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Teaching sportsmanship one touchdown at a time.   
 

Romeoville Flag Football League (RFFL) is a flag football organization open to boys and girls age 5-17. It’s a 
fast paced and exciting game where we emphasize fun as well as learning football basics and competitive 
spirit. 
 
The intent of this document is to define the rules and regulations governing RFFL season play. In the event 
that a situation arises during game time that is not covered by this document it will be up to the on-field 
officials to make a ruling as they see fit. Their rulings will be guided by player safety, sportsmanship and 
fairness, using NFL rules as a guide. New situations will be reviewed by the RFFL Board of Directors and 
Commissioners which may result in modifications or clarifying language added to this document. Game 
results cannot be appealed even if a ruling update may have impacted the outcome of a game played. 
 
The Romeoville Flag Football League board of directors has the right to modify any of these rules as 
necessary to successfully execute the flag football season. All decisions, interpretations, and rulings by the 
board of directors are final. 
 

1. Leagues 
1.1. These rules cover the four age groups as defined by the RFFL board of directors. This 

document will refer to the following named leagues 
1.1.1. NFC - 5-7 year olds 
1.1.2. AFC - 8-10 year olds 
1.1.3. AFL - 11-13 year olds 
1.1.4. NCAA - 14-17 year olds 

 
2. Season 

2.1. Practice 
2.1.1. Teams may have at most two practices per week throughout the season including 

preseason and playoffs 
2.1.2. NFC teams will be limited to 60 minute practices 
2.1.3. AFC, AFL, NCAA teams will be limited to 90 minute practices 
2.1.4. Practices can only be held at league designated locations 
2.1.5. Practice aids and props are limited to the materials provided by RFFL. Any additions or 

alterations must be approved by an RFFL Commissioner or RFFL Board of Directors 
2.1.6. Any scheduled team gathering that is attended by any coach will be considered a 

practice, even if it does not involve physical activity. This includes  strategy or diagram 
sessions. 

2.2. Pre Season 
2.2.1. There will be one preseason game scheduled 
2.2.2. It will have the same setup and rules as regular season games 
2.2.3. The result of this game will not count toward a team's regular season standings or 

playoff tie breakers 
2.3. Regular Season 

2.3.1. The regular season will consist of 10 games as scheduled by the board of directors 
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2.3.2. Games can start up to 10 minutes before the scheduled game time if the previous 
games are running ahead of schedule 

2.3.3. Every effort to make up postponed games will be made, but it is possible that time 
constraints will require the board of directors to cancel a regular season game 

2.4. Playoffs 
2.4.1. At the conclusion of the regular season, playoffs will commence 
2.4.2. Playoffs are a single elimination tournament where teams are seeded by their regular 

season standings 
2.4.3. The tournament will be reseeded after a bye round if one exists. After this the 

tournament will not be reseeded. 
2.4.4. Team with the better regular season standing will be considered the home team for all 

playoff games 
2.4.5. Team standings will be judged as follows, only going to the next item in the list if it is 

needed to resolve a tie 
2.4.5.1. Best win - loss record 
2.4.5.2. Best win - loss record of games played head to head 
2.4.5.3. Best Strength of victory - defined as the combined record of the teams you beat 
2.4.5.4. Coin Toss or other random determination 

2.4.6. If three or more teams are tied, the tests will progress in order until one team can be 
separated. The remaining teams will then start the tie breaking process over from the 
top to see who is next. 

 
3. The Field 

3.1. Length of field is 60 yards, plus 10 yard end-zones. NCAA plays on 80 yard field 
3.2. Width will vary depending on venue 

3.2.1. Century Park width is 40 yards 
3.2.2. Romeoville High School & Dale Blum Field width is 53 1/3 yards 

3.3. Teams will have a designated bench area on one side of the field, only members of playing 
teams (coaching staff & players) as well as RFFL personnel are allowed in this area. 

3.4. Spectators shall remain at least three feet from the sideline on the Spectator side of the field 
3.5. No Drones, or mechanical noise makers (air horns) or any other devices that would be 

distracting to children during a football game 
 

4. Pre-Game 
4.1. Equipment 

4.1.1. Home team has the right to supply the game ball. It must be an RFFL supplied ball of 
specific size for age group 

4.1.2. Teams will use their own RFFL supplied kicking tee and flag belts 
4.1.3. Electronic devices are not allowed for use during a game on field or on the sideline 

