	NFL FLAG Rules and Diagrams

	NFL FLAG Football is a popular five-on-five Non-Contact game filled with fun and action. In this game, the offensive team plays for a first down at midfield and a touchdown in the end zone. Running and passing plays are allowed, although there are “no-running zones” at midfield and near each goal line. The defensive team covers receivers, rushes the passer, and grabs flags to make “tackles.” 


	The Basics


If the field monitors or referees witnesses any acts of tackling, elbowing, cheap shots, pushing, diving, blocking, or any unsportsmanlike act, the game will be stopped, the player and coach will be warned. If it continues, the player will be ejected from the game. FOUL PLAY WILL NOT BE TOLERATED.


	

	Game Time and Overtime Rules

· Games are played to 40 minutes running time. 20 minutes each half with a maximum of 5 minute half time. If the score is tied at the end of 40 minutes, teams move directly into a 5 minute overtime. The first team to score wins. 

· 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.

· Clock stops after change of possession and scoring plays through the extra point. The clock re-starts when ball is spotted at the 5 yard line. The 30 second snap rule is still enforced.
· Each team has one 60-second and one 30-second time-out per half.

· Officials can stop the clock at their discretion.

Scoring Rules

· Touchdown: 6 points

· Extra point:

1 point (played from 5-yard line - cannot run the ball) or

2 points (played from 12-yard line - can run or pass)

· Safety: 2 points
Coaching Rules

· Teams must line up on same (far) side line during the game.

· Teams may have 3 coaches per game on the field/sideline.

· Teams may have a coach on the field per table below.

Division

Offense

Defense

Prep
2 coaches
2 coaches
I

1 coach

1 coach

II

1 coach

0 coaches

III

0 coaches

0 coaches




Player Positions and Rotation Rules
"A fair and equitable, not equal, distribution of positions and touches for all the players."
· Teams Must use the on-line rotation forms to facilitate equal playing time.

· Teams must field a minimum of five players at all times. 
· Teams consist of a maximum of 10 players – five on the field, with five substitutes. 
Player Positions

	Defense
	covers
	Offense

	Blitzer
	< --- >
	Quarter Back

	Line Backer
	< --- >
	Running Back

	Left Corner Back
	< --- >
	Right Wide Receiver/Tight End

	Right Corner Back
	< --- >
	Left Wide Receiver/Tight End

	Nose Guard
	< --- >
	Center


What is a Rotation?
· A rotation is when the same set of 5 players play 1 offensive series and 1 defensive series (in any order) before there is a substitution.
· If an interception occurs early in a series (1st or 2nd play), it is up to the coaches discretion to leave that group in for more playing time.
· The second half should try to continue the rotation from the first half. But a one time adjustment at half time is allowed.
Rotation Rule
· Each 5 player rotation consists of 1 offensive series and 1 defensive series.
· No free substitution.
· No player can sit more than 1 rotation in a row.
· No player can play more than 2 rotations in a row. (Unless 7 players or less show up)

· No player can play the entire game. (Unless 5 players show up)
· All offensive players should play QB, RB, WR/TE, and C during the course of the game/season. (those who want to and ask to)
· All defensive players should play BL, LB, CB, and NG during the course of the game/season. (those who want to and ask to)


Man to Man Defense Rules (Example)
Each defender must line up directly in front of the player, at the following depth, they are responsible (covering) for. 

Blitzer (BL) - Quarterback (QB) - (Must be 7 yards back, on center)

Cornerbacks (CB) - Wide Receivers/Tight Ends (L, R) – (No more than 3 ½ yards from LOS)

Nose Guard (NG) - Center (C) – (On the LOS)

Linebacker (LB) – Running Back (RB) (No more than 3 ½ yards from LOS)
If the RB is in the backfield, the LB covering the RB MUST line up in the Green Box, within a 1 yard box (horizontal) and within a 3 1/2 yard box (vertical) from where the RB lines up in the backfield 
If ANY defender is in the Red Box, it is considered a zone and illegal defense. 
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Running
· No Trick Plays – if you see it on utube, don’t run it.
· Only direct handoffs behind the line of scrimmage are permitted.  No laterals or pitches.
· Offense may use multiple handoffs behind the line of scrimmage.
· The quarterback cannot run with the ball directly from the center snap.

