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Youth Flag Football Rules and Guidelines 
 

 
 

� Our Purpose 

This Flag Football league is a ministry of Outlook Christian Church. Our purpose is to honor God and to provide a 
Christian atmosphere where children are taught that God’s influence extends to all areas of our lives, even to the football 
field. Our emphasis is placed on developing fundamental football skills, teamwork, and sportsmanship. 
          

� General Rules 

1.  The Jr./Sr. League field will be a seventy (70) yards by thirty (30) yard field with ten (10) yard end zones.  The 
Peewee field is a two-thirds version of the same.  Field size may vary slightly as needed. 

2.  The offensive team takes possession of the ball at its 5-yard line and has four (4) plays to cross midfield. Once a 
team crosses midfield, it has four (4) plays to score a touchdown. If the offense fails to score, the ball changes 
possession and the new offensive team takes over on its 5-yard line. 

3.  If the offensive team fails to cross midfield, possession of the ball changes and opposition starts its drive from its 5-
yard line. 

4.  All possession changes, except interceptions, start at the offense’s 5-yard line. 
5.  A coin toss determines first possession. 
6.  Teams change sides and possession after halftime. 
7.  Peewee teams may have one (1) coach on the field during play.  All other leagues may have one (1) coach on the 

field for offense only. 
8.  There are no kickoffs, and no blocking is allowed.  Blocking will result in a penalty. 
9.  To stop a ball carrier, the defensive player must remove one flag from the offensive player’s belt and immediately hold 

the flag above the head to assist the official in determining the spot where the capture occurred. If a flag inadvertently 
comes out of the flag belt or the ball carrier does not have both flags on, the ball carrier is down. 

10. Hiking will be replaced by handing-off in the Peewee league.  Junior League players can choose between hiking and 
handing-off.  Senior League must hike the ball and can use shot gun snap if desired.  All forms of hiking the ball must 
start with the ball on the ground. 

          

� Players / Playing Time 

1. Each Peewee League team will field five (5) players.  Junior League teams will field five (5) players.  Senior League 
teams will each field five (5) players. 

2. For all age groups, the games can be played with one less player than intended and still be an official game. 
3.  Teams must give every player an equal amount of playing time.  No exceptions.           
4.  All players must be given the opportunity to touch the ball each half by running, throwing or catching the football.  
5.  All players should be given the opportunity to play multiple positions.  Each player may not play the same position 

more than 1 possession in each half. 
 

� Scoring 

1.  Touchdown: 6 points. 
2.  Extra point: 1 point (played from the 5-yard line), 2 points (played from the 12-yard line). 
3.  Safety: 2 points 
4. There is no score kept in the peewee league. 
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� Timing/Overtime 

1.  Games are played in two (2) running 20-minute halves, with a 10 minute halftime period.  Extended play to 25 minute 
halves for leagues may occur if it is deemed necessary to give players more playing time.  All games must be played 
within 60 minute window.   

2.  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. 

3.  Each team has two (2) 60-second timeouts per half.  If play is extended to 25 minute halves, only (1) timeout is 
allowed. 

4.  Officials can stop the clock at their discretion.  The clock will stop for penalties and any injuries.  
5.  If the score is tied at the end regulation play, teams move directly into overtime. Officials will decide if overtime is 

allowed due to time restraints.  Overtime shall not exceed 10 minutes or infringe on the start of the next scheduled 
game. The first team to score wins. A coin toss determines first possession. 

 

� Running 

1.  The quarterback cannot run with the ball beyond the line of scrimmage. 
2.  In all leagues laterals are allowed. 
3.  Offense may use multiple handoffs or laterals. 
4.  “No running zones”, (except for PW) located 5 yards from each end zone and 5 yards on either side of the midfield, 

are designed to avoid short yardage, power running situations. 
5.  The player who takes the handoff can throw the ball or lateral from behind the line of scrimmage. 
6.  Once the ball has been handed off or a lateral occurs, all defensive players are eligible to rush. 
7.  Players cannot leave their feet to avoid being tackled (no diving or jumping). 
8.  The ball is spotted where the ball carrier’s feet are when the flag is pulled, not where the ball is. 
 

� Passing 

1.  All passes must be forward and received beyond the line of scrimmage, including SR league. 
2.  Shovel passes are allowed but must be received beyond the line of scrimmage. 
3.  The quarterback has a ten (10) second “pass clock” when there is no rusher by the defense. If a pass is not thrown 

within the ten seconds, the play is dead & loss of down occurs. Once the ball is handed off, the ten-second rule is no 
longer in effect. 

