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RULE ONE 

THE GAME, FIELD, PLAYERS AND EOUIPMENT 

 

Flag football is played in a manner similar to either tackle football or touch football, with the 

exception of the method of stopping the advance of the ball carrier. This is accomplished by “De-

flagging”, i.e., the capture of the flag belt, which are worn by the ball carrier. 

 

SECTION I. GENERAL PROVISIONS 

 

ARTICLE 1. Two teams of eight players each play the game. Each team is requiring a -

minimum of eight players at the start of the game. A team unable to field seven players due to an 

injury after the start of the game will be required to forfeit the game. The object is to score 

touchdowns by running or passing the ball over the opponents' goal line. 

 

ARTICLE 2. Goal lines for each team shall be established at opposite ends of the field and each 

team shall be allowed opportunities to advance the ball across their opponent’s goal line by 

running and/or passing. 

 

ARTICLE 3. The team shall be awarded points for the following acts: Touchdown, Safety, and 

point(s) after the touchdown. The team accumulating the most points during regulation playing 

time of the game shall be declared the winner. The game shall be immediately ended if one team 

has a forty (40) points or greater lead over the other. Note: This is the slaughter rule. It is 

assumed that the coaches will upon gaining a three (3) touchdown advantage play their 2nd 

teams and not try run up the score. 

 

ARTICLE 4. The game is administered by a minimum of two officials. The game officials may 

be designated referees and/or league officials. Note: if a rule and/or situation are not clearly 

covered in this rule book it shall be left up to the judgment of the Head official. 

 

 

ARTICLE 6. Team representatives, including players, coaches, supervisors, and group members, 

are subject to the rules of the game and shall be governed by the decisions of the game officials. 

Note: Also see WARNING to spectators. 

 

ARTICLE 7. ALL PLAYERS SHALL PLAY a MINIMUM OF TEN (10) PLAYS IN a 

GAME they are available to play in. This may be monitored by league officials but is the 

responsibility of the team coaches. The coaches are also required to inform parents and the child 

before the game the reason(s) he/she will/may not get the minimum of ten (10) plays. Non 

attendance to practices or team meetings is not a reason to forfeit this requirement except in cases 

of three or more consecutive and unexcused absences (I.e., the coach was not notified in any 

form about the absences). Note: Ten (10) plays are roughly equal to a quarter of play; yet this 

allows the coach some flexibility to use a player in a way that best suits the individual player 

and team as a whole. Special teams shall not be included in the ten plays. 
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ARTICLE 8. Any teams in violation of article 7 without a warning will have to forfeit that or 

any games involving that article. If this should continue to occur the coach of said team will could 

subjected to suspensions or removal from the team as the director or recreation association see’s 

fit. 

 

SECTION II. THE FIELD 

 

ARTICLE 1. The field is 40 yards wide and 100 yards long including end zones for PEE WEE. 

The player / team box shall extend to the 20 yard line and extend five yards deep. All players and 

coaches shall maintain a minimum of two yards from the sidelines. This may or may not be 

marked on the field. Regardless coaches are required to insure that their players are abiding by 

this requirement to prevent player injuries. The only eligible occupants of the player / team box 

shall be the following: The players (of the current game), the head coach, assistant coaches, and 

team statistician. The head coach shall be responsible for his sidelines, which includes the parents 

and relatives of the players on his team. No coaches or parents shall be allowed in the end zone 

for coaching purposes except those conducting photography. 

 

ARTlCLE 2. The lines bounding the sidelines and the end zones are out of bounds in their 

entirety, and those lines bind the inbound. The goal and end lines shall be distinctly marked. 

 

ARTICLE 3. A down marker shall be used to mark the spot of the ball. Upon 1st down, the next 

10 yard line shall be established with the chains as the "next zone to make" for a 1st down. Down 

marker and chains will be manned by volunteers from the home team. The home team will be 

listed 2nd on the schedule.  

 

ARTICLE 4. Spectators shall remain a minimum of 5 yards from the boundaries’ at all times. 

Coaches shall be responsible for the enforcement of such for their own team. League officials 

may also enforce such. 

 

ARTICLE 5. Players, coaches, and team members shall remain in the Players Box during play. 

EXCEPTION: One offensive coach and one defensive coach may be on the field with the team in 

the huddle but must stay 10 yards off the line of scrimmage. A coach will receive a single 

warning after which he will be penalized 10 yards for Unsportsmanlike Conduct (Live ball foul). 

 

SECTION III. EQUIPMENT 

 

ARTICLE I. The equipment necessary for a regulation game includes: a regulation football (K-

2), down markers, chains, yard markers on at least one side of the field, pylons to mark the end 

zone, and a kicking tee. 

 

ARTICLE 2. The game flag-belt shall have three flags firmly attached to a detachable belt for 

each player on the field. The flag shall be equal in length approximately 2"x 16" long. Clip 

detachable belts provided by the league shall be the only belts allowed in game play.   

 

ARTICLE 3. 1. A flag belt twisted, tucked, and or covered in any manner which would impede 

the defender from de-flagging the player is a penalty. PENALTY: 10 YARDS for illegal Flag 

Attachment. Note: If this continues to occur with the same player he/she may be suspended 

with a game misconduct and subject to further punishment from the director as the director 

deems necessary.  
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ARTICLE 4. Players shall not wear scarves, or pads of any type (Cold weather gear must be 

approved by the game officials). 

