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NFL FLAG RULES

l.Game

1. Atthe start of each game, captains from both
teams meet at midfield for the coin toss to
determinewhostartswiththeball. Thevisiting
team calls the toss.

2. The winner of the coin toss has the choice of
offense or defense. The loser of the coin toss
hasthe choice of direction. Possession changes
to startthe second half to the team that started
the game on defense.

3. Theoffensive team takes possession of the ball at
its 10-yard line (Crossroads) and has four (4)
plays to cross midfield. Once a team crosses
midfield, it has four (4) plays to score a
touchdown. At Playa Vista Sports Park, the ball
starts at its 5-yard line

4, If the offensive team fails to cross
midfield/score touchdown, on 3 downs, and
elect to “punt” on 4™ down, possession of the
ball changes and the opposition starts its drive
from its own 10-yard line. If the offensive
team goes for it on 4™ down and does not
cross field/score touchdown, the opposing
team will start its possession from the spot.
*This applies to Major and Pro divisions only.

5. Teams change sides after the first half.
Possession changes to the team that started the
game on defense.




Il. Terminology

Boundary Lines

The outer perimeter lines around the field. They include the sidelines
and back of the end zone lines.

Line of Scrimmage

(LOS)animaginarylinerunningthroughthepointofthefootballand
across the width of the field.

Line-to-Gain | The line the offense must pass to get a first down or score.
Rush Line Animaginary line running across the width of the field seven yards
(into the defensive side) from the line of scrimmage.
Offense | The team with possession of the ball.
Defense | Theteamopposingtheoffensetopreventitfromadvancingtheball.
Passer The offensive player that throws the ball and may or may not be the
quarterback.
The defensive player assigned to rush the quarterback to prevent
Rusher | him/herfrompassingtheballbypullinghis/herflags orbyblocking

the pass.

Downs (1-2-3-4)

The offensive team has four attempts or “downs” to advance the
ball. It must cross the line to gain to get another set of downs or to
score.

Live Ball

Referstothe period of time thatthe playisinaction. Generally used
inregard to penalties. Live ball penalties are considered part of the
playand mustbeenforced beforethedownis 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, halftime or the end of
the game.

Inadvertent Whistle

Official’s whistle that is performed in error.

Charging

Anillegal movement of the ball-carrier directly at a defensive player
whohasestablished positiononthefield. Thisincludesloweringthe
head or initiating contact with a shoulder, forearm or the chest.

Flag Guarding

Anillegal 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.

Shovel Pass

A legal pitch attempted beyond the line of scrimmage.

Lateral

A backward or sideway toss of the ball by the ball-carrier. If ball
is past line of scrimmage, only 1 lateral is allowed.

Unsportsmanlike
Conduct

A rude, confrontational or offensive behavior or language.




lIl. Eligibility

1. All players’ legal guardians must agree to the online waiver form.

IV. Equipment

1. Theleague provides each playerwith an official flag beltand NFLFLAG team jersey. Teams
will use footballs provided by their league.

2. Players mustwearshoes. Cleats are encouraged, however, cleats withexposed metal are
never allowed and must be removed.

3. Mouthguard is required. Players maytape theirforearms, hands, and fingers. Players may
wear gloves, elbow pads and knee pads. Braces with exposed metals are not allowed. Soft
shelled helmets are allowed.

4, Playersmustremoveallwatches, earrings, and any other jewelry that the officials deem
hazardous.

5. Players’jerseys mustbetuckedintoshorts or pantsifthey hang belowthe beltline.

6. Players mustwear shorts or pants that do not have pockets. Shorts or pants with belt
loops or pockets mustbetaped. Games will not be delayed for a player to tape up
pockets.

a. Flag belts cannot be the same color as shorts or pants.




V. Field

1. Thefield dimensions (Playa Vista
Sports Park)are 50 yards by 30
yards with two 10-yard end
zones, and amidfield line-to-gain.
At Crossroads, the field
dimensions are 60 yards by 25
yards.

2. Steppingontheboundarylineis
considered out of bounds.
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VI. 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 12 players.

3. The game is played 6 vs 6. Teams muststartgameswithaminimum of five players.

If/when a team has only 5 players, the opponent will have to play 5 players, unless they
have 12 players on their sideline.

After the completion of Week 5 in the regular season, all team rosters are final.




VII. Timing and Overtime

1.  Games are played on a 40-minutecontinuous clock with two 20-minutehalves.

2. The clock stops only for timeouts, except for the last 1 minute of the 2™ half.
During the last 1 minute of regulation, the clock will stop on when the ball is run
out of bounds, at the end of the down which a foul occurs, and when a forward

pass is incomplete. If a team calls a timeout when it does not have one left, it will
result in a penalty for a delay of game.