 
4.2. Game volunteers 

4.2.1. Teams will be required to make available parent volunteers to help manage the game 
4.2.1.1. It is the head coach’s responsibility to determine which parents will be 

volunteering and for having them check in to the RFFL designated area at least 
15 minutes before game time 
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4.2.1.2. Home team must be ready to supply at least two volunteers for each game 
4.2.1.3. Visiting team must be ready to supply at least one volunteer for each game 
4.2.1.4. Home team volunteers have the first choice of volunteer positions 
4.2.1.5. PENALTY for failure to provide volunteer: automatic loss of coin toss for both 

halves (opponent gets to receive to start both halves) 
4.2.2. Volunteer positions 

4.2.2.1. Team rotations, will require the volunteer to sit at mid-field and record the 
bench rotation for each team 

4.2.2.2. Scoreboard, will require the volunteer to sit near the scoreboard and manage 
the game clock and points scored 

4.2.2.3. Down and scrimmage marker, will require the volunteer to walk along the 
sideline throughout the game holding the down and scrimmage stick 

 
4.3. Uniform inspection 

4.3.1. Entire roster for each team will organize along the sideline in front of their bench area 
allowing officials to inspect their uniforms and flags and correct any violations 

 
4.4. Coin toss  

4.4.1. At least one coach or player captain from both teams will meet at midfield before the 
game for the coin toss 

4.4.2. A player from the home team will call their choice of “Heads” or “Tails” before the coin 
is tossed in the air by the referee 

4.4.3. The winner of the coin toss will choose to receive the ball to either start the first half or 
the start of the second half 

4.4.4. The team kicking the ball to start either half will choose which direction they wish to 
kick 

 
4.5. Coach / Officials meeting 

4.5.1. After the coin toss and at the discretion of the referee a small conversation may take 
place with all coaches from both teams. This conversation may include information 
about updates to the rules, reminders about on field conduct, or any other info the 
officials find pertinent 

 
5. Game Timing 

5.1. Game Length 
5.1.1. Game will consist of two 20 minute halves 

 
5.2. Intermission / Halftime 

5.2.1. There will be an intermission between the two halves that will last between 2 and 5 
minutes 

5.2.2. Intermission length will be determined by present league officials and / or referee 
taking into consideration the current day’s schedule. 

 
5.3. Clock Rules 

5.3.1. Clock runs continuously throughout game only stopping in the below circumstances 
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5.3.2. Clock stoppages in effect throughout whole game 
5.3.2.1. Clock will stop for team called time-outs 
5.3.2.2. Clock will stop for player injuries 
5.3.2.3. Clock will stop at the discretion of the on-field officials to attend to reasonable 

player needs. Officials must be sure that the clock stoppage does not give one 
team an unfair advantage as can happen at the end of halfs. 

5.3.3. First half clock stoppages (final two minutes only) 
5.3.3.1. When the offense deliberately spikes the ball. The clock will not stop if the 

offensive team is leading by 18 or more points. Either way this is considered a 
down played. 

5.3.4. Second half clock stoppages (final two minutes only) 
5.3.4.1. Clock stops when ball goes out of bounds 
5.3.4.2. At the end of a down which a penalty occurs 
5.3.4.3. Incomplete forward passes 
5.3.4.4. Change of possession 

5.3.5. Clock Start 
5.3.5.1. After a clock stoppage, the clock will start at the snap of the next scrimmage 

down i.e. it will remain stopped during an extra point attempt, kickoff, or punt 
 

If Team A scores a touchdown, Team B may immediately call a timeout. The clock will 
not run through the extra point or the ensuing kick off. It will start when Team B snaps 
the ball to start their next possession. 
 

5.3.5.2. After offensive penalties that require a 10 second run-off the clock will start 
when the referee gives the ready to play signal 

5.3.6. Clock timing when point differential is 18 points or more in final two minutes of second 
half 

5.3.6.1. Clock will follow first half rules until point differential is brought back to less 
than 18 

5.3.6.2. Clock will stop on the score that brings the point differential back to less than 
18. Before extra point attempt. 

5.3.7. Games and halves cannot end on a defensive penalty unless the offense declines the 
penalty 

 
5.4. Timeouts 

5.4.1. Each team will be allowed three timeouts per half 
5.4.2. Timeouts will be 30 seconds in length timed by the on field referee 

 
5.5. Play clock 

5.5.1. The ball must be put into play with a snap within 30 seconds of the referee spotting the 
ball from the previous play DELAY OF GAME 

5.5.2. Play clock will be kept by on field official using the scoreboard timer as guide 
 

6. Participants 
6.1. On field players 
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6.1.1. Teams will have 6 players on the field at a time 
6.1.2. If a team is unable to field 6 players they have the option of using a player from a 

younger level to bring the team’s total size to 6 
6.1.3. Younger substitute players must be rotated in as though they were normal members of 

the team 
6.1.4. If no other players are available, the game is played at the highest even strength 

players available (e.g. five on five) 
6.1.5. If a half or overtime starts with less than 6 on 6 then the entire half must be played at 

that strength. 
6.1.6. Teams may only add alternate players to give them at most one bench player 
6.1.7. Teams cannot use alternates of any kind during the playoffs without board approval 