 

ARTICLE 5. All players are required to have a mouthpiece to play. No exceptions.  

 

ARTICLE 6. Shoes may not have screw-in cleats, but should have a molded-sole cleat made of 

rubber that provides good footing. 

 

ARTICLE 7. All players' shirts must be tucked in prior to the start of play. The belt must be 

showing at all times. A referee will tell the player to tuck in the skirt but this must be done within 

the play clock limits. A player violating this will be considered to have lost his flag and if he 

receives the ball it will be down at the spot. If it repeatedly occurs with them same player it will 

be a penalty. PENALTY: 5 YARDS for Delay of Game. Note: If this continues to occur the 

coach will be given an Unsportsmanlike Conduct Penalty of 15 yards. 
 

SECTION IV. PLAYERS 

 

ARTICLE 1. The eight offensive player’s positions are: left end, left guard, center, right guard, 

right end, quarterback, and 2 running backs. The eight defensive positions are: defensive linemen, 

linebackers, and safetymen. 

 

ARTICLE 2. The offensive team must begin a play with five (5) men on the line of scrimmage 

and three (3) men in the backfield. The backfield is defined as one yard beyond the line of 

scrimmage. Any configuration of the above is a legal formation. No unbalanced lines. The 

eligible receivers are all men in the backfield, and the men at the ends of the offensive line. 

PENALTY: 5 YARDS for Illegal Formation. 

 

ARTICLE 3. The defense in the PEE WEE Division shall not rush more than five (5) players. 

Blitzes and line stunts are not allowed. All rushers must be on the line of scrimmage and set 1 full 

second prior to the snap of the ball. The defense must have a minimum of three and a maximum 

of 5 defensive linemen. All remaining players must be one yard behind the defensive line and 

may not blitz. Linebackers and safetymen cannot advance towards the line of scrimmage, unless 

the ball has been fumbled to the ground or, the play is considered to have ‘clearly developed”.  A 

‘clearly developed’ play occurs when a backfield player makes a clear and deliberate attempt to 

advance the ball either by run, pass, or handing off to another backfield player. If the end is split 

more than 2 yards than the line backer can advance once the ball carrier is outside the guard. 

PENALTY: 5 YARDS for Illegal Defense. Note: Defensive lineman cannot line up in the gaps 

of the offensive line. They must line head up on offensive lineman. If the offense deploys a 5 

man line with ends split more than 2 yards from the guards the defense may lineup outside the 

guards and rush provided the center and guards were covered head up by defensive linemen. 

 

ARTICLE 4. The 3 or 4 point stance is not allowed in flag football. PENALTY: 5 YARD 

Illegal formation. 

 

ARTICLE 5. The center is protected until he comes up to a blocking position. Dunking the 

center is not allowed. PENALTY: 10 YARDS for Unsportsmanlike Conduct. 

 

RULE TWO 

ELIGIBILITY OF PLAYERS AND TEAMS 

 

SECTION 1. CLASSIFICATION 
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ARTICLE 1. The league age shall be basis to determine the division of play that a player will be 

placed in. The league age shall be the age of the player on September 1st of the current year. 

(Upon the director's approval and on an individual basis a child may move up earlier to the next 

age classification) 

 

ARTICLE 2. The PEE WEE (PW) Flag Division shall be comprised of youth's ages ranging -

from six (6) to seven (7) years old without weight restriction. 

 

ARTICLE 3. The season’s opening (1st) practice will be decided by Virginia Beach Parks and 

Recreation Association according to the Virginia High School League (VHSL) schedule. All 

practices must take place at an authorized facility. Coaches holding practices at unauthorized 

locations will be subject to suspension / removal as coach, as the director deems necessary. The 

director will provide all coaches a list of authorized facilities. 

 

SECTION II. ROSTERS 

 

ARTICLE 1. Rosters shall be determined by returning players, special options to the team, the 

draft and by registration assignment by the Director. Roster shall become final on September 1st 

of the current year and only the players listed may participate in the balance of the season and 

postseason. It shall be the responsibility of the director to finalize team rosters; however it shall 

be the responsibility of the coach to provide a typed roster with team name, head coach, assistant 

coaches, and players first and last names, and jersey numbers, to the director. This must be 

received by the director prior to the first scheduled game. 

 

ARTICLE 2. Returning players must register prior to draft day at scheduled registrations to be 

eligible to return to their previous team Otherwise the Director will assign them to a team.  

 

ARTICLE 3. Teams found to have ineligible players will forfeit any games that these players 

participated in. Coaches of teams with ineligible players may be removed as coach of the team at 

the Directors discretion. 

 

ARTICLE 4. The Division Director shall determine roster size for the teams in their division. 

Sixteen (16) shall be the maximum number of players per team. 

 

RULE THREE 

PLAYING TERMS AND DEFINlTIONS 

 

SECTION 1. FLAG FOOTBALL 

 

ARTICLE 1. Flag football is played in a manner similar to either tackle football or touch 

football, with the exception of the method of stopping the advance of the ball carrier. This is 

accomplished by "De-flagging," i.e., the capture of the flag belt, which are worn by the ball 

carrier. 

 

ARTICLE 2. The game flag belt shall have three flags attached to a detachable belt. See Rule 

One Section IV ARTICLE 2 for flag description. 