3.  Halftime is five minutes.

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

5. Each team has two 60-second timeouts per half.
6. Officials can stop the clock at their discretion.

7. Intheeventofaninjury,theclockwill stopthenrestartwhentheinjured playeris removed
from the field of play.

8. Ifthescoreistiedatthe end of 40 minutes, the game should be determined a tie
(during the regular season)

9. In playoff situations, an overtime (OT) period will be used to determine a winner. OT
format is as follows.

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

b. First possession choice goes to the winner of coin toss. Loser of coin toss determines
which end zone.

¢. Each team gets onepossession.
d. All regulation period rules and penalties are in effect.

e. There are notimeouts.

f. Each team will have a chance to go for 1 point(3-yard line) or 2 points(5-yard line)

i. First OT Period
1. Offense can go for 1- or 2-point PAT

ii. Second OT Period
1. First possession goes to loser of regulation coin toss
2. Offense must go for 2-point PAT

g. Thefinal points earned bythewinningteaminthefinal overtimewill be added onto the
winningteam’s total score. The losing team will not receive any additional points.




VIII. Scoring

1. Touchdown: 6 points

2. PAT (point after touchdown) 1 point (3-yard line) or 2 points (5-yard line)

Note: 1 point PAT is pass only; 2-point PAT can be run or pass.

3. Ateamthatscores atouchdown mustdeclare whetheritwishestoattempta 1-point
conversion (fromthe 3-yardline) ora2-pointconversion (fromthe 5-yardline). Interceptions
are returnable. On extra point conversions, interception for touchdown is 2 points to the
defense.

4. Safety: 2 points

a. Asafety occurs when the ball-carrier is declared down in his/her own end zone.
Runners can be called down when their flags are pulled by a defensive player, aflag
falls out, they step out of bounds, their knee orarm touches the ground, afumble
occurs in the end zone or if a snapped ball lands in or beyond the end zone.

5. Forfeits are scored 16-0 for the winning team.

IX.Coaches

1. Coachesareexpectedtoadhereto
NFL FLAG philosophies, coaching
guidelines, and code of conduct.

2. Coaches allowed on field during play

PW - 2 coaches
JR -1 coach
MJR - No coach*
PRO - No coach*

o0 oo

*MJR/PRO coaches are allowed onthe
field to call a play in the huddle,
however MJR/PRO coaches must
movetothesidelines beforethe snap
of the ball.




X. Live Ball/Dead Ball

1. Theballis live at the snap of the ball and remains live until the official whistles the ball dead.
2. The official will indicate the neutral zone and line of scrimmage.
a. Itisanautomatic dead ball foul if any player on defense or offense enters the neutral
zone.Inregardtothe 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.

3. Aplayerwhogains possessionintheairis consideredinbounds aslongas one foot comes
down in the field ofplay and touches before the other foot lands out of bounds.

4, Thedefense maynotmimicthe offensive team signals by trying to confuse the offensive
players,whilethe quarterbackis calling out signals to startthe play. Thiswillresultinan
unsportsmanlike conduct penalty.

5. Substitutions may be made on any dead ball.

6. Any official can whistle the play dead.

7. Play is ruled “dead”when:

a. The ball hits theground.

i. Ifthe ball hits the ground because of a bad snap,
theballisthen placed where the ball hitthe ground.

b. The ball-carrier’s flag is pulled.
¢. The ball-carrier steps out of bounds.
d. A touchdown, PAT or safety is scored.

e. The ball-carrier’s knee or arm hits the ground.

f. The ball-carrier’s flag falls off.

g. The receiver catches the ball while in possession of no flags. The ball will be spotted
where it is caught.

h. Inadvertent whistle.
NOTE: There are no fumbles. The ball is spotted where the ball was when the flag is pulled.
8. In the case of an inadvertent whistle, the offense has two options:

a. Take the ball where it was when the whistle blew, and the down is consumed.
b. Replay the down from the original line of scrimmage.




10.
1.
12.

Theballis spotted where the ball is when the flag is pulled.

The quarterback cannotdirectlyrunwiththe ball. The quarterback is the offensive playerwho
receives the snap.

Handoffs maybeinfront, behind ortothe side ofthe offensive player. The ball cannot be
handed off on or in front of the line of scrimmage. The player and the ball must be
completely behind the line of scrimmage. Handing the ball off on the line will result in
a penalty.

a. Center sneak plays are not allowed. The QB is not allowed to handoff
to the Center on the first handoff of the play.

Any playerwho receives a handoff can throw the ball from behind the
line of scrimmage.

Oncethe 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.

Spinningisallowed, but players cannotleave theirfeettoavoida
flag pull.

