Legend Springs Flag-Football Rules

The Game, Field, and Equipment

1. The game shale be played between two teams of up to seven players (Defense=7 players and Offense=6 players + Coach, i.e. Mr. Caccavale/Mr. O’Connell, as Q.B.).  Five players are required to show up for a team to avoid a forfeit.

2. Each team will be assigned a captain and co-captain to act as the team’s spokesperson.  These are the only people who may approach the referee to inquire about a call.  Captains are in charge of all field directions, substitutions, extra points, and time-outs.  In the absence of the captain the co-captain will fill this role.  Failure to follow these guidelines at any point during the game will result in a 10-yard penalty.

3. The playing field will be made of two zones each 35 yards in length, with the mid-line being the first down maker.
4. Before the game begins all players must sign in.  If a player is on the field without first signing in, they will be sent off the field to do so and the team will be assesses a penalty.

5. Required equipment:

a. All players’ shirts must be tucked in at all times.  5 yard penalty + player sent off field to tuck in shirt.

b. All players must have tennis shoes or rubber cleats to play.  No sandals, dress shoes, bare feet, or metal cleats will be accepted.

c. Players may wear headbands or beanies, however, no billed baseball hats.

d. Prior to start of game, all players must sign in and put their jersey and flags on.  If a player is on the field without all three of these criteria, the player will be substituted for and cannot return until a change of possession.

e. Flags must be worn, so that one flag hangs from each hip and one behind the player.  Flags may not be worn with the buckle in the back or in any other fashion that would impede deflagging.

Periods, Time Factors, and Substitutions

1. The start of each period will begin with possession at the offensive team’s 5-yard line.  Prior to the game, possession and field sides will be determined with a coin toss.

2. The game will be divided into two 17-minute halves with a 5-minute half time.  

3. The clock will continuously run during the first 16 minutes of each half.  The clock will stop during the last minute of each half for the following: incompletions, first downs, timeouts, penalties, and change of possessions.

4. Each captain will receive one timeout per half. Timeouts can only be called during the last minute of the half.  If not used by the end of the half, the timeout is lost. 

5. There will be a play clock of 20 seconds, which will be kept by the referee.  If a team fails to begin play (snap the ball) within the 20 seconds it will be a delay of game penalty, 5 yards.

6. Substitutions:

a. All substitutions must be made during a change of possession.  No player may enter the game during a set of downs. 
b. If a player is not in the game they must remain at the players’ sideline at midfield and wait for their captain to bring them in.  If you are not waiting at the sideline, your captain can not quickly sub you in, the game will resume without you.

7. After a touchdown it will be the captain’s choice as to how many extra points they will attempt.  A 1-point attempt is from the 3-yard line and a 2-point attempt is from the 10-yard line.

8. During the regular season play there will be no overtime and all games ending in a tie will be recorded as such.

Punting

1. On every fourth down the captain will have to decide whether to punt of go for the first down or touch down.  In the event of a punt, the following must be followed:

a. All offensive players on the line of scrimmage with the exception of the punter.

b. At least four defensive players on the line of scrimmage.

c. No player, offensive or defensive, may move until the ball is kicked.

d. Once the ball is kicked it may be returned only if caught in the air.  If the ball is dropped or hits the ground, it will be dead at that spot.

e. No return will be allowed if the punt enters the end zone.

Snapping, Handling, and Passing the Ball

1. The center is determined by the last person to catch, attempt to catch, or handle the ball.  A snap must be made through the center’s legs.

2. Encroachment – No defensive player may cross the line of scrimmage before the ball has been snapped.  5 yard penalty.

3. False start – The offensive team must have four players on the line of scrimmage.  Once the Q.B. says, “set,” no offensive player on the line can move before the ball is snapped.  5 yard penalty.

4. The offensive team may have one player in motion during a play.  The player must be behind the quarterback and can only run parallel to the line of scrimmage.

5. All fumbles, dropped backwards passes, dropped laterals, etc. will be dead where the ball hits the ground.

Offensive and Defensive Pass Interference

1. No offensive player may initiate contact with or push off of a defensive player.  10 yard penalty.

2. No defensive player can initiate contact with or prematurely pull the flags of the intended receiver.  10 yard penalty.  
***If pass interference is found to be intentional or unsportsmanlike, the 10-yard penalty will be awarded at the spot of the foul, the offense will receive an automatic first down, and the defender could be removed from the game.***
Unsportsmanlike Conduct

No player may commit any of the following acts:

a. Abusive language or insulting remarks.

b. Any acts of unfair play.

c. Acts of physical aggression toward another player, whether teammate or opponent.

d. Taunting/Trash talking.

e. Unnecessary or intentional contact.

f. Attempt to hurdle a player.

g. Spinning to dodge another player.

Any of the above violations will be an automatic 10-yard penalty and possible removal from the game.

Blocking/Pass Rushing

1. Players may only block by screening the quarterback from the defender.  You must stay between the quarterback and defender without initiating contact.  A blocker may not use their hand, arms, elbows, shoulders, legs, chest, or feet to block.  5-yard penalty.

2. Defensive players must go around, not through, the blocker to get to the quarterback.  Like the blocker, the defender can not initiate contact by using hands, arms, shoulders, etc. to get around the blocker.  5-yard penalty.

3. Rushers may not attempt to block the quarterback’s pass.  Your quarterback(s) are getting old and injure easily.  5 yard penalty.

4. Rushers may not squeeze between blockers off the snap.  Once the blockers spread out in the process of blocking or going out for a pass, the rusher may rush to the inside.  5-yard penalty

Runner

1. Flag guarding – While in possession of the ball, the runner can not do any of the following:

a. Swing hand or arm over the flag belt to prevent an opponent from deflagging.

b. Place the ball in a position that prevents or impedes the opponent’s ability to deflag the runner.

c. Attempt in any way to hold flag around waist so as to prevent a flag from being pulled or falling.

*Any of these infractions will result in a 10-yard penalty at the spot of the foul and loss of down.

2. No player may dive while carrying the ball in an attempt to gain extra yards.  5-yard penalty from the spot of jump and loss of down.

3. No player may attempt to strip the ball from the quarterback’s or any other player’s hand.  

Flag Belt Removal

1. A player must have possession of the ball before they can be legally deflagged.

2. If a player loses their flag by accident play continues and deflagging the runner reverts to a one-hand touch between the runner’s shoulders and knees.  In the event that a player intentionally removes their flag, they are down at that spot.

3. Tampering with flag belt such as, but not limited to, trying to tie it around one’s waist to gain an unfair advantage will result in a 10-yard penalty from previous spot, loss of down, and possible removal from game.

Post Game

1. Each team is responsible for picking up trash, flags, and other equipment after the game.  Regardless of the game’s outcome, a team’s refusal to help clean-up after a game may result in a forfeit of that game.

2. Both teams from the early game are responsible for helping set up the field.

3. Both teams from the late game are responsible for helping collect cones, flags, and other equipment.