 

ARTICLE 3. De-flagging" is any capture of the ball carrier's flag by a defensive player. 
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ARTICLE 4. The flag must be taken cleanly from the ball carrier. If, in attempting to take the 

flag the defensive player holds the ball carrier while trying to remove the flag it is a penalty. 

PENALTY: 10 YARDS for Holding. 

 

ARTICLE 5. If a defensive player knocks the ball carrier down and is not attempting to capture 

the ball carrier's flags it is a penalty. PENALTY: 10 YARDS for Tackling. CLARIFICATION: 

Players must lead with their hands when attempting to pull an opponent’s flag belt. Note: The 

defensive player must attempt to "de-flag" the ball carrier and may not push the ball carrier 

down or out of bounds. This is the same as tackling. 

 

ARTICLE 6. If the ball carrier is intentionally tackled or pushed out of bounds by the last 

defender it is a penalty. PENALTY: 1st down and goal to goal from the one yard line for a 

Break Away Tackle.  
 

ARTICLE 7. It is considered Unsportsmanlike Conduct for a player to intentionally "de-flag" 

another player prior to that player receiving the ball. PENALTY: 10 YARDS for 

Unsportsmanlike Conduct. 

 

ARTICLE 8. A player missing flag(s) may receive the ball but may not advance it. 

 

SECTION II. BALL CARRIER MANEUVERS 

 

ARTICLE 1. The ball carrier may maneuver by any means to advance the ball except as listed 

elsewhere in this section. 

 

ARTICLE 2. The ball carrier may not improperly us his/her hands; arms, shoulder or any other 

part of the body or the ball in any manner, which impedes the defender from "de-flagging". Stiff-

Arming is included PENALTY: DEAD AT THE SPOT PLUS 10 YARDS FROM SPOT for 

Flag Guarding.  
 

ARTICLE 3. The ball carrier may not intentionally charge into the defender to attempt to knock 

the defender down. PENALTY: 10 YARDS for Charging. Note: A ball carrier may spin while 

trying to avoid a defender but may not place his/her hands on the defender in my manner while 

doing so.  

 

ARTICLE 4. A ball carrier may not intentionally hurdle a player to advance the ball. PENALTY: 

10 YARDS for Hurdling  
 

ARTICLE 5. The defense may not strip the ball, when the ball is in the possession of the player. 

PENALTY: 10 YARDS FROM THE POINT OF THE INFRACTION for Stripping the Ball 

 

SECTION III. BLOCKING 

 

ARTICLE 1. Players may use the open palm to block the opponent. The "Chicken Wing 

Blocking" technique is not permitted. PENALTY: 10 YARDS for an Illegal Block. 

Clarification: The forearm must be extended out in front of the elbows. The shoulders and chest 

may be used in conjunction with the open palm but the initial contact must be made with the 

hands. 
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ARTICLE 1.1. Offensive linemen may use the palm, chest and shoulder method of blocking in 

the free blocking area on the initial scrimmage rush. The Free Blocking area is defined as the area 

12 yards wide by 2 yards deep within the line of scrimmage. 

 

ARTICLE 2. Blocking shall occur only between the shoulders and the waist of the defender's 

front and or side. PENALTY: 10 YARDS for Clipping. Note: Chop or roll block may not be 

used. PENALTY: 10 YARDS for an Il1egal Block. 

 

ARTICLE 3. The blockers may not leave the ground to block. PENALTY: 10 YARDS for an 

Illegal Block Note: 1. Chop, Roll, and Crack back blocking is not permitted. 2. This is not meant 

to imply that a blocker cannot be running at the time of the block. 

 

ARTICLE 4. Players may not intentionally trip other players. PENALTY: 10 YARDS for 

Tripping. 

 

ARTICLE 5. Offensive Holding is when the offense impedes the defense by grabbing. 

PENALTY: 10 YARDS AND REPLAYS THE DOWN for Offensive Holding. 

 

ARTICLE 6. Defensive Holding is when the defensive impedes the offense by grabbing. 

PENALTY: 5 YARDS AND AN AUTOMATIC 1" DOWN for Defensive Holding. 
 

RULE FOUR 

PERIODS, TIME FACTORS, SUBSTITUTIONS, AND OVERTIME 

 

SECTION I. STARTING PERIODS 

 

ARTICLE 1. Each half shall start with a kick-off. Game officials shall flip a coin in the presence 

of the team captains; the winning team captain shall have choice of 

(1) Receiving the Kick-off 

(2) Kicking-off 

(3) Defend choice of goals. 

(4) Defer decision to the second half. 

The losing captain shall have choice of the remaining options. In the 2nd half the losing captain 

shall have the first choice unless the winning captain chooses to defer. 

 

ARTICLE 2. The teams shall exchange goals before the start of the 2nd and 4th quarters. The ball 

shall be located in a position corresponding to where it was at the other end of the preceding 

period, the down remains the same. 

 

SECITON II. PLAYING TIME 

 

ARTICLE I. The game will consist of four 10 minute quarters. 

 

ARTICLE 2. The time will be kept as a running clock, by the official on the field. The clock will 

start on the following: 

(1) At the kick-off when the ball is legally touched in the field of play and after crossing the goal 

line if caught in the end zone. 

(2) On the snap; if stopped for incomplete passes, ball out of bounds, touchdowns and team time 

outs. 

