to get a first
down or score.

Rush Line an imaginary line running across the width of
the field 7 yards (into the defensive side)
from the line of scrimmage.

Offense the squad with possession of the ball.

Defense the squad opposing the offense to prevent
them from advancing the ball.

Passer the offensive player that throws the ball and
may or may not be the quarterback.

Rusher the defensive player assigned to rush the
quarterback to prevent him/ her from passing
the ball by pulling his/her flags or by blocking
the pass.

Downs (1-2-3) the offensive squad has three attempts or
“downs” to advance the ball. They must
cross the line to gain to get another set of
downs or to score.

Live Ball refers to the period of time that the play is in
action. Generally used in regard to penalties,
live ball penalties are considered part of the
play and must be enforced before the down
is considered complete.

Dead Ball refers to the period of time immediately
before or after a play

Whistle sound made by an official using a whistle
that signifies the end of the play or a stop in
the action for a timeout, half time, or the end
of the game

Inadvertent Whistle official’'s whistle that is performed in error.
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I THE GAME—SECTION TWO

FLAG FOOTBALL—TERMINOLOGY

Inadvertent Whistle
Charging

Flag Guarding

Shovel Pass

Lateral

Unsportsmanlike
Conduct

official’s whistle that is performed in error.

the movement of the ball carrier directly at a
defensive player who has established
position on the field. This includes lowering
the head, making contact with the defender
with a shoulder, forearm, or the chest.

an act by the ball carrier to prevent a
defender from pulling the ball carrier’s flags
by stiff arm, lowering elbow or head, or by
blocking access to the runner’s flags with a
hand or arm.

a legal pass attempted beyond the line of
scrimmage by throwing the ball underhand or
pushing it towards a receiver in a shot put
type manner.

a backwards or sideways toss of the ball by
the ball carrier.

a rude, confrontational, or offensive behavior
or language.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—ELIGIBILITY

All players’ legal guardians must agree to the online waiver
form at NFLFLAG.com for their specific league before
participating.

FLAG FOOTBALL—EQUIPMENT

1. The league provides each player with a flag belt and NFL
FLAG powered by USA Football NFL jersey. Teams will
use the football provided by their league.

2. Players must wear shoes. Football cleats are encour-
aged; however cleats with exposed metal are not allowed
and must be removed.

3. Players may tape their forearms, hands and fingers.
Players may wear gloves, elbow pads, and kneepads.
Braces with exposed metals are not allowed.

4. Players must remove all watches, earrings and any other
jewelry that the officials deem hazardous.

5. Official NFL FLAG powered by USA Football NFL jerseys
must be worn during play.

6. Players’ jerseys must be tucked into the pants if they
hang below the belt line.

7. Pants or shorts with belt loops or pockets must be taped.
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I THE GAME—SECTION TWO

FLAG FOOTBALL—THE FIELD

1. The field dimensions are 30 yards by 70 yards with two
10-yard end zones, and a midfield line-to-gain. No-Run
Zones precede each line-to-gain by 5 yards. However,
field size may vary based on field availability for each
league.

2. No-Run Zones are in
place to prevent teams
from conducting power
run plays. While in the
No-Run Zones (a 5 yard
imaginary zone before
midfield and before the
end zone), teams cannot
run the ball in any
fashion. All plays must
be pass plays, even with

a handoff the pass must
be past the scrimmage line.

3. Stepping on the boundary line is considered out of
bounds.

4. Each offensive squad approaches only TWO No-Run
Zones in each drive (one zone 5 yards from midfield to
gain the first down, and one zone 5 yards from the goal
line to score a TD).
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THE GAME—SECTION TWO I

FLAG FOOTBALL—THE FIELD
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I THE GAME—SECTION TWO

FLAG FOOTBALL—ROSTERS

1. Home teams wear dark color jerseys; visiting teams
wear light color jerseys.

2. Teams must consist of at least five players, with a

maximum of ten players.

3. Teams must start a game with a minimum of five
players. In the event of an injury, a team with insuffi-
cient substitute players may play with four players on

the field, but no fewer than four.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—TIMING AND OVERTIME

1. Games are played on a 40 minute continuous clock with two
twenty minute halves. The clock stops only for timeouts.

2. Halftime is one minute long.

3. Each time the ball is spotted, a team has 30 seconds to snap the
ball. Teams will receive one warning before a delay-of-game
penalty is enforced.