 
6.2. On field coaches 

6.2.1. Each team is permitted to have a single coach on the field of play to direct their team 
during dead ball time. Only the offensive coach is allowed on field in NCAA 

6.2.2. Coaches must become silent and remain silent from the snap of the ball starting the 
play until the conclusion of the play ILLEGAL COMMUNICATION 

6.2.3. Defensive coach may direct team in the defensive backfield but must immediately 
retreat several yards behind the blitz flag at the snap of the ball. Coaches must make a 
concerted attempt to avoid interference with the play UNSPORTSMANLIKE CONDUCT 

6.2.4. Offensive coach may direct team in the huddle and at the line of scrimmage but must 
immediately retreat several yards behind the deepest offensive player at the snap of 
the ball. Coaches must make a concerted attempt to avoid interference with the play 
UNSPORTSMANLIKE CONDUCT 

 
6.3. Bench participants 

6.3.1. Players and coaches not on field must remain on their sideline between midfield and 
the 10 yard line 

6.3.2. If the scoreboard is at mid field bench participants must not stand in front of it 
blocking its view from on field participants and spectators. 

6.3.3. NCAA Offensive coach may remain on the sideline to call plays in. Opposing players 
and coaches should give room when the offensive coach is on their side of the field. 

 
6.4. Substitutions 

6.4.1. Substitutions occur between all changes of possession (turnover, loss of downs, score) 
6.4.2. Substitutions are not permitted mid-possession except in the case of an injury 
6.4.3. If the referee stops the game for an injured player that player must sit out at least one 

play. That player may return mid-possession replacing the same player that originally 
replaced them. 

6.4.4. All players on the bench must enter the game for the next drive during a change of 
possession substitution. 

6.4.5. Exceptions may be made in the case of injury or disciplinary reasons. All exceptions 
must be reported to the referee and opposing coach 

6.4.6. All team players must be included in an equal and fair rotation of substitutes 
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6.4.7. Every player must sit once before someone sits twice and every player must sit twice 
before someone sits three times, and so on 

6.4.8. Failure to comply with substitution rules 
6.4.8.1. If a league representative is tracking substitutions when the error is noticed it 

will be corrected, No Penalty if caught before the play.  
6.4.8.2. If a league representative is not tracking substitutions (parent volunteer) it will 

result in an UNSPORTSMANLIKE CONDUCT penalty assessed to the head coach 
on the next play after the infraction is confirmed 

 
6.5. Uniforms 

6.5.1. All players must wear shoes, cleats are allowed as long as they do not have metal 
spikes 

6.5.2. Mouthpieces are optional 
6.5.3. Eyeglasses must be secured to the player's head 
6.5.4. Jerseys 

6.5.4.1. Official RFFL jersey must be worn during play and must be tucked in at all times 
6.5.4.2. No article of clothing may cover any portion of a flag at any time, failure of this 

will result in the official considering that player's flags pulled 
6.5.5. Flags 

6.5.5.1. Flag belt must be worn with two flags on the side of each leg and one centered 
on their back 

6.5.5.2. The clip must be clipped in the front with excess belt hanging straight down 
6.5.5.3. The belt cannot be doubled up in the clip and no part of the belt can be tied or 

tucked in 
6.5.5.4. If a player is found to be in violation of flag wearing rules they will be ruled 

down wherever they gained possession of the ball. This means the yardage that 
the player gained on a play could be negated and the ball brought back 

6.5.6. No jewelry is allowed, this includes but is not limited to, earrings, bracelets, necklaces, 
and watches. 

6.5.7. Players with hair past their shoulder blades must put it in a ponytail and/or tuck it into 
their shirt. 

6.5.8. Cold Weather 
6.5.8.1. Additional clothing may be worn for warmth as long as it does not cover any 

part of the jersey. Additional clothing (including sweatshirts) must go under the 
player's jersey. A hood on a hooded sweatshirt must remain tucked into the 
jersey throughout the whole game. 

6.5.8.2. Gloves that are worn for the purpose of warmth are not allowed to be 
"receiving gloves." Receiving gloves are gloves that have a surface that will aid 
the receiver in retaining possession of the football 

6.5.9. Additions, subtractions, or alterations to the on-field attire must be approved by an 
RFFL flag commissioner or board of directors, including but not limited to pads and 
other protective gear. 