4. Interceptions may be returned by the defensive team.  The offensive team will need to learn to think defense and pull 
the flag to down the person who intercepted the ball. 

 

� Laterals 

1. Backwards only. 
2. Multiple laterals behind the line of scrimmage are allowed. 
3. Only 1 lateral beyond the line of scrimmage per play is allowed. 
 

� 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 one time. 
3. Player must have at least one foot inbound when making a reception. 
 



Flag Football Rules Page 3 of 4 FB13-01 REV. 7 

� Dead Balls 

1.  Substitutions may be made on any dead ball. 
2.  Play is ruled dead when: 
            Ball carrier’s flag is pulled 
            Ball carrier steps out of bounds 
            Touchdown or safety is scored 
            Ball carrier’s knee hits the ground 
            Ball carriers flag falls out 
            Ball touches ground 
          
Note:  There are no fumbles. The ball is spotted where the ball hits the ground. 
 

� Rushing the Quarterback 

1.  All players who rush the passer must be a minimum of seven (7) yards (10 yards in the Senior League) from the line         
of scrimmage when the ball is snapped.  
2.  Players not rushing the quarterback may defend on the line of scrimmage.   
3.  Once the ball is handed off, the no-rush rule for non-rushers is no longer in effect and all defenders may go behind      
the line of scrimmage. 
4. A referee will designate seven or ten yards from the line of scrimmage by dropping a bean bag to mark the rush line. 
5. Defense must have at least two players within 2 yards of the line of scrimmage (non-rushers). 

 

� Sportsmanship/Roughing 

1.  If the referee(s) witness any acts of tackling, elbowing, cheap shots, or any unsportsmanlike act, the game will be 
stopped and the player will be ejected from the game.  FOUL PLAY WILL NOT BE TOLERATED. 

2.  Trash talking is illegal. Officials have the right to determine offensive language. Trash talk is talk that may be 
offensive to officials, opposing players, teams, or spectators.  Using the Lord’s name in a non worship manner is not 
allowed.   

3.  If trash talk occurs, the referee(s) will give one warning. If it continues, the player or coach will be ejected from the 
game. 

          

� Penalties 

1.  All penalties will be called by the referee(s). 
2.  Referee(s) determine incidental contact that may result from normal run of play. 
3.  All penalties will be assessed from the line of scrimmage. 
4.  Games cannot end on a defensive penalty, unless the offense declines it. 

Defense: 
1.  Offside – 5 yards and automatic first down. 
2.  Interference - 10 yards and automatic first down. 
3.  Illegal contact (holding, blocking, etc.) - 10 yards and automatic first down. 
4.  Illegal flag pull (before receiver has ball) - 10 yards and automatic first down. 
5. Illegal rushing (starting rush from inside seven yards of line of scrimmage) - 10 yards and automatic first 
down. 

          
Offense: 
1.  Illegal motion (more than one person moving, false start, etc.) - 5 yards, repeat down. 
2.  Illegal contact (holding, blocking, etc.) - 10 yards and repeat down. 
3.  Offensive pass interference (illegal pick play, pushing off/away defender) - 10 yards and repeat down. 
4.  Flag guarding - 10 yards (from line of scrimmage) and repeat down. 
5.  Delay of game - 5 yards, repeat down. 
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� Attire 

1.  Cleats are allowed, except for metal spikes. Inspections must be made. 
2.  All players are required to wear a protective mouthpiece.  We will not allow the player to play without one.  
Mouthpieces are available at the concessions stand for $1 each. 
3.  Official jerseys should be worn during play.  Shorts, sweat pants, or Football pants (no pads) may be worn. Shorts or 
pants should not have pockets or belt loops. 
4.  Flag belts must be worn by each player at the waistline, with a flag attached on each side of the belt. Flags may not 
be wrapped around a belt loop or belt.  Excess belt length must be tucked in or tied off so it is not hanging freely.  All 
belts are to be worn on the outside of players jersey and the jersey must be tucked in to prevent it covering the flags. 
5.  Knee and/or elbow pads are allowed but must be of a soft material and not include any metal. 
6.  Protective eyeglasses or athletic goggles may be worn.          
 
 
 

 