(3) On the ready-for-play signal; if stopped by an official time-out, penalty enforcement, a first 

down, an injured player, or any other reason not covered in above. Time-outs will stop the clock. 
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ARTICLE 3. The clock will stop for the following: 

(I) Officials Time-out. 

(2) Team Time-out 

(3) Injury Timeout. 

 

ARTICLE 4. The last two minutes of each half the clock will stop for incomplete passes, out-of 

bounds, penalty enforcement's, first downs, scoring, change of possession, injured players, and 

try for points. 

 

 

 

SECTION III. INTERMISSIONS 

 

ARTICLE 1. There shall be a one-minute intermission between the 1st and 2nd quarters and the 

3rd and 4th quarters. 

 

ARTICLE 2. There shall be a eight (8) minute intermission between the first and second half. 

 

SECTION IV. TIME-OUTS 

 

ARTICLE I. Each team shall have three (3) one minute time-outs per half at which the official 

time will stop.  

 

ARTICLE 2. A team is not allowed consecutive time-outs. (A down must occur between 

timeouts) 

 

ARTICLE 3. Additional time-outs are not allowed. 

 

SECTION V. GAME DELAY 

 

ARTICLE 1. The players of each team must be in position for the start of the first and second 

half. 

 

ARTICLE 2. Teams must be ready to play 15 minutes prior to game time, not at the field 

gathering but ready to kick off or receive the kickoff. A team must have 8 players at the 

scheduled start time, or the game will be ruled a forfeit. The game officials watch is the official 

time. 

 

ARTICLE 3. A team has 30 seconds from the time the ball is ready to begin the next play. 

PENALTY: 5 YARDS for Delay of Game. Note: The first two weeks of a season teams will be 

permitted 45 seconds between plays. 

 

SECTION VI. SUBSTITUTIONS 
 

ARTICLE 1. A team may substitute as many players as they wish between downs. 

 

ARTICLE 2. Injured players must leave the game for a minimum of one play. 

CLARIFICATION: Injuries that require the officials to stop the clock. 
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ARTICLE 3. Game officials may enforce a one play cooling off period for players as necessary to 

avoid greater penalties later. Note: This is meant to be used in lieu of an Unsportsmanlike 

Conduct penalty at the discretion of the game official.  

 

 

 

 

SECTION VII. OVERTIME 

 

ARTICLE 1. Post season games tied after regulation play will be decided in overtime until a 

winner is decided Regular Season games tied after regulation will be recorded as a tie. 

 

ARTICLE 2. After the coin toss each team will have 4 downs, from the 10 yard line. A series 

will end when a touchdown is scored, the ball is turned over or downs have expired. And an extra 

point attempt will follow. 

 

ARTICLE 3. Each team will have one (1) time-out in each overtime series. 

 

RULE FIVE.  

BALL IN-PLAY, DEAD BALL and OUT-OF-BOUNDS 

 

SECTION 1. BALL-IN-PLAY 

 

ARTICLE 1. A kick-off from the 35-yard line is used to start play at the beginning of each half. 

A punt or place kick, from the 25-yard line, is used to start play after a safety. Teams line up as 

for a kick-off. 

 

SECTION II. DEAD BALL 

 

ARTICLE 1. The ball becomes dead and the down is ended when: 

(A) A runner goes out-of-bounds. 

(B) A live ball goes out-of-bounds. 

(C) A forward pass is incomplete. 

(D) A fumble strikes the ground. (If the ball is fumbled forward of the player the ball is then 

placed where the player loses control. NA if the ball is fumbled behind the player. 

(E) A backward pass strikes the ground.  

(F) A ball is caught simultaneously by opposing players 

(G) A runner’s flag is pulled. 

(I) The passers flag is pulled before the ball leaves his hand. 

(J) A score is made. 

(K) During a try-for-point, the defense secures the ball. 

(L) An official sounds a whistle. 

(M) The kicking team downs a kick.  

(N) A part of the runner other than the hand or foot touches the ground. 

 

ARTICLE 2. When an official erroneously blows a whistle ("early" or "quick" whistle) the ball 

is dead. To rectify the error, if the ball was in flight, the down is taken over. If the ball was not in 

flight, the team in possession has two options: 

(1) They may take the play over. 
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(2) They may take the ball where the whistle blew and count the down. If the offense had 

committed a foul during the down before the whistle blew, the option to replay the down is lost 

and the play stands. 

 

SECTION 111. OUT-OF-BOUNDS 

 

ARTICLE 1. A player is out-of-bounds when touching anything that is out-of-bounds other than 

another player or official. A player cannot participate in the rest of a play if he purposely goes out 

of bounds. PENALTY: 10 YARDS FROM THE LINE OF SCRIMMAGE for Illegal 

Participation. Note: Runners, backward passes, and punts, that go out-of-bounds cause the 

ball to be spotted where they crossed the sidelines at the nearest inbound spot. 

 

RULE SIX.  

SCRIMAGE AND DOWNS 

 

SECTION 1. THE SCRIMMAGE 

 

ARTICLE 1. All plays from scrimmage must be started by a snap after placement of the ball by 

the official. 

 

ARTICLE 2. A direct snap must come from between the center's legs to the quarterback. The 

exchange from center to quarterback must be swift and complete. A hand-off may not be made to 

the center or any other interior lineman. 

 

ARTICLE 2.1. A turnover may not occur during a deep (shotgun) snap. If the snap is intercepted 

by a defender it is a dead ball at the spot. 