 
7. Offensive Formation 

7.1. Starting and Offensive Drive 
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7.1.1. At the start of each offensive drive, each offensive eligible player must report to the 
middle of the field near the spotted ball where the huddle would normally occur. The 
intent of this rule is give the defense a chance to identify all eligible offensive players. 
UNSPORTSMANLIKE CONDUCT 

7.1.2. The play clock will not start and the offense prevented from snapping the ball until the 
both teams have a reasonable opportunity to take the field. The definition of 
reasonable is entirely up to the officials on the field. It is possible for the offense to 
snap the ball before the defense is on the field. 

7.2. Pre-Snap 
7.2.1. There can be at most one player in motion at the snap of the ball, the player in motion 

must be moving parallel to the line of scrimmage or backwards (away from their 
opponent's end-zone). If the player is moving towards the line of scrimmage ILLEGAL 
MOTION 

7.2.2. Offensive players must come to a complete stop for one second before the ball is 
snapped, unless they are the only player in motion ILLEGAL MOTION 

7.3. Snap 
7.3.1. The center must snap the ball with a rapid and continuous motion between their legs 

to a player in the backfield, the ball must completely leave their hands ILLEGAL 
PROCEDURE 

7.3.2. The center must have flags to legally snap the ball, failure to have flags will be 
interpreted the center being called down immediately 

7.3.3. The snap is considered a backwards pass, as such a snap touching the ground shall be 
considered a fumble 

7.3.4. Shotgun snaps are allowed 
 

8. Offense -  Passing 
8.1. For the purposes of this document the quarterback is defined as the player who receives the 

snap 
8.2. The quarterback has 7 seconds from the time the ball is snapped to pass the ball. The referee 

will keep this clock in their head. SEVEN SECOND PASS CLOCK 
8.3. If the ball is handed off or fumbled, the 7 second rule is no longer in effect 
8.4. INTENTIONAL GROUNDING 

8.4.1. will be called when a passer facing imminent loss of yardage or 7 second penalty 
throws a forward pass without a realistic chance of completion and that pass lands 
behind the line of scrimmage 

8.4.2. will not be called if the pass is tipped by the defense 
8.4.3. will not be called if the quarterback is intentionally spiking the ball to stop the clock 

8.5. If the point differential is less than 18 points the quarterback cannot kneel on the ball to run 
out the clock without having completed the required one yard pass. ILLEGAL RUN 

 
9. Offense - Receiving 

9.1. All players are eligible to receive a pass (including the quarterback if the ball has been handed 
off) 

9.2. To establish possession of the ball, the receiver must have control of the ball with at least one 
foot inbounds, and no part of their body out of bounds 
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9.3. If a receiver catches the ball with no flag belt the catch is considered complete and the player 
shall be ruled down immediately 

9.4. Diving is allowed to make a play on a passed ball 
9.5. A player that goes out of bounds is not allowed to be the first player to touch a forward pass 

ILLEGAL TOUCHING 
 
10. Offense - Rushing 

10.1. A play is considered a rushing play if the ball is exchanged from the quarterback to another 
player behind the line of scrimmage and advanced beyond the line of scrimmage 

10.2. The quarterback cannot run with the ball past the line of scrimmage until it has been 
exchanged with at least one other player ILLEGAL RUN 

10.3. Multiple handoffs are allowed 
10.4. All handoffs must take place behind the line of scrimmage, no downfield laterals or exchanges 
10.5. Players receiving handoffs are allowed to pass the ball as long as they are still behind the line 

of scrimmage when they pass it 
 
11. Offense - The One Yard Pass 

11.1. The first play of each series of downs for positive yards must be a forward pass to a receiver at 
least 1 yard downfield from the line of scrimmage. 

11.2. The football must travel in the air at least 1 yard beyond the line of scrimmage before being 
caught by the receiver ILLEGAL FORWARD PASS 

11.3. A rushing play cannot be run until the one yard forward pass requirement is fulfilled ILLEGAL 
RUN 

11.4. Forward passes do not need to be 1 yard once the initial 1 yard forward pass requirement has 
been fulfilled 

11.5. All first downs regardless of how they are achieved will require a new one yard forward pass to 
be completed (this includes first downs by penalties) 

11.6. Special rule when the offense is trailing by 18 or more points 
11.6.1. They may attempt rushing plays starting on second down after making an attempt at 

completing a first down pass. The attempt must be an honest attempt with the ball 
getting within 3 yards of a receiver. If the pass attempt fails to meet this criteria then 
both teams will be notified and a pass attempt will be required on second down. 

The quarterback cannot throw the ball away or simply spike the ball and call that an attempted 
pass on first down. 

11.6.2. rules revert back to normal play if the point differential goes back to less than 18 points 
 
12. First Downs 

12.1. A first down is achieved after the offense crosses their own 20 yard line and after crossing the 
opponent's 20 yard line. NCAA has an additional first down at mid field (40 yard line). 