Runners may leave their feetif thereis a clearindication 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.
No running with the ball-carrier.

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.




Xll. Passing

1. Allpassesmustbefrombehindtheline of scrimmage.

2. Shovel passes are allowed.

3. Thequarterback cannotdirectlyrunwiththe ball.

XIll.Receiving

1. All players are eligible to receive
passes (including the quarterback if
the ball has beenhanded off behind
the line ofscrimmage).

2. Onlyoneplayerisallowed in motion
atatime. All motion must be parallel
to the line of scrimmage and no
motionispermittedtowardtheline of
scrimmage.

3. Aplayer must have atleastone foot
inbounds when making a reception.

4, In the case of simultaneous
possession by both an offensive
anddefensiveplayer, possessionis
awarded to the offense.

5. Interceptionschangethe possession
oftheballatthe pointofinterception.
Interceptions are the only changes of
possession that do not start on the
10-yard line.

6. Interceptions are returnable. On
extra point conversions,
interception for touchdown is 2
points to thedefense.




XIV. Rushing the Passer

1. Allplayerswhorushthe passermustbeaminimum of sevenyards fromtheline of scrimmage
when the ball is snapped. Any number of players can rush the quarterback. Players not
rushing the quarterback can defend on the line of scrimmage.

2. Oncetheballis handed off, the seven-yard rule nolongeris in effectand all defenders may
go behind the line of scrimmage.

3. A special marker, or the referee, will designate a rush line seven yards from the line of
scrimmage. Defensive players shouldverifytheyareinthe correct position with the official on
every play.

a A legal rush is:

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

i. Arushfromanywhere onthe field AFTER the ball has been handed off by the
quarterback.

iii. Ifarusherleavestherushlineearly(breaksthe 7 yardarea),they mayreturntothe
rush line, reset and then legally rush the quarterback.

iv. Ifarusherleavestherushlineearlyandthe ballis handed off before he/she
crosses the line of scrimmage, he/she may legally rush the quarterback.

a. A penalty may be calledif:

i. The rusher leaves the rush line before the snap crosses the line of scrimmage
before a handoffor pass - illegal rush (5 yards LOSS and replay the down).

i. Anydefensive playercrossestheline of scrimmage beforethe ballis snapped -
offsides (5 yards LOSS and replay the down).

iii. Anydefensive playernotlinedupattherushlinecrossesthelineof scrimmage
before the ball is passed or handed off - illegal rush (5 yards LOSS and replay
the down).

b. Special circumstances:
i. Teams are not required to identify their rusher before the play.

4. Players rushing the quarterback may attemptto block a pass; however, NO contact can be
made with the passerinanyway. Blocking the pass or attempting to block the pass and then
making contact with the passer will result in a roughing the passer penalty. The player
passing the ball does not need to be the quarterback for this penalty to be enforced.

5. Theoffense cannotimpede the rusherinanyway. The rusher has the right to a clear path to
the quarterback, regardless of 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.Anydisruptiontotherusher’s pathand/orcontactwillresultinanimpedingtherusher
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. Asackoccursifthequarterback’s flagsare pulled behindtheline of scrimmage. The ballis
spotted where the ball was when the flag is pulled.

i. Asafetyis awarded if the sack takes place in the offensive team’s end zone.




XV. Flag Pulling

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

2. Defenderscandiveto pullflags butcannottackle, hold orrunthroughtheball-carrierwhen
pulling flags.

3. ltisillegal to attemptto strip or pull the ball from the ball-carrier’s possession at any time.

4, Ifaplayer’sflaginadvertentlyfalls offduringthe play, the playerisdownimmediatelyupon
possession of the ball and the play ends. The ball is placed where the flag lands.

5. Adefensive player maynotintentionally pull the flags off a playerwhois notin possession
of the ball.

6. Flagguardingisanattemptbythe ball-carriertoobstructthe defender’s access to the flags
bystiffarming, droppingthehead, hand,armorshoulderorintentionally coveringtheflags
with the football jersey.

7. If one of the flags “rips-off” while the belt is still on, the player is down
immediately, and the player must replace the flag belt with a new flag belt.




XVI. Formations

1.

Offenses musthave aminimum of one playerontheline of scrimmage (the center)and up to
five players ontheline of scrimmage. The quarterback must be off the line of scrimmage.

a. Oneplayeratatime maygoinmotion 1-yard behind and parallel to the line of scrimmage.
b. No motion is allowed toward the line of scrimmage.

Movement by a playerwhois set or a playerwho runs toward the line of scrimmage whilein
motion is considered a false start.

The center must snap the ballwith arapid and continuous motion between his/herlegstoa
player in the backfield, and the ball must completely leave his/her hands.

a. There is an exception in the Pee Wee Division where centers are
allowed to snap the ball from his/her side while on a knee.