 

ARTICLE 3. There shall be 5 offensive players on the line of scrimmage at the snap. An end 

may move laterally before the snap and reset prior to the snap. One (1) backfield man may go in 

motion prior to the snap but may not advance toward the line of scrimmage until the snap. If two 

or more players move prior to the snap, all must re-set for one (1) second prior to snap. 

PENALTY: 5 YARDS for illegal procedure. 

 

ARTICLE 4. An offensive lineman may not take a direct snap from center. 

 

ARTICLE 5. The center may adjust the ball one time prior to the snap. Additional movement 

shall be a penalty. PENALTY: 5 YARDS for Illegal Procedure. 

 

ARTICLE 6. No player may enter the "Neutral Zone” once it has been established. The “Neutral 

Zone” is defined as a one yard wide area with the ball in the center. Note: Offensive Lineman 

may line up in the neutral zone, but cannot lineup beyond the ball, and may not move once 

lined up. Defensive lineman may not line up in the Neutral zone nor may they enter the neutral 

zone till the ball is snapped. This means the defensive line must line up no closer than 1 foot 

from the closest point of the ball. Penalty: 5 Yards for Encroachment. 

 

ARTICLE 7. Players (lineman) shall not interlock their legs. 

 

ARTICLE 8. Offensive players shall not make a false start upon becoming set and prior to the 

snap. PENALTY: 5 YARDS for False Start. Note: If the defense tries to draw the offensive 

line into a false start. CLARIFICATION:  Defensive actions considered as trying to ‘draw the 

offense offside’ include (but are not limited to) simulating a snap (cadence) call of any kind,  a 
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defensive lineman jumping into the neutral zone and causing the offensive player to react, and a 

defensive secondary men making a deliberate pre-snap charge toward the line of scrimmage. 
PENALTY: 5 yard for Illegal procedure. 

 

ARTICLE 9. No player of the offensive team shall assume a position near the sideline to 

intentionally mislead the defense as to his or her status in the play. Simply stated "hideout" or 

"sleeper" plays are not allowed. If huddle is called all offensive players must come from the 

huddle to the line of scrimmage so as not try to deceive the other team. PENALTY: 5 YARDS 

AND - LOSS OF DOWN for Unsportsmanlike Conduct. Note: This penalty goes against the 

coach and a second similar penalty will result in the head coach’s ejection from the game. 

 

 

SECTION 11. DOWNS 

 

ARTICLE 1. A down is a unit, which begins with a snap and ends when the ball is whistled dead 

by the official. 

 

ARTICLE 2. The offensive team shall have 4 consecutive downs (series) to advance the ball; a 

down may be repeated if provided for by a rule. 

 

ARTICLE 3. Upon reaching the next "zone to make" a team is awarded a 1st down. A "zone to 

make" can he reached by the offensive advance and/or by penalty yardage. 

 

ARTICLE 4. If a penalty is called against either team during a down the other team will have the 

choice of accepting the penalty or the result of the play. 

 

ARTICLE 5. If a team accepts a penalty, the down is replayed / repeated as if the play had never 

occurred. Note: Unless the penalty carries distance and/or loss of down. 

 

ARTICLE 6. A Dead Ball Foul is a penalty that is called between downs. The down will remain 

the same unless the penalty advances the ball beyond the line to make.  

 

ARTICLE 7. If an assessed penalty puts the ball on or beyond the next "zone to make", the next 

down from scrimmage shall be a 1st down. 

 

ARTICLE 8. If a penalty is called after a series ends and before a new series begins, it shall he a 

1st down and the next "zone to make" will be established after the penalty has been assessed. 

 

ARTICLE 9. If both teams foul during a play in which a free kick goes out of bounds, the 

possession of the ball belongs to the receiving team and becomes a 1st down. If both teams foul 

during a down then the down is repeated. 

 

 

RULE SEVEN.  

KICKING THE BALL AND FAIR CATCH 

 

SECTION 1. FREE KICK 

 

ARTICLE 1. A free kick begins each half of the game, a play following a touchdown, a field 

goal and or a safety. 
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ARTICLE 2. When a ball is kicked all players must be inbound to start play. 

 

ARTICLE 3. A kick off shall begin from the team's own 35 yard line and must travel at least ten 

yards inbound to become fair and playable. Note: During a kick off and the ball goes out of 

bounds the ball is placed on the receiving team's 35 yard line. THERE IS NO ON-SIDE KICKS 

IN FLAG FOOTBALL. 

 

ARTICLE 4. If a safety is scored the team the safety was scored upon will have a free kick at 

their 25 yard line. This free kick can be from a tee or a punt. 

 

 

 

SECTION II. SCRIMMAGE AND RETURNED KICKS 

 

ARTICLE 1. A team must give notice when declaring a free kick so that the defense will know 

not to rush and realign itself. The free kick (punt) must be put into play by a snap. The kick is not 

recoverable by the kicking team. If the receiver muffs the ball and no defender is within five (5) 

yards of the ball, a receiver may pick up the ball and attempt to advance it. A free kick must be 

REDECLARD after a time-out and/or a penalty. 

 

ARTICLE 2. At the snap neither team may move into the "neutral zone" until the ball has been 

kicked. 

 

ARTICLE 3. The receiving team must have 4 men on the line of scrimmage at the time the ball 

is punted. 