12.2. After defensive penalties that result in an automatic first down the next 20 yard line after the 
penalty yardage is applied will be eligible for a first down 

 
If Team A on offense starts a drive on their own 25 yard line and a pass interference is called at Team 
B's 25 yard line. Team A will get the ball at Team B's 25 yard line (spot foul) with first down and will be 
eligible to get the first down again at Team B's 20 yard line. 
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12.3. Once a play starts beyond a first down line that first down line will not eligible for a first down 

again on that drive 
 
If Team A starts a drive on their own 23 yard line and then commits a false start penalty, the ball we 
be moved back to their 18 yard line. They are ineligible to get a first down by recrossing their 20 yard 
line. 
 
If Team A crosses the first down at their own 20 and is downed at their own 22. Then if Team A loses 5 
yards, they would have the ball 2nd down from their own 17. If Team B then commits a Pass 
Interference penalty at Team A's 19 yard line, Team A would get the ball 1st down at their 19 yard 
line, but the yard to gain for a first down would be the next 20 yard line. 

 
13. The Ball Carrier 

13.1. Laterals, backward passes, are not allowed past the line of scrimmage, they are never allowed 
by a ball carrier that started the play on defense (in the case of a turnover) ILLEGAL LATERAL 

13.2. The ball carrier is considered down and the ball dead when: 
13.2.1. their flag belt has been pulled 
13.2.2. the flag belt is no longer secured around their waist. If the flag belt begins to fall down 

their body they will be considered down, even if the belt remains clipped.  
13.2.3. The ball carrier grabs or holds on to their flags in an effort to keep them from falling 

off. This not FLAG GUARDING 
13.2.4. the ball carrier steps out of bounds 
13.2.5. any part of the ball carrier other than their feet or hands touch the ground 

13.3. Ball will be marked down where the ball carrier's feet are at the time they become down. 
Specifically, forward progress will be marked at the ball carrier's most forward positioned foot. 

13.4. Ball carriers cannot dive ILLEGAL DIVE 
13.5. Ball carriers cannot initiate contact with a defender CHARGING 
13.6. Ball carriers must make an effort to avoid defenders with an established position. This will be 

penalized even if the defender moves out of the way in an effort to avoid being run over 
CHARGING 

13.7. FLAG GUARDING 
13.7.1. Flag guarding shall be called if any arm motion by a ball carrier can be considered an 

attempt to block an opponent from pulling their flags, contact does not need to be 
made with the defender. 

13.7.2. Flag guarding shall be called if the ball carriers carries the ball on his or her flag belt 
13.7.3. Flag guarding shall be called if the ball carrier attempts a stiff arm or pushes an 

opponent in any way 
13.7.4. Flag guarding shall not be called if the ball carrier's arms and ball are above their waste 

and within the frame of their body. High & Tight 
 
14. Blocking 

14.1. All forms of intentional blocking or screening are illegal 
14.2. Pick plays where one receiver sets a pick or purposefully impedes a defender from guarding a 

different receiver is considered ILLEGAL CONTACT 
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14.3. Receivers can not purposefully run a route to impede the progress of a defensive rusher 
ILLEGAL CONTACT 

14.4. Non-ball carriers may run downfield with the ball carrier, however, any change of direction or 
speed to impede a defender is illegal and will be considered FLAG GUARDING 

 
15. Defense - Rushing the quarterback 

15.1. Defenders crossing the line of scrimmage will be penalized with ILLEGAL RUSH with the 
following exceptions 

15.1.1. the moment the ball leaves the quarterback's hand either as a forward pass, backward 
pass, hand-off, or fumble 

15.1.2. the moment the ball hits the ground due to a fumbled snap 
15.1.3. if the defender was behind the blitz flag when the play was started at the snap or 

makes it behind the blitz flag during the course of the play. 
15.2. Blitz Flag 

15.2.1. The back judge will place the blitz flag at the appropriate distance from the line of 
scrimmage each play 

15.2.2. NFC - 8 yards 
15.2.3. AFC - 9 yards 
15.2.4. AFL - 10 yards 
15.2.5. NCAA - 11 yards 

 
16. Defense - Playing the Ball Carrier 

16.1. Defense may not attempt to force a fumble - ILLEGAL CONTACT 
16.2. Defenders cannot make non-incidental contact when going for ball carrier's flags - ILLEGAL 

CONTACT 
16.2.1. Wrapping arms around ball carrier while going for their flags 
16.2.2. Holding ball carrier 
16.2.3. Physically slowing or changing the ball carrier's momentum  