XVII. Unsportsmanlike Conduct

Ifthe field monitororrefereewitnessesanyacts of intentional tackling, elbowing, cheap
shots, blockingoranyunsportsmanlikeact, the gamewill be stopped andthe playerwill

be ejected fromthe game. The decisionis madeatthereferee’s discretion. No appeals will be
considered. FOUL PLAY WILL NOT BE TOLERATED!

Offensive or confrontational language is notallowed. Officials have the rightto determine
offensivelanguage. If offensive orconfrontational languageoccurs, therefereewill giveone
warning. If it continues, the player or players will be ejected from the game.

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

Ball-carriers MUST make an effort to avoid defenders with an established position.
Defenders are not allowed to run through the ball-carrier when pulling flags.

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.
¢. Compliment ALL players, not just one child or team.

Fans are required to keep fields safe and kids friendly:

a. Keepyoungerkidsandequipmentsuchascoolers,chairsandtentsaminimumof10
yards off the field in the end zone area.

b. Stay on the sidelines.

¢. Dispose of ALL trash in designated trash cans.




XVIIIl. Penalties

i. General

The referee will call all penalties.
Referees determine incidental contact that may result from normal run of play.
All penalties will be assessed from the line of scrimmage, except as noted. (Spot fouls)

Onlytheteam captain orhead coach mayaskthereferee questionsaboutrule
clarificationand interpretations. Players may not question calls.

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

6. Penaltiesareassessed live ballthen 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
yardageis more than half the distance to the goal.
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il. DefensivePenalties

Defensive Pass Interference SPOT FOUL, automatic firstdown

Holding SPOT FOUL, +10 yards & replay the down

Stripping SPOT FOUL +10 yards &replay the
down

Defensive UnnecessaryRoughness + 10 yards &automatic first down

Defensive Unsportsmanlike Conduct + 10 yards &automatic first down

Offside +5 yards from line of scrimmage&
replay the down

lllegal Rush (Starting rush frominside 7- +5 yards from line of scrimmage&

yard marker) replay the down

lllegal Flag Pull (Before the receiverhas the +5 yards from line ofscrimmage&

ball) replay the down

Roughing thePasser +10 yards from line of scrimmage&
automatic first down

Taunting +10 yards from line of scrimmage&
automatic first down

Tackling +5 yards from the spot of the foul and a
warning to the defensive player. If a
second offense occurs by the same
player, that player will need to leave the
game for 5 minutes. A 3" offense by the
same player will result in an ejection.




ili. Offensive Penalties

Screening, Blocking or Running Ahead of the
Ball Carrier

SPOT FOUL, -5 yards & loss ofdown

Charging

SPOT FOUL, -10 yards & loss of down

Flag Guarding

SPOT FOUL, -5 yards & loss ofdown

Offensive UnnecessaryRoughness

-10 yards & loss ofdown

Offensive Unsportsmanlike Conduct

-10 yards & loss of down

Offside / False Start

-5 yards from line of scrimmage&
replay the down

lllegal Forward Pass (Throwing a pass after
crossing the line of scrimmage

-5 yards from line of scrimmage &loss of
down

Offensive PassInterference

-5 yards from line of scrimmage&
replay the down

Illegal Motion (More than one person
moving)

-5 yards from line of scrimmage&
replay the down

Impeding theRusher

-5 yards from line of scrimmage &loss of
down

Delay of Game - Calling an extra timeout,
too many men on the field

-5 yards from line of scrimmage&
replay the down




XIX. Standings/Tie Break Procedures

If at the end of the regular season, two or more clubs in the same division finish with identical won-lost-tied
percentages, the following steps will be taken until achampion is determined.

Head to Head (best won-lost-tied percentage in games between the clubs)
Record against like opponents

. Net points

Points For

Points Against

nhwnE

NOTE: Tie games count as one-half win and one-half loss for bothclubs

XX. Format

1. Age divisions are as follows
a.6to7U- PeeWee
b. 8to9U- Juniors
C. 10to 11 U - Majors
d.12t0 13 U - Pro

2. Age cutoff
a. Spring season - Jan 1 of the current calendar year.
b. Summer season - April 1 of the current calendaryear
C. Fall season - Aug 1 of the current calendaryear

3. To be eligible to play, a birth certificate is required for all newplayers
a. If you do not have a birth certificate, we accept otherdocuments:

i. Original passport

ii. Government issued state ID with birthday

iii. Certified copy of birth certificate issued by a state county, municipal authority, or territory of the U.S.
bearing an official seal

iv. School ID with birthday

v. School document with birthday

vi. Medical record with birthday