 

SECTION III. FAIR CATCH 

 

ARTICLE 1. A team may not advance the ball upon receiving the kick by a forward pass. 

 

ARTICLE 2. A receiver must be given the opportunity to catch a kick without interference. A 

free kick may not be touched by the kicking team prior to the ball touching the ground if there is a 

receiving team player within five yards of the ball. PENALTY: 10 YARDS for 1llegal Contact. 

 

ARTICLE 3. A receiver may signal a fair catch by waving his/her hand above his/her head one 

time, and shall be given an opportunity to catch the ball. PENALTY: 10 YARDS for Illegal 

Contact. Note: The Receiver may not advance a ball or block after signaling fair catch. 

- 

ARTICLE 4. A receive may elect not to advance a kick out of his/her own end zone. This is 

ruled a touchback, and the receiving team takes possession on their 20 yard line. 

 

ARTICLE 5. During a kick-off (or punt after a safety), no player of the kicking team, other than 

the kicker (or the holder, if one is used), can go beyond the kicking line, prior to the ball being 

kicked. The receiving team must have 4 men on a line 10 yards away from the line of scrimmage 

that the ball is being kicked from, at the time the ball is kicked. 

 

RULE EIGHT.  

SNAPPING, HANDLING. AND PASSING TIE BALL 

 

SECTION 1. SNAPPING AND HANDLING 
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ARTICLE 1. The snapper may adjust the ball only once, and thereafter may not lift or move the 

ball other than the snap. The other lineman may not put a hand or hands on the ground in their 

stance. At least five players of the offensive team must be on the line of scrimmage at the time of 

the snap. 

 

ARTICLE 2. If there has been a huddle or shift all offensive players must stop together for at 

least one second. At the snap, only one player may be in motion, providing such motion is not 

toward the scrimmage line. 

 

ARTICLE 3. The ball may be handed or passed backward at any time. The ball may not be 

handed forward after receiving a kick or if the player is beyond the line of scrimmage.  

 

ARTICLE 4. A fumbled ball is dead when it contacts the ground. A fumbled ball may be 

recovered by the defense if it is recovered while in the air and has not contacted the ground.  

 

SECTION II. FORWARD PASS 

 

ARTICLE 1. Only one forward pass may be thrown during a down and it must be thrown from 

behind the scrimmage line. Any other eligible receivers may catch a forward pass. If a forward 

pass is caught simultaneously by the opposing players, it becomes a dead ball and is placed in the 

possession of the offensive team. A player need touch only one foot in bounds after catching a 

pass, but it must be the first foot down after catching the pass. Forward passes can be batted in 

any direction. 

 

ARTICLE 2. On the offensive team the three (3) players in the backfield and the two (2) ends 

are eligible receivers for a pass Note: The ends are defined as the players who line up on each 

end of the5 man offensive line. 

 

ARTICLE 3. All players on the defensive team are eligible to intercept a pass. They may 

advance the ball providing they have both flags at that time. If the defensive player intercepting 

the pass does not have his flags in place the ball is dead and the intercepting team is awarded the 

ball at the spot of the interception. 

 

ARTICLE 4. When a forward pass touches the ground it becomes a dead ball. The next down 

begins from the previous spot of the ball. 

 

ARTICLE 5. During a down in which a legal forward pass is thrown, if the defender plays 

(contacts) the receiver instead of the ball, it is a penalty. PENALTY: 1st  down from the spot of 

the infraction, unless the infraction occurred in the end zone then the ball is placed first and 

goal from the 1 yard line for INTERFERENCE. Note: The pass must be "catch able' to rule 

Pass interference. Pass interference will be called if the receivers flag (Offense or Defense) is 

pulled while attempting to receive the ball. 

 

ARTICLE 6. During a pass the defender has as much right to the ball as the receiver. It shall not 

be ruled Pass interference if there is incidental contact between two players while both the 

defender and receiver are playing the ball. If the receiver interferes with the defender while the 

defender is attempting to catch a legally passed ball, it is offensive pass interference. PENALTY: 

10 YARDS from the infraction or the previous spot whichever is greater and loss of down 

for Offensive pass interference. 
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ARTICLE 7. The three (3) ineligible receivers (interior lineman) of the offense may not be more 

than 5 yards down field during a pass. PENALTY: 5 YARDS for Ineligible Man Down Field. 

 

ARTICLE 8. Intentional roughing or running into the passer after the pass is thrown is a penalty. 

PENALTY: 10 YARDS AND A 1st DOWN for Roughing the Passer. 

 

ARTICLE 9. The passer may not intentionally ground the ball in an effort to keep from being de-

flagged. CLARIFCATION:  The passer may throw the ball away (rather than run) if they are 

behind the line of scrimmage, outside of the tackle box, AND the ball crosses the line of 

scrimmage.  PENALTY: 10 YARDS FROM THE PREVIOUS SPOT AND LOSS OF 

DOWN for Intentional Grounding. Note: A passer may ground the ball to stop the clack 

providing he/she is not in immediate jeopardy of being de-flagged. 

 

 

ARTICLE 10. If the quarterback has advanced beyond the line of scrimmage he may not pass 

the ball down field to a receiver. PENALTY: 5 YARDS AND A LOSS OF THE DOWN for 

Illegal Forward Pass. 

