
DCP Flag Football 
i. Fun 

a. Fun is the name of the game. If you cannot have fun, you cannot be in the Diamond City Flag Football League. 

b. There are winners and there are teams who don’t win (some may deem them losers) in each game.  If you win, win 

with dignity. If you lose, lose with respect for the victors. 

c. As in hockey and Little League, handshakes are expected following each and every game. Although, not required, it 

is simply good sportsmanship that promotes having fun! 

 

ii. Team Requirements 

a. 9-on-9 action, with a maximum roster size of 20 and a minimum on-field of 7. Teams must have 7 players, or 

they forfeit (can pick up players, but a loss is still given). 

b. $450/team, with $50 refundable upon completion of the season with no team forfeits. 

c. Roster changes are permissible up until the conclusion of Week 3. 

 

iii. Gameplay Basics 

a. Field size – 100 yd. X 35 yd., 10-yard end zones. 

b. 20 minute halves with running clock; stoppages in the final two minutes of each half. 

i. first downs 

ii. incomplete passes 

iii. out of bounds 

iv. touchdowns 

v. conversion attempts 

c. 3 minute break for halftime. 

d. Drives start at the 20 yard line. 

e. First Downs will be at the 20 & 40 Yard lines on both sides of the field. 

f. Punts are 40 yards. The Defense will take possession of the ball 40 yards from the existing line of scrimmage. 

i. Captain must designate “Punt or Go”, the first call is recorded as the decision.  

g. Conversions - 1 pt. from the 5 yard line. 2 pts. from the 10 yard line. 

h. 3 down lineman, with the Center and 2 Guards required to remain on the line. 

i. 1 man in motion, horizontal motion only. 

j. Fumbles all are live.  

i. Exception – defensive players cannot stand a player up and force a fumble. 

ii. A forward fumble cannot be advanced by the offense. Play is dead upon recovery. 

k. Mercy rule - running clock with a lead of 28 or more. 

l. 1 foot in for a reception. 

m. Knee down, play is dead. 

n. Running plays are allowed; QB sneaks are allowed. 

o. Diving is permitted, but player is down where they land. 

i. The ball must remain forward at all times. 

ii. The ball cannot be tucked. 

iii. No flips in the field of play will be allowed. 

p. 4-player blitzing permissible every down, with 1 all-out blitz permitted every 4-down series. 

q. 3 timeouts per team per half, no carry-over; two 30 second timeouts and one 1 minute timeout. 

i. Timeout length must be declared when the timeout is taken. 

ii. If it is not designated, it will be assumed to be a 1 minute timeout. 

r. On safeties, the ball is placed at the 25.  

s. Flags must be worn on the hips, 1 on each. 

t. All teams MUST wear same color shirts/jerseys. 

i. Teams with the same colored jerseys; the visiting team will be required to wear an alternate color or the 

DCS pinnies 

ii. If all players on a team do not have the same color shirts/jerseys, the DCS pinnies must be worn. 



u. Shirts must be tucked into shorts/pants or under flag belts 

i. Each team will be given 2 warnings about shirts not being tucked in. Each infraction after will result in a 

5 yard penalty. 

ii. If a play is started, and a player does not have his shirt tucked, the play will be allowed to continue, but 

if that player touches the ball, the play will be dead. This does not take effect if the shirt becomes 

untucked during the action of the play. 

v. No metal spikes. 

w. Play clock will be 35 seconds, the play clock starts immediately at the end of the previous play.  

x. There must be a complete transfer of possession from the center to another player to at the snap.  

i. The “QB Touch/Center Keep” play is no longer a legal play. 

y. Onside Kick Attempt  

i. There will be 8 marbles placed in a bag, 1 will be a different color from the other 7. (This gives a 12.5% 

probability of success). 

ii. The captain of the team attempting the onside kick will blindly pick a marble.  

iii. If the captain picks the off colored marble, the attempt is considered successful. 

1. The kicking team gets the ball at midfield. 

iv. If the marble picked is the majority color, the attempt is considered failed. 

1. The receiving team gets the ball at midfield. 

v. Each team is permitted 1 failed Onside Kick Attempt per game. If the attempt is failed, the team does 

NOT have another opportunity. If the attempt is successful, the team will be afforded another chance 

on a future kick off. 