4. Each team has one 60-second time out per half.
5. Officials can stop the clock at their discretion.

6. Inthe event of an injury the clock will stop and then restart when
the injured player is removed from the field of play.

7. |If the score is tied at the end of 40 minutes, the game should be
determined a tie. (However, some leagues may decide to
institute an overtime period).

8. Intournament or playoff situations, an overtime (OT) Period will

be used to determine a winner. OT format is as follows:

T Each team is allowed a minimum of one possession.
The only exception is if the first offensive team throws an
interception. In this case, the game ends with the
intercepting team winning.

= First possession choice goes to the winner of

regulation coin toss.

= Each team gets a minimum of one possession.
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I THE GAME—SECTION TWO

FLAG FOOTBALL—TIMING AND OVERTIME

T All regulation period rules and penalties are in effect.
Tt There are no time-outs.

t  Each team will be scored based on yardage gained or
points scored:

= Yardage gained — each team will be given one
complete series to drive the field as far as they
can. The yardage gained will be noted by the
official. The team with the most yards gained
wins. If both teams score touchdowns and
complete the same amount of points in
conversions, the process is repeated.

* In the case of an interception, the ball
will be marked at either the line of
scrimmage or the point where the
defender’s flags were pulled, whichever
is the more advantageous spot to the
defense.

*  |f Team B intercepts the ball and returns
it for a touchdown, Team B wins.

= Scoring — Same as regulation. The team with
the most yards gained wins.

*  Winning through yardage is equivalent
to winning by 6 points for tie breaker
purposes.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—TIMING AND OVERTIME

T Change of possession

= Change of possession takes place when
Team A’s forward progress is halted on downs
or scores a touchdown.

= Team B takes possession on the same 5 yard
line as Team A and advances in the same
direction. Team B begins on the 5 yard line
regardless of whether or not Team A’s
possession ended in an interception.

1 Multiple OT periods:
= First OT period — shown above:

*  Scoring teams can go for 1 or 2 point
PAT.

= Second OT Period:

*  First possession goes to loser of
regulation coin toss.

*  Scoring teams must go for 2 point
PAT.
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I THE GAME—SECTION TWO

FLAG FOOTBALL—SCORING

1. Touchdown: 6 points
2. PAT (Point After Touchdown) 1 point (5-yard line) or 2 points (12
-yard line) Note: 1 point PAT is pass only, 2 point PAT can be run

or pass.

T Ateam that scores a touchdown must declare whether it
wishes to attempt a 1-pt. conversion (from the 5-yard line)
or a 2-pt. conversion (from the 12-yard line). Any change,
once a decision is made to try for the extra point, requires
a charged time out. Decision cannot be changed after a
penalty. Interceptions on conversions cannot be returned.

3. Safety: 2 points

t A Safety occurs when the ball carrier is declared down in
his/her own end zone. They can be called down when
their flags are pulled by a defensive player, their flag falls
out, they step out of bounds or they hit the ground with
their knee or arm. A Safety also occurs when there is an
offensive penalty in the end zone.

4. Mercy Rule: After one team is winning by twenty eight points or
more, the losing team gets one offensive series to continue
regulation play. If they do not score, the game goes into
scrimmage mode playing up to the fifteen minute mark in the
second half if time allows. After the fifteen minute mark, the game
is over.

5. Scrimmage Mode: The losing team gets the ball for up to three
possessions. Each possession lasts until the team scores or fails
to achieve the Line-To-Gain. Points do not count in final score.

After three possessions the game is over.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—COACHES

Coaches are typically volunteer parents or family members help-
ing the players learn and enjoy the game. Parents are encour-
aged to support the coach at all time.

Coaches are allowed on the field to direct players according to
need and division. Coaches must move to the sidelines before
the snap of the ball.

Coaches are expected to adhere to NFL FLAG powered by USA
Football philosophies, coaching guidelines and codes of con-
duct.

FLAG FOOTBALL—LIVE BALL / DEAD BALL

1.

The ball is live at the snap of the ball and remains live until the
official whistles the ball dead.

The official will indicate the neutral zone and line of scrimmage. It
is an automatic dead ball foul if any player on defense or offense
enters the neutral zone. In regard to the neutral zone, the official
may give both teams a “courtesy” neutral zone notification to allow
their players to move back behind the line of scrimmage.