16.3. Diving is allowed to make a play on a passed ball or go for the ball carrier's flags 
16.4. Flags may be legally pulled the moment a player makes contact with the ball and that will be 

the spot for the next play 
 

If the ball is being bobbled the ball carrier will be ruled down where their flag was pulled but the play 
will not be whistled dead until they gain complete control of the ball. If the player eventually fumbles 
the ball it may be recovered. The original ball carrier cannot advance the ball beyond where their flags 
were initially pulled even if they recover their own fumble 

 
17. Defense - Pass Coverage 

17.1. It is illegal to pull the flags from a receiver before they touch the ball on a pass attempt. 
17.2. PASS INTERFERENCE 

17.2.1. Pass interference shall be called when a player initiates material (non-incidental) 
contact on another player of the opposing team attempting to make a reception on a 
forward pass 

17.2.2. All players, both offense and defense, have equal "right" to attempt a reception on a 
thrown ball 
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17.2.3. Pass interference shall not be called on a player if they are attempting to make a play 
on the ball 

17.2.4. Pass interference shall not be called if the player attempting the reception initiates the 
contact 
For example if a receiver attempts to catch an under thrown ball by going "through" 
the defender. It is not pass interference even if the defender was not attempting a play 
on the ball i.e. didn't have their head turned. 

 
18. Interceptions 

18.1. Interceptions may be returned by intercepting player 
18.2. A defensive player that goes out of bounds is not allowed to be the first player to touch a 

forward pass ILLEGAL TOUCHING 
18.3. Intercepting player becomes a Ball Carrier and those rules now apply to them and their team. 

 
19. Fumbles 

19.1. Fumbles may be recovered by either team and advanced 
19.2. Defense may not try to force a fumble ILLEGAL CONTACT 
19.3. Fumbles may only occur by the offense losing control of the ball independent of any direct 

actions of the defense. 
19.4. A fumble that occurs behind the line of scrimmage and recovered by a non-quarterback 

offensive player may advance beyond the line of scrimmage by running only if the team has 
completed their required 1 yard pass 

19.5. A fumble that occurs behind the line of scrimmage and recovered by the quarterback may 
advance beyond the line of scrimmage by running only if the team has completed their 1 yard 
pass AND a player on the defense touches the ball before the recovery. 

 
20. Kickoffs 

20.1. A kickoff will start each half, and each overtime half, as well as after each extra point attempt 
following a touchdown. The procedures are different for the various leagues 

20.2. NFC 
20.2.1. This is a virtual kickoff, the ball will be placed at the 5 yard line the receiving team 

20.3. AFC, AFL, NCAA 
20.3.1. Setup 

20.3.1.1. The ball will be kicked from an RFFL supplied kicking tee 
20.3.1.2. The tee will be placed at the kicking team's 25 yard line for AFC, the kicking 

team's 15 yard line for AFL, and the kicking team's 35 yard line for NCAA 
20.3.1.3. A coach must serve as holder if it is required to keep the ball on the tee 
20.3.1.4. A holder will be required if the ball falls from the tee one time, the official may 

require a holder on the first attempt if they judge conditions require it 
20.3.1.5. There will be one player kicker and one player returner on the field 
20.3.1.6. Kicking plays do not count in player rotation, any player may kick or return any 

number of times at any time 
20.3.1.7. Kicking team will have 20 seconds from the time the ref spots the ball to kick 

DELAY OF GAME - KICKING 
20.3.2. The Returner 
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20.3.2.1. The returner must remain behind their own 5 yard line until the ball is kicked 
OFFSIDES 

20.3.2.2. They are free to move side to side behind the five yard line  
20.3.2.3. Once the ball is kicked the returner is free to move anywhere on the field in an 

attempt to stop the forward progress of the kickoff 
20.3.3. Spotting the kicked ball 

20.3.3.1. The ball will be stopped at the furthest point that its forward progress takes it. It 
is the goal of the returner to stop the ball as soon as possible giving  their team 
better field position 

20.3.3.2. If the returner catches the ball in the air the return team will be granted an 
additional 10 yards from the catch 

20.3.3.3. KICKOFF OUT OF BOUNDS If the ball is kicked out of bounds past the receiving 
team's 19 yard line, the ball will be placed at the 19 yard line 

20.3.3.4. KICKOFF OUT OF BOUNDS If the ball is kicked out of bounds and does not pass 
the receiving team's 19 yard line ball will be placed 5 yards from where it goes 
out of bounds 

20.3.4. Touchbacks 
20.3.4.1. If any part of the football goes into the end zone it will be ruled a touchback 
20.3.4.2. If the ball was untouched by the returner it will be placed at the 10 yard line 
20.3.4.3. If the ball was last touched by the returner outside of the 5 yard line the ball will 

be placed at the 5 
20.3.4.4. If the ball was last touched by the returner inside the 5 yard line the ball will be 

placed where they last touched it 
 

If on a kickoff the ball is going to come to a rest at the three yard line the returner may 
"help" the ball into the end zone in an attempt to get a touchback and the ball at the 5 
yard line. In this case the ball should be spotted where contact was made, the three 
yard line.  

