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West Kings County Athletic League  
Flag Football Rules  

Revised August 2015 
1. Kick-off is at 1:30 P.M. or as soon as possible.  

2. Eight minute (stop-timed) quarters for A and B games, Six minutes 
for C and D games. Each team has two timeouts per half. No rollover 
on unused timeouts. 

REVISED 3. Where there is no visible clock, home teams must have 
an adult timer. If there is no adult timer available, the 

home official shall be responsible for running a 14-

minute running clock for each quarter.  

4. Each team must provide an official for each game. Officials' calls 
may not be overruled.  

** Took out the old rule 5 about must field A team 

before all others. Re-numbered 

5. Players become ineligible on their 16th birthday. Fourth and Fifth 
graders are ineligible for D teams if 12 years old on or before 
September 1st. 

6. Spectators must sit or stand five yards off the sidelines.  

7. Teams may use their own regulation ball: A- Intermediate or Youth. 
B, C,& D- Junior. 

REVISED 8. No casts, splints, or pads above the waist. No 

watches or jewelry may be worn.  Players may not wear 
cleats. 

9. A coach may not enter the huddle unless a team timeout is in 
effect. When officiating, coaches may call out plays for the team. 
When a choice of penalties is allowed, the coach is allowed to make 
that choice. 



Revision #1   8/31/15 

 

10. Such considerations as: timing, flags (16"+), officiating, jersey 
issues, flag color schemes etc. should be decided between the 
coaches prior to the game.  

11. Kick-off is from the 30-yard line. the offensive team receives from 
the 40-yard line. Receiving team must have three players on the 40-
yard line at kick-off. Kick must go at least ten yards before the kicking 
team can touch it. Receivers can play the ball as soon as it is kicked. 
If a kick goes out of bounds:  
(A. 5-yard penalty and re-kick,  
B. take the ball where it goes out of bounds, or  
C. ball is placed on the receivers 30-yard line. 
Five yards and re-kick for an illegal touch) 

12. The offense has 25 seconds to put the ball in play after it has 
been spotted by an official.  
(Delay of game- 5 yards- Repeat down) 

13. Except for substitutions, only eight players are allowed on the 
field at any time. If a team huddles, all eight players must be in the 
huddle (no sleepers). There must be a minimum of five players on the 
offensive line. Ends and backs are the only eligible receivers.  
(Illegal formation- illegal motion- 5 yards- Repeat down) 

NEW 14. A down is spotted according to where 

the ball was at the time the flag was pulled, not 

according to the position of the runner’s feet. 

The official closest to the runner must make 

that judgment.  

15. Four downs are allowed in one zone. A first down is gained when 
a zone is crossed into for the first time during that set of downs. Prior 
to fourth down, undeclared free kicks are allowed. Fourth down 
intentions must be declared. 

16. All fumbles can be advanced by either team. The ball cannot be 
stripped by defenders. The ball is considered stripped if it is pried 
loose from a tuck position. Stripping the ball or attempting to strip the 
ball is a violations. (Unnecessary roughness- 10 yards added to the gain). 
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17. The ball carrier may not be blocked, pushed or tackled. An honest 
effort must be made to pull the flag.  
(Unnecessary roughness- 10 yards added to the gain). 

18. The play is ruled dead at the spot of a flag guarding violation. 
Flag guarding can only occur when an opponent is near the runner. If 
a player missing one or both flags catches a pass, or is running away 
from the pursuit, and in the judgement of the officals could not have 
been caught, that player is allowed to score. 

19. The ball carrier is allowed one 360 degree spin to avoid 
defenders. Any combination of spins over 360 degrees results in a 
dead ball at the spot. Dead ball at the spot will be called for jumping 
over defenders unless they are in a prone, defenseless position. The 
ball carrier must attempt to avoid defenders, not run over or through 
them.  
(Unnecessary roughness- 10 yards back from the end of the run). 

20. Blockers and defenders cannot block or make intentional contact 
above the shoulders or below the waist. (Illegal use of hands- 5 yard 
penalty or let play stand). 
**Coaches must judge if contact was intentional and/or 
malicious to assess unsportsmanlike conduct- 10 yards. 

NEW 21. No physical contact may be made with the 

passer. A defensive player may block a pass only if it 

has left the hand of the passer. Any contact with the 

passer’s arm while it is in motion, or any contact that 

results from jumping into or falling on the passer will be 

charged as roughing the passer.  
(10 yards from previous spot or may be declined if the gain is greater) 

22. Defenders are allowed one bump of receivers at the line of 
scrimmage- beyond that the receivers cannot be impeded.  
(Defensive holding- 5 yards from the line of scrimmage and first down). 

23. Defensive pass interference is called while the ball is in the air 
and a defender actively interferes with the receiver's attempt to catch 
the ball. Face guarding, early contact and grabbing arms/hands are 
examples. (First down awarded at the spot of the violation). 



Revision #1   8/31/15 

24. Offensive pass interference is called in much the same way as 
defensive pass interference. One initial bump at the line of 
scrimmage is allowed. After that the defender cannot be pushed, 
thrown, or contacted in such a way as to give the receiver an unfair 
advantage. (10 yards back form the line scrimmage and repeat the down or 
loss of down with ball placed at the original line of scrimmage). 

25. Punts must be kicked from the backfield. Receiving team must 
have four players on the line of scrimmage. Defenders cannot rush 
the punter. Entire punting team and the four receiving team lineman 
may not leave until the ball has been kicked. 

26. Two-Point Conversions 
    A. Ball in play from 20-yard line  
    B. Two points for a score.   

27. Overtime 

A. Coin flip at the end of regulation decides overtime preference 
(offense or defense, then alternate). 

B. Teams use same end zone throughout overtime period.  

C. Teams have four plays from the 20-yard line to score. 

D. Turnovers end the possession.  

E. One time-out during each OT period. Play clock in effect only.  

F. All conversions are 3-yard line one point plays.  

G. Game ends when one team scores and stops the other. 
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