A player who gains possession in the air is considered in bounds
as long as one foot comes down in the field of play.

The defense may not mimic the offensive team signals, by trying
to confuse the offensive players, while the quarterback is calling
out signals to start the play. This will result in an unsportsmanlike

penalty .
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I THE GAME—SECTION TWO

FLAG FOOTBALL—LIVE BALL / DEAD BALL

5. Substitutions may be made on any dead ball.

6. Any official can whistle the play dead.

7. Play is ruled “dead” when:

a.

b.

h.

The ball hits the ground.

The ball carrier’s flag is pulled.

The ball carrier steps out of bounds.

A touchdown, PAT or safety is scored.

The ball carrier's knee or arm hits the ground.
The ball carrier’s flag falls out.

The receiver catches the ball while in possession of
one or no flag(s).

The 7 second pass clock expires.

Inadvertent whistle.

NOTE: There are no fumbles. The ball is spotted where the ball

carrier’s feet were at the time of the fumble.

8. In the case of an inadvertent whistle, the offense has two

options:
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THE GAME—SECTION TWO I

FLAG FOOTBALL—LIVE BALL / DEAD BALL

9. Ateam is allowed to use a time out to question an official’s rule
interpretation. If the official’s ruling is correct, the team will be charged
a time out. If the rule is interpreted incorrectly, the time out will not be
charged and the proper ruling will be enforced. Officials should all
agree upon any controversial call in order to give each team the full
benefit of each call.

FLAG FOOTBALL—RUNNING

4.

The ball is spotted where the runner’s feet are when the flag is
pulled, not where the ball carrier has the ball. Forward progress
will be measured by the players front foot.

The quarterback cannot directly run with the ball. The quarterback
does have the ability to scramble in the back field, but cannot
advance the ball beyond the line of scrimmage. The quarterback is
the offensive player that receives the snap.

Only direct handoffs behind the line of scrimmage are permitted.
Handoffs may be in front, behind, or to the side of the offensive
player, but must be behind the line of scrimmage. The offense may
use multiple handoffs.

Absolutely NO laterals or pitches of any kind
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I THE GAME—SECTION TWO

5.

10.

11.

FLAG FOOTBALL—RUNNING

“No-Run Zones,” located 5 yards before each end zone and 5
yards on either side of midfield are designed to avoid short-
yardage power-running situations. Teams are not allowed to
run in these zones if the subsequent line is LIVE. (Reminder:
Each offensive squad approaches only TWO No-Run Zones
in each drive — one 5 yards from midfield to gain the first
down, and one 5 yards from the goal line to score a TD).

The player who takes the handoff can throw the ball from
behind the line of scrimmage.

Once the ball has been handed off in front, behind or to the
side of the quarterback, all defensive players are eligible to
rush.

Runners may not leave their feet to advance the ball. Diving,
leaping, or jumping to avoid a flag pull is considered flag
guarding.

Spinning is allowed, but players may not leave their feet to
avoid a flag pull. Jumping in the air in a forward motion to
advance the ball, while attempting to avoid a flag pull, is not
allowed. Lateral moves to the left or right are permitted.

Runners may leave their feet if there is a clear indication that
he/she has done so to avoid collision with another player
without a flag guarding penalty enforced.

No blocking or “screening” is allowed at any time.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—RUNNING

12. Offensive players must stop their motion once the ball has
crossed the line of scrimmage. No running with the ball

carrier.

13. Flag Obstruction — All jerseys MUST be tucked in before play
begins. The flags must be on the player’s hips and free from
obstruction. Deliberately obstructed flags will be considered flag
guarding.

FLAG FOOTBALL—PASSING

1. All passes must be from behind the line of scrimmage, thrown
forward and received beyond the line scrimmage.

2. Shovel passes are allowed, but must be received beyond the line
of scrimmage.

3. The quarterback has a seven-second “pass clock.” If a pass is not
thrown within the seven seconds, play is dead, the down is
consumed and the ball is returned to the line of scrimmage. Once
the ball is handed off, the 7-second rule no longer is in effect.

a. If the QB is standing in the end zone at the end of the 7-
second clock, the ball is returned to the line of scrimmage
(LOS).
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I THE GAME—SECTION TWO

FLAG FOOTBALL—RECEIVING

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

2. Only one player is allowed in motion at a time. All motion
must be parallel to the line of scrimmage and no motion is
permitted towards the line of scrimmage.