 
21. Punting 

21.1. On fourth down coaches have 5 seconds to decide to go for it or punt 
21.2. NFC, AFC 

21.2.1. This is a virtual punt, the ball will be placed at the opposing team's 10 yard line 
21.3. AFL, NCAA 

21.3.1. Similar to Kickoff rules with the following exceptions 
21.3.2. Must be a punt style kick (punter drops the ball and kicks it before it strikes the 

ground), no tee can be used 
21.3.3. Ball is punted from anywhere behind their line of scrimmage. Crossing the line of 

scrimmage will be  OFFSIDES 
21.3.4. Muffed punts that do not cross the line of scrimmage will be a DELAY OF GAME 

21.3.4.1. Muffed punts that cross the line of scrimmage will be considered playable and 
change of possession will occur where the ball stops 

21.3.5. Returner must remain at least 15 yards beyond the line of scrimmage until the ball is 
kicked 
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21.3.6. Punting team will have 30 seconds from the time the ref spots the ball to punt DELAY 
OF GAME - KICKING 

22. Scoring 
22.1. Touchdowns - 6 points 

22.1.1. Awarded when the ball carrier gets one foot in the opposing team's end zone inbounds 
22.2. Extra Points 

22.2.1. Attempted by teams directly after a touchdown is scored in the same end zone as the 
scored touchdown 

22.2.2. Are running play eligible, i.e. teams have the option of running or passing the ball 
22.2.3. Teams may elect to attempt a 1 point extra point starting from the five yard line, or a 2 

point extra point starting from the 12 yard line 
22.2.4. Once the ball is spotted at the desired attempted location it cannot be changed without 

a timeout 
22.2.5. Once a play has been run the attempt location cannot be changed at all (due to replay 

the down penalties) 
22.2.6. Turnovers on an extra point attempt are returnable by the defense for two points 
22.2.7. Extra points will not be attempted if there is no time on the game clock, unless the 

team attempting the extra point could use it to tie or win the game 
22.3. Safety - 2 Points 

22.3.1. Awarded when a ball carrier fails to get both feet out of their own end zone before 
becoming down  

22.3.2. Awarded if an offensive penalty occurs in the offensive team's end zone. Will be 
awarded after a 7 second penalty if the quarterback is in their own end zone at the 
time 7 seconds expires. 

 
23. Overtime 

23.1. Overtime will begin with a coin toss following the same procedure as the coin toss to start the 
game 

23.2. Sudden death, first team to score any points wins the game 
23.3. The game will be timed as though a new game is starting, clock rules will follow first half rules 

at the start of overtime and second half rules if overtime goes to a second half 
23.4. Teams will have 2 time outs per overtime half 
23.5. If the first overtime half ends the second overtime half begins in the same way as a normal 

second half. 
If team A wins the overtime coin toss and chooses to receive the ball, then to start the second 
overtime half team B will receive the ball 

 
24. Conduct 

If an official, board of director member, or commissioner witness 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. FOUL PLAY WILL NOT BE TOLERATED 
 
Offensive or confrontational language is illegal. Officials have the right to determine offensive 
language. If offensive or confrontational language occurs, the officials will give one warning. If it 
continues, the player or players will be ejected from the game 
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24.1. Player conduct 

 
Players are expected to be respectable to each other and their opponents at all times. It is 
unacceptable for them to argue an official's call under any circumstances. They are free to ask the 
officials questions or clarifications about the rules. This must be done in a respectable manner as one 
would expect a child to speak to an adult. 
 

24.2. Coach conduct 
 
Coaches are to lead by example. As such they are expected to exceed the standards that the players 
are being held. Questioning a referee's call or asking for a ruling clarification is acceptable only if it is 
done in a respectable calm manner. Passion for the game and passion for the success of your team 
are good qualities, but being passionate will not be an excuse towards unruly or belittling behavior 
towards officials, other teams, commissioners, board members, or spectators. 
 
Coach conduct will be monitored by the officials, RFFL board members and commissioners. Failure to 
adhere to these principles will range from UNSPORTSMANLIKE CONDUCT penalties to ejection from 
the current game and suspensions from subsequent games all the way up to expulsion from the 
league. 

 
25. Penalties 

25.1. Defense 
25.1.1. OFFSIDES - 5 yards and replay of down 
25.1.2. PASS INTERFERENCE - Ball spotted at point of infraction and automatic first down. 