 

iv. Structure 

a. 8 teams – 10 game season. 

b. 2 divisions of 4, play division opponents twice, all other teams once. 

c. Playoffs will be 4 teams – 2 division winners and 2 wild cards. 

d. There will be 2 weeks of playoffs, the semi-finals the first week. Championship game will be the following week. 

e. Playoff Tiebreaker System 

i. 1st tiebreak: head-to-head 

ii. 2nd tiebreak: division record 

iii. 3rd tiebreak: point differential 

iv. 4th tiebreak: record against common opponent 

v. 5th tiebreak: coin flip 

 

v. Overtime 

a. Possession starts at 20, with no first downs. 

i. Exception being a first down via penalty. 

b. 4 downs. 

i. Penalties may result in more than 4 downs. 

c. Teams must go for the 2-point conversion starting with the third possession. 

 

vi. Officiating 

a. 3 officials per game. 

i. All teams must have a player available each week to referee a game. The home team is responsible to be 

available for the game prior to theirs and the away team is responsible to be available for the game 

following theirs. 

ii. Penalty for failure to provide a ref – the team must play 1 man short for their next game. 

iii. A 10 minute grace period will be allotted. 

b. A Head Ref will be assigned before the game. 

i. The head ref will be the line judge. 

ii. The line judge will be responsible for: 

1. Watching for illegal motion; false starts; offside; neutral zone infractions; holding; ineligible 

man downfield; and all activity that occurs at the line of scrimmage and behind. 



iii. The middle referee will be responsible for: 

1. The play clock. 

2. All activity that occurs from the line of scrimmage to about 15 yards from the line of 

scrimmage; watching for (but not limited to) holding; illegal picks; flag guarding; pass 

interference. 

3. Spotting the ball at the end of the play if the play ends within his zone.  

iv. The back referee will be responsible for: 

1. Making sure all players have their shirts tucked. 

2. All activity that occurs from about 10 yards down field and beyond; watching for (but not 

limited to) holding; illegal picks; flag guarding; pass interference.  

3. Spotting the ball at the end of the play if the play ends within his zone. 

v. All officials should convene on any questionable calls. The Head Judge has the final call.  

 

vii. Penalties 

a. blocking downfield – 5 yards from the spot 

b. delay of game – 5 yards from the line of scrimmage 

c. flag guarding - 5 yards from the spot and loss of down 

d. holding - 5 yards from the spot 

e. illegal forced fumble – 5 yards from the spot 

f. illegal motion - 5 yards from the line of scrimmage 

g. illegal dive - 5 yards from the spot (when the ball is not forward) 

h. neutral zone infraction – 5 yards from the spot,  

i. occurs when a defender moves into the neutral zone (before the ball is hiked) and, will still in the neutral 

zone, causes an offensive player to false start.  

i. offside - 5 yards from the line of scrimmage 

i. Play is stopped if there is contact with another player during the offside. 

ii. If there is No Contact, the play will continue as a free play. 

j. pass interference  

i. Defensive – spot foul. 

ii. Offensive - 5 yards from the line of scrimmage. 

k. too many players on the field – 5 yards from the line of scrimmage 

l. 3rd offense and beyond of Shirts not tucked in – 5 yards from the line of scrimmage 

m. players impeding sideline - 5 yards from the line of scrimmage 

n. unsportsmanlike conduct – 10 yards from the spot & automatic 1st down 

i. Cursing/yelling at the Referees may result in a team penalty. 

ii. Severe unsportsmanlike conduct results in ejection – discretion call. 

iii. Ejected players are removed from the current game & the next week. 

iv. 2nd ejection for the same player during the season will be for the remainder of the season. 

o. roughing the passer – 5 yards from the line of scrimmage 

i. Any contact to the head of the QB while the QB is in the pocket will result in roughing the passer. 

p. If the whistle is blown, play is dead. Referees will determine if the ball will be spotted or if there will be a replay 

of down. 

q. If a player is going for a flag, and the offensive player is tackled, it is at the referees discretion if a penalty is 

warranted. 

i. The penalty can range from holding to unsportsmanlike conduct 

 

  



ix. Statistics 

a. Stats recorded will be: 

i. Offense 

1. Pass Attempts 

2. Completions 

3. Passing TDs 

4. Interceptions Thrown 

5. Receptions 

6. Receiving TDs 

7. Rushing TDs 

8. Fumbles 

9. Fumbles Lost 

10. 1 & 2 Pt Conversions 

ii. Defense 

1. Sacks 

2. Interceptions 

3. Forced Fumbles 

4. Fumbles Recovered 

5. Pass Deflections/Defended 

x. Field Size 

 

 

 

 

 

 