3. A player must have a least one foot inbounds when making
a reception.

4. In the case of simultaneous possession by both an
offensive and defensive player, possession is awarded to
the offense.

5. Interceptions change the possession of the ball at the point
of interception. Interceptions are the only changes of
possession that do not start on the 5-yard line.

6. Interceptions are returnable but not on conversions after

touchdowns.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—RUSHING THE PASSER

1.

One player can rush the passer and must be a minimum of
seven yards from the line of scrimmage when the ball is
snapped. One player can rush the quarterback. Players not
rushing the quarterback may defend on the line of scrimmage.

Once the ball is handed off, the seven-yard rule no longer is in
effect and all defenders may go behind the line of scrimmage.

A special marker, or the referee, will designate a Rush Line
seven yards from the line of scrimmage. Defensive players
should verify they are in the correct position with the official on
every play.

a. Alegal rush is:

i. One rusher from a point 7 yards from the defensive
line of scrimmage.

ii. A rush from anywhere on the field AFTER the ball
has been handed off by the quarterback.

iii. If a rusher leaves the rush line early (breaks the 7
yard area), they may return to the rush line, reset
and then legally rush the quarterback.

iv. If a rusher leaves the rush line early and the ball
is handed off before they cross the line of
scrimmage, they may legally rush the quarterback.

b. A penalty may be called if:

i. The rusher leaves the rush line before the snap
crosses the line of scrimmage before a handoff or
pass — lllegal Rush (5 yards LOS and first down).
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I THE GAME—SECTION TWO

FLAG FOOTBALL—RUSHING THE PASSER

ii. Any defensive player crosses the line of
scrimmage before the ball is snapped — Offside (5
yards LOS and first down).

iii. Any defensive player, not lined up at the rush line
crosses the line of scrimmage before the ball is
passed or handed off — lllegal Rush (5 yards LOS
and first down).

c. Special circumstances:

i. Teams are not required to rush the quarterback,
seven second clock in effect.

ii. Teams are required to identify their rusher with a
wristband before they play, however, the rusher
must verify with the official that they are in the
correct position.

iii. If rusher leaves the 7-yard line before the snap,
he/she may immediately drop back to act as
defender with no offside penalty enforced.

4. Players rushing the quarterback may attempt to block a pass;
however, NO contact can be made with the quarterback in any
way. Blocking the pass or attempting to block the pass and then
making contact with the passer will result in a roughing the
passer penalty.

5. The offense cannot impede the rusher in any way. The rusher
has the right to a clear path to the quarterback, regardless of
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THE GAME—SECTION TWO I

where they line up prior to the snap. If the “path or line” is occupied
by a moving offensive player, then it is the offense’s responsibility to
avoid the rusher. Any disruption to the rusher’s path and/or contact
will result in an impeding the rusher penalty. If the offensive player
does not move after the snap, then it is the rusher’s responsibility to
go around the offensive player and to avoid contact.

6. A sack occurs if the quarterback’s flags are pulled behind the line of
scrimmage. The ball is placed where the quarterback’s feet are
when flag is pulled.

a. A Safety is awarded if the sack takes place in the offensive
team’s end zone.

FLAG FOOTBALL—FLAG PULLING

1. Alegal flag pull takes place when the ball carrier is in full posses-
sion of the ball.

2. Defenders can dive to pull flags, but cannot tackle, hold or run
through the ball carrier when pulling flags.

3. ltis illegal to attempt to strip or pull the ball from the ball carrier’s
possession at any time.

4. |If a player’s flag inadvertently falls off during the play, the player is
down immediately upon possession of the ball and the play ends.

5. A defensive player may not intentionally pull the flags off of a play-
er who is not in possession of the ball.

6. Flag guarding is an attempt by the ball carrier to obstruct the de-
fender’s access to the flags by stiff arming, dropping the head,
hand, arm or shoulder, or intentionally covering the flags with the
football jersey
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I THE GAME—SECTION TWO

FLAG FOOTBALL—FORMATIONS

1. Offense must have a minimum of three players on the line
of scrimmage. The quarterback must be off the line of
scrimmage.

a. One player at a time may go in motion 1-yard behind
and parallel to the line of scrimmage.

b. No motion is allowed towards the line of scrimmage.