 

ARTILCE 11. The defense may not bump the receiver after five (5) yards of the line of 

scrimmage. PENALTY: 10 YARDS for illegal Contact. 

 

SECTION III. PASSING BACKWARDS 

 

ARTICLE 1. A ball carrier may hand or pass the ball backwards at any time. 

 

ARTICLE 2. A backward pass may be intercepted by an opponent and advanced. 

 

RULE NINE. 

SCORING, SAFETY AND TOUCHBACK 

 

SECTION1. METHODS OF SCORING AND POINTS 

 

ARTICLE 1. A touchdown shall be scored for the team to which the ball legally belongs, when a 

down is completed and any part of the ball is on, above, and/or behind the opponent's goal line, 

providing the ball carrier has not been de-flagged prior to crossing the goal line. The ball carrier 

may not extend the ball to attempt to score. Note: Six (6) points are awarded for a touchdown. 

 

ARTICLE 2. An opportunity for extra point(s) shall be granted after a touchdown, from the 

opponent's 2-yard line for one play. If the ball is passed successfully behind the opponents goal 

line, two (2) points shall be awarded. If a run is successful from the scrimmage line one (1) point 

shall be awarded. 

  

SECTION II. SAFETY 

 

ARTICLE 1. When a ball is declared dead in a team's own end zone it is a safety. The opposing 

team is awarded two (2) points and receives the ball on a free kick. 
 

ARTICLE 2. Any live ball penalty (foul) that occurs in the offense’s own end zone such as 

holding and intentional grounding will award a safety to the defensive team. 

 

 



Association of Courthouse Recreation Flag Football Rules 

 17 

SECTION II. TOUCHBACK 

 

ARTICLE 1. A touchback results when: a ball is downed behind the goal line or would be spotted 

behind the goal line. The force, which puts the ball behind the goal line, determines whether it is 

a safety or a touchback. If the force is by the opponents, it is a touchback. A touchback brings the 

ball out to the 20 yard line.  

 

RULE TEN 

CONDUCT OF PLAYERS. COACHES, AND OTHERS 

 

All coaches, players, parents and anyone else attending an ACHR sponsored event must adhere to 

ACHR’s ZERO TOLERANCE POLICY! Violations of this policy could result in your 

removal, suspension, and banishment from all ACHR events. Please go to www.courthouse.org 

for further information on our ZERO TOLERANCE POLICY. 

 

All blocks must be above the waist and below the shoulders and cannot be flying, rolling, head 

butting, or spearing blocks. Only the hand or arm may be in contact with an opponent's body. The 

elbow or forearms may not be used to strike and may not be moving faster than the shoulder 

when contacting the opponent. 

 

Defensive players must use their hands or arms in close to their bodies to absorb a block initiated 

by an opponent. They may use their hands to push or pull an opponent aside in order to reach the 

runner, but may not hold an opponent. 

 

The defender must play the flag and not the runner. He cannot steal or bat the ball from the 

runner. He cannot hold, push, or slow down the runner with a knee or shoulder when reaching for 

the flag. 

 

The following are "Personal Fouls". PENALTY: 10 YARDS AND DISQUALIFICATION IF 

THE FOUL IS FLAGRANT. 

(a) Trip an opponent. 

(b) Clip an opponent. 

(c) Forcefully contact an opponent's head or neck. 

(d) Charge into an opponent after the whistle. 

(e) Charge into a player who is clearly out of the play. 

(f) Rough a passer or kicker. 

(g) Dive or fall on any player who is lying on the ground. 

(h) Strike an opponent with a fist, forearm, elbow, or locked hands. 

(i) Make contact with an opponent, which is deemed unnecessary or tends to incite foul play. 

(j) Charge into an opponent who is clearly out-of-bounds. 

(k) Use a flying or a rolling block. 

(1) Knee or kick an opponent. 

 

The runner is not permitted to guard his flag in any way. The flag cannot be held or the defender 

warded off as the attempt to remove the flag is made. Contact with the defender does not have to 

occur before the official may call guarding.  

 

The ball carrier has the responsibility of avoiding collisions with the defensive players. He must 

use evasive maneuvers rather than run over or charge into defenders who have established their 

positions. In close quarters where evasive maneuvers are impossible, the runner must not use 

unnecessary rough tactics if his opponents are inadvertently contacted. 

http://www.courthouse.org/
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The defender must not tackle the runner. He must not employ any method of stopping a runner 

other than simply pulling his flag. The official must determine intend in calling tackling. 

 

All players must have their shirt tucked in their pants so that the flag belt is exposed. 

 

The following are examples of "Unsportsmanlike Conduct". PENALTY: 10 YARDS AND 

DISQUALIFICATION IF DEEMED FLAGRANT. 

 

(a) Using insulting language or swearing. 

(b) Use of disconcerting acts or sounds that interfere with signals. 

(c) Intentionally kicking at any player even if contact is not made. 

(d) Failure to start a play on time. 

(e) Wearing illegal equipment on the field. 

(f) Intentionally kicking or throwing the ball from the field. 

(g) Attempting to influence an official’s decision. 

(h) Indicating objections to an official's call. 

(i) Being outside of the designated team area. 

(j) A coach coming onto the field without authorization from the officials 

(k) Re-entrance of a disqualified player. 

(I) Actions by substitutes to confuse players. 

(m) Disorderly crowd or a follower of a team behaving in an uncooperative manner. 

(n) Deceptive touch-off during scrimmage kicks. 