· The center cannot run with the ball.

· “No-running zones” located five yards from each end zone and five yards on either side of midfield are designed to avoid short-yardage, power-running situations.

· The player who takes the handoff can throw the ball from behind the line of scrimmage.

· Once the ball has been handed off, all defensive players are eligible to rush.

· Spinning is allowed, but players cannot leave their feet to avoid a defensive player (no diving).
· No flag guarding. Cannot push a defenders hand or body away.
· The ball is spotted where the ball carrier’s feet are when the flag is pulled, not where the ball is located.
Receiving
· All players are eligible to receive passes. 
(including the quarterback if the ball has been handed off behind the line of scrimmage)
· As in the NFL, only one player is allowed in motion at a time. 

· A player must have at least one foot inbounds when making a reception.
Passing

· Shotgun is allowed.

· The ball must be snapped to the QB awaiting the snap or another player who shifts into that position prior to the snap. A player in motion can not take the snap.
· Shovel passes are allowed. All Passes must be beyond the line of scrimmage.
· Pass must be thrown from behind the line of scrimmage.

· The quarterback has a seven-second “pass clock" to pass the ball. 

· If a pass is not thrown within the seven seconds, play is dead, loss of down. Once the ball is handed off, the seven-second rule no longer is in effect.
Rushing the Quarterback

Only one designated player (Blitzer – BL) can rush the passer and must be a minimum of seven yards from the line of scrimmage and on center when the ball is snapped.  (Montgomery NFL Flag Rule)

Once the ball is handed off, the seven-yard rule no longer is in effect, and all defenders may go behind the line of scrimmage. A special marker, or the referee, will designate seven yards from the line of scrimmage.
Dead Balls
Play is ruled “dead” when:

· Ball carrier’s flag is pulled.

· Ball carrier steps out of bounds.

· Ball carrier hits the ground.

· Ball carrier’s knee hits the ground.

· Ball carrier’s flag falls out.

· Touchdown or safety is scored.

Note: There are no fumbles. The ball is spotted where the ball hits the ground.

Non-Penalties (Warnings)


All warnings can be called by the referee or coach prior to the next play.
Illegal attire - jersey not tucked in, flags not at side.

Offside – beyond the line of scrimmage at the snap.

Illegal motion – more than one player moving, is moving forward at the snap.

Delay of game - 30 seconds to snap ball. 1 warning per team per half. Clock stops.

Penalties

All penalties will be called by the referee after the play has ended. Throw the flag at time of infraction.

Defense:  Games cannot end on a defensive penalty, unless the offense declines it.

Illegal contact – replay down from dead ball spot unless first down is achieved.
(tackling, holding, blocking, pushing, diving, interference etc.)

Illegal FLAG pull - replay down from dead ball spot unless first down is achieved.
(before receiver has ball, grabbing uniform first etc.)

Illegal rush – replay down from dead ball spot unless first down is achieved.
(starting rush from inside 7-yard marker, rusher not on center of ball, not rushing QB, crossing line before hand-off etc.)


Illegal defense – replay down from dead ball spot unless first down is achieved.

Offense:
Illegal contact – dead ball at spot of foul - down counts.
(tackling, holding, blocking (includes screening defenders), pushing, diving, interference etc.)

FLAG guarding – dead ball at spot of foul - down counts.
(ball carrier preventing a defender from grabbing the flag)

QB delay/sack – dead ball at spot of foul - down counts.
(QB holding ball for more than 7 seconds behind line of scrimmage)

Delay of game - 30 seconds to snap ball - loss of down - clock stops.
(in huddle more than 30 seconds)

Illegal forward pass - previous spot - down counts.
(pass thrown beyond line of scrimmage)
Illegal backward pass - previous spot – down counts.
(lateral)

Diagrams
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