2. Offensive players must come to a complete stop for one
second before the ball is snapped unless he/she is the only
player in motion.

3. Movement by a player who is set or a player who runs
toward the line of scrimmage while in motion is considered

a false start.

4. The center must snap the ball with a rapid and continuous
motion between his/her legs to a player in the backfield,
and the ball must completely leave his/her hands.
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THE GAME—SECTION TWO I

FLAG FOOTBALL—UNSPORTSMANLIKE CONDUCT

1. If the field monitor or referee witnesses any acts of intentional
tackling, elbowing, cheap shots, blocking or any unsportsmanlike act,
the game will be stopped and the player will be ejected from the
game. The decision is made at the referee’s discretion. No appeals
will be considered. FOUL PLAY WILL NOT BE TOLERATED!

2. Offensive or confrontational language is illegal. Officials have the
right to determine offensive language. If offensive or confrontational
language occurs, the referee will give one warning. If it continues, the
player or players will be ejected from the game.

3. Players may not physically or verbally abuse any opponent, coach or
official.

4. Ball carriers MUST make an effort to avoid defenders with an
established position.

5. Defenders are not allowed to run through the ball carrier when pulling
flags.

6. Fans must also adhere to good sportsmanship, as well:

a. Yell to cheer on your players, not to harass officials or other
teams.

b. Keep comments clean and profanity free.
c. Compliment ALL players, not just one child or team.
7. Fans are required to keep fields safe and kids friendly:

a. Keep younger kids and equipment such as coolers, chairs and
tents a minimum of 10 yards off the field in the end zone area.

b. Stay in the end zone area, not between fields.
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I THE GAME—SECTION TWO

FLAG FOOTBALL—PENALTIES

General
1. The referee will call all penalties.

2. Referees determine incidental contact that may result
from normal run of play.

3. All penalties will be assessed from the line of scrimmage,
except as noted. (spot fouls)

4. Only the team captain or head coach may ask the referee
questions about rule clarification and interpretations.
Players may not question judgment calls.

5. Games may not end on a defensive penalty, unless the
offense declines it.

6. Penalties are assessed live ball then dead ball. Live ball
penalties must be assessed before play is considered
complete.

7. Penalties will be assessed half the distance to the goal
yardage when the penalty yardage is more than half the
distance to the goal.
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CHRIST CONNECTIONS—SECTION THREE

Players will receive cards with their six
Bible verses to memorize and to take
home with them.

When they memorize their Bible verses,
they can recite it to a coach or the
designated concession stand volunteer to
receive an Honorary Hole Punch in their
Flag. This also earns them an award
provided at the concession stand!

Please assist the devotional leader during
practice by enforcing good behavior
during devotion time. Thank you coaches
for all you do!

I Page 38



CHRIST CONNECTIONS—SECTION THREE I

DEVOTIOANL SCHEDULE AND BIBLE VERSES

Each of you should look not only to
Let the Light | your own interests, but also to the
Shine Through! |interest of others. Philippians 2:4.

But you will receive power when the

. Holy Spirit comes on you; and you
A Glove Filled ) ) )
3 . will be my witnesses in Jerusalem,
with Love ) )
and in all Judea and Samaria, and

to the ends of the earth. Acts 1:8.

So then, just as you received Christ
Rooted ) )
5 . Jesus as Lord, continue to live your
in Jesus! ) o )
lives in him. Colossians 2:6




Connecting Families and Community in Christ through Sports

MINISTRY PARTNERS
(In Alphabetical Order)

Aurelius Baptist Church

4419 West Barnes Rd

Mason, Michigan 48854

Phone: (517) 628-2085

Website: aureliusbaptistchurch.org

Eden United Brethren Church
1938 Eden Road

Mason, Michigan 48854
Phone: (5617) 676-1376
Website: edenubchurch.org

Mason Community Church

1000 E. Columbia Street

Mason, Michigan 48854

Phone: (517) 676-5322

Website: masoncommunitychurch.net

Mason First Church of the Nazarene
415 East Maple Street

Mason, Michigan 48854

Phone: (517) 676-5680

Website: masonnaz.org

Recreational Outreach Center
1706 W. Dansville Road
Mason, Michigan 48854

OUR WEBSITE: PLAYCONNECTSPORTS.ORG
FACEBOOK US AT: PLAY CONNECT SPORTS