(0) Attaching flags in such a way that their removal is made abnormally difficult. 

(p) Committing infractions that repeatedly halve the distance to the goal. 

(q) Any act which, in the opinion of the referee, creates ill-will or is degrading. 

 

RULE ELEVEN 

SUPPLEMENTAL INSTRUCTIONS 

 

SECTION 1. COACHES 

 

ARTICLE 1. -Are responsible for all team members during practices, games, and other team 

functions. 

 

ARTICLE 2.  -Are responsible for all league issued equipment. All equipment shall be turned in 

at the end of the season to the Director. 

 

ARTICLE 3. Shall report to the Director prior to any game the name of any players who will not 

be playing in the game and the reason for such. 

 

ARTICLE 4. May not take their team to other areas to play without prior approval of the 

Director. 

 

ARTICLE 5. Shall immediately report to the Director any changes in the status of a player. This 

would include residence, eligibility, injuries, etc. 

 

ARTICLE 5.1. Coaches are required to report to the Director any player sustaining or 

suspected of sustaining a concussion during practice or a game.  In these cases, the player 

must present the Director with a written medical clearance from a qualified doctor (e.g., 
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no chiropractors) before the player can return to ANY football activities.  This is known 

as the ACHR Concussion Rule. 
 

 

ARTICLE 6. Shall perform, other duties for the League as required by the League. 

 

ARTICLE 7. Shall hold timely and regularly scheduled practices and use only authorized 

practice facilities. Coaches shall not leave the grounds until all players have been picked up by 

parents / guardians.  

 

ARTICLE 7.1. Coaches are responsible to remove all trash from game and practice facilities. 

 

ARTICLE 8. Shall not consume any type of alcoholic beverages, during or prior to a practice, 

game or team function. Coaches may not use any substance which would other wise altar their 

good judgment and behavior while in charge of the team. Coaches may not use tobacco products 

on school grounds. 

 

ARTICLE 9. Shall not allow team members to be transported in a manner inconsistent with the 

laws of this City and State. 

 

ARTICLE 10. Shall not use profanity while in charge of the team. 

 

ARTICLE 11. The coach is responsible for the conduct of his team, his assistant coaches, and 

himself. If he is unable to restraint any of the above they shall be immediately removed from the 

field and the team shall receive a game misconduct penalty for Unsportsmanlike Conduct. 

 

ARTICLE 11. 1. If a coach or any of the players physically assault an official they shall be 

immediately removed from the field of play and removed from the team for the remainder of the 

season, and subject to other penalties the board members of ACHR deem necessary.  

 

 

 

 

SECTION 11. EQUIPMENT 

 

ARTICLE I. Uniforms, flags, balls, cones, bags, etc. are all considered League issued 

equipment. Teams shall not destroy, dispose of or alter, and/or deface any League issued 

equipment. 

 

SECTION III. PLAYERS 

 

ARTICLE I. Shall wear uniforms, which were issued in all games. 

 

ARTICLE 2. Players must have a doctor's release to play if they have been seen by a physician 

for a sports related injury. This release must go to the Director. Players shall not play with any 

type of body cast. 

 

SECTION IV. GAMES 

 

ARTICLE 1. Regular season games, which end in a tie, shall remain as such. 
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ARTICLE 2. Rain cancellations may not be decided until 1 hour before game time or upon the 

decision of the director. Makeup games will be played according to the director's instructions 

. 

ARTICLE 3. All gear, equipment and other league related items shall be picked up by the last 

game's home team and delivered to the director as instructed by the director. 

 

ARTICLE 4. Each team shall be responsible for cleaning up their area of the field after each 

game.  

 

SECTION V. FINAL SEASON STANDING 

 

ARTICLE 1. Overall Win / Loss record. 

 

SECTION VI.  POST SEASON SEATING, PLAY 

 

ARTICLE 1. All teams will advance to post season play after being seated by regular season 

standings. The playoffs will be single game elimination. The pairings, times and locations for the 

games will be provided by the league director. Note: This may change if the Director needs to 

make adjustments due to weather or other considerations. 

 

ARTICLE 2. Tie Breakers for Post Season play seating purposes are as follows; 

1st Tie breaker, Head to Head record. 

2nd Tie breaker, Division record if more than one division in the league. 

3rd Coin toss by Director. 

 

 

 

 

 

 

 

 

 

 

RULE TWELVE 

ENFORCEMENT OF PENALTIES 

 

Both coaches / captains are notified when a foul occurs. The captain of the offended team makes 

an irrevocable choice between the options given by the referee. He may consult his on field coach 

to help make this decision. Dead-ball fouls that follow live-ball fouls are enforced separately. 

Dead ball fouls cannot be declined. 

 

If the same team (multiple fouls) commits two or more fouls, the offended captain chooses one to 

penalize. If both teams commit fouls during the same down (double foul), the down shall be 

replayed. 

  

For penalty enforcement purposes, certain spots are identified: 

- Succeeding Spot - where the snap (kick-off) should next be made. 

- Previous Spot - where the snap (kick-off) was last made. 

- Spot of Foul - where the foul occurred. 
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- End-of-Run - where the flag was pulled, the runner went out-of bounds, a backward pass hit the 

ground, or the ball otherwise became dead. 

 

Unless the penalty is specific, the enforcement spots for penalties will be determine by the 

officials. 