Fouls that occur in the end zone shall be spotted at the two yard line 
25.1.3. ILLEGAL CONTACT - tackling ball carrier, wrapping both arms around ball carrier to pull 

flag, holding, roughing the passer, attempting to force a fumble, etc. 10 yards from spot 
of the foul (penalty yardage from line of scrimmage on foul that occurs behind the line 
of scrimmage) and replay of down 

25.1.4. ILLEGAL FLAG PULL - flag pulled before receiver has the ball. If it is a completed pass 
the play is whistled dead upon completion and penalty yardage is added to the end of 
the play. 10 yards and replay of down 

25.1.5. ILLEGAL RUSH - illegally passing the line of scrimmage without having started behind 
the blitz flag when the play begins. 10 yards and replay of down 

25.1.6. UNSPORTSMANLIKE CONDUCT - 15 yards and replay of down. If the foul occurs during 
the play, the offense keeps the results of the play and gets to replay the down) 

25.1.7. ILLEGAL COMMUNICATION - on field coach talking after the snap. 10 yards and replay 
of down 

25.2. Offense 
25.2.1. ILLEGAL PROCEDURE - Includes false start, illegal motion, delay of game, muffed punt. 

Dead ball, no play, 5 yards penalty replay down. 
25.2.2. ILLEGAL FORWARD PASS - passes that are completed within 1 yard of line of scrimmage 

on required pass downs, pass thrown from beyond the line of scrimmage. 5 yards and 
loss of down. 

 

version 2018.2  14 of 15 
 



 
Romeoville Flag Football League  Season Rules & Regulations

 

25.2.3. ILLEGAL RUN - run on required passing down, QB kneel, QB Sneak - 5 yards, loss of 
down, treated as incomplete pass for clock purposes 

25.2.4. ILLEGAL CONTACT - holding, blocking, etc… 10 yards and replay down 
25.2.5. CHARGING - running over or forcibly into a stationary defender. Ball carrier must make 

an attempt to avoid a defender. 10 yards from spot of foul and replay the down 
25.2.6. OFFENSIVE PASS INTERFERENCE - pushing off/away defender, 10 yards and loss of 

down 
25.2.7. SEVEN SECOND PASS CLOCK PENALTY - 5 yards, loss of down, incomplete pass for clock 

purposes 
25.2.8. FLAG GUARDING - 5 yards from spot of the foul and loss of down, if foul committed 

after a turnover, just a 5 yard penalty 
25.2.9. ILLEGAL DIVE - 5 yards from point of infraction and loss of down 

25.2.10. DELAY OF GAME - 5 yards and replay of down 
25.2.11. UNSPORTSMANLIKE CONDUCT - 15 yards and loss of down. If preplay then still loss of 

down, if during or after play that down counts and loss of another down 
25.2.12. ILLEGAL COMMUNICATION - on field coach talking after snap, 10 yards and loss of 

down 
25.2.13. INTENTIONAL GROUNDING - 5 yards and loss of down, safety if the QB is in the 

endzone. 
25.2.14. ILLEGAL LATERAL - 5 yards from spot of foul, a lateral or backward pass that occurs 

beyond the line of scrimmage or by the defensive team if there was a turnover 
25.2.15. ILLEGAL TOUCHING - 5 yards replay the down 
25.2.16. KICKOFF OUT OF BOUNDS - ball is kicked out of bounds past the receiving team's 19 

yard line, ball will be placed at 19 yard line. If the ball does not cross the 19 yard line 
ball will be placed 5 yard from where it goes out of bounds 

25.2.17. DELAY OF GAME - Kicking - offensive is given the ball at the 30 yard line, kicking / 
punting team forfeits their right to kick. The ball placement should be adjustment if 
penalties are being enforced on the kickoff from a previous play. 

25.3. Ejection Procedures 
25.3.1. Players 

25.3.1.1. Will not be allowed to rejoin the game on the field in any capacity 
25.3.1.2. Will be allowed to remain on the sideline with their team 

25.3.2. Coaches 
25.3.2.1. Will need to immediately go to spectator sideline for remainder of game 
25.3.2.2. Must remain on the same side of the field as their team between the 10 and 45 

yard line, even on the spectator sideline 
25.3.2.3. Any additional misconduct no matter how small will result in ejection from the 

grounds completely 
25.3.2.4. Officials, commissioners, and board members are free to eject coaches from 

the grounds immediately as they see fit 
25.3.3. Spectators 

25.3.3.1. Will be asked to leave the grounds immediately 
25.3.4. Board of Directors Review 

25.3.4.1. All ejections will go to the board of directors for review and possible additional 
penalties, including suspensions. 
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