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FLAG FOOTBALL RULE SUPPLEMENT 
 
 
 
These rules and regulations for flag-football will supersede the rules in the regular Football Rule 
Book. All rules not covered in this supplement can be found in the National Federation of State 
High School Association. 
 
 
 
 
BASIC CONCEPT OF GAME 
 
 
 
A basic concept for the game of flag-football is for the ball carrier to avoid bodily contact with 
the defensive player. The defense should go for the ball carrier’s flag. The defense must play the 
flag and not the ball when pursuing a ball carrier. 
 
 
 
Flag-football is not tackle football; it is not power football. It is a different concept from power 
football in that the defense and the offense strive by speed, quickness, deception and ability to 
defeat the opponent. 





 
RULE 1 THE GAME 

 

Sec. 1 Flag-football is played with an inflated ball by two teams of eight players, each on a 
rectangular field 80 yards by 40 yards not including end zones (5 yards minimum – 10 
yards maximum). The team in possession has a series of downs numbered 1, 2, 3 and 4 to 
advance the ball into each 20-yard zone. There are no field goals. Any combination of 
eight (8) players for the team in possession may be used by linemen or backfield men, 
with all players eligible as pass receivers. 

 
Sec. 2 The game is administered by officials or an official whose duties are stated in the 

appendix of the National Federation Book with respect to flag-football. 
 
 
 
 
RULE 2 THE FIELD AND MARKINGS 

 
Sec. 1 The field shall be a rectangular area with dimensions, lines, zones as shown of the 

accompanying diagram. Dimensions may not vary more than 10 yards in length and 5 
yards in width. Minimum is 74 yards by 35 yards unless agreed upon by both coaches 24 
hours before game time. 

 
Sec. 2 Zone markers may be placed along both sidelines, but not on the field of each zone 

marking and end zone. Zone markers shall be construction of soft, pliable material. 

 
Sec. 3 Lines shall mark all boundaries, zones, and end zones (to include a center line). These 

lines may be either a non-caustic chalk or lines burned by a chemical. 
 

 

RULE 3 GAME EQUIPMENT 

 
Sec. 1 The official ball is JUNIOR size rubber or leather football. The ball must be properly 

inflated. It is not necessary to have white stripes on the ends. The officials shall 
determine if the ball is suitable for playing. A team may NOT use separate balls for 
scrimmage downs and for kicking purposes. The ball used for scrimmage downs will be 
the same used for kicking purposes. 

 
Sec. 2  Each team may use their own legal ball, in which it free kicks or snaps. 

 
Sec. 3  The referee may order the ball changed between downs if the field is wet. 

 
Sec. 4 A down marker, or other device, shall be used to mark all downs. This shall be provided 

by the home team or the game management, which shall also make available a competent 
person to operate this equipment. 

 
Sec. 5  A timing device (referred to as “The Game Clock” or “The Clock”) shall be provided by 



 
the HOME TEAM. The operator shall be a competent person from the home team unless 
time is kept on the field by a designated official. 

 

 

RULE 4 PLAYER DESIGNATIONS 

 
Sec. 1 Each team shall designate a player as field captain and only he may communicate with 

officials. 

 
Sec. 2 A non-player, substitute or attendant of either team shall not be outside his team box 

except to become a player. The team box is that area, which is out-of-bounds between 
both 20-yard lines and 2 yards or more behind the sidelines. 

 

 

RULE 5 PLAYER EQUIPMENT 

 
Sec. 1 No hard padding surface such as shoulder pads, rib pads, hip pads, thigh pads, or helmets 

may be worn. Soft kneepads may be worn on knees only. Soft thigh pad within football 
pants on the thigh only may be worn. Softball sliding pads, sweatbands, and headbands 
may be worn. Hand or arm pads are prohibited. 

 
Sec. 2 Jerseys of opposing teams must be on contrasting colors. The home team must adjust if 

there is a conflict. 

 

Sec. 3  Exposed jewelry or any other hard surface material may not be worn. 

 
Sec. 4 Shoes are required equipment (Bare feet or stocking feet are not permitted). Molded 

cleats, soccer, tennis, jogging, basketball, or training shoes shall be worn. Metal cleats, 
metal screw-on cleats, spikes and street shoes are illegal. 

 
Sec 5  Each  team  is  responsible  for  providing  their  own  official  CISL  belts  and  flags.  

CALIBRATION OF OFFICIAL BELTS AND FLAGS WILL OCCUR IN 2014. The 
belts shall have two flags attached, one on the left hip side, and one on the right hip side. 
Flag belts shall be worn tight enough to prevent slipping while the player is running. 
They shall be worn at waist level. Flags may not be altered in any way. Flags are not to 
be less than 2 inches in width or 15 inches in length from the top of the belt. Flags 
must be of contrasting color from the pants or shorts. Rip away type flags, metal covered 
flags and plastic clip style flags are all illegal. 

 
Sec. 6 Shirts must be firmly tucked inside the trousers so that the belt is visible. (Mid cut 

jerseys are illegal). 

 
Sec. 7 Flags cannot be shredded or cut in length. Flags may not have any foreign substance on 

them such as; oils, grease, rubber bands, etc. (officials use judgment by: a) Major penalty 
or b) Forfeit of game.) 



 
Sec. 8 Pants or jerseys that are torn away or ripped and interfered with the proper wearing or 

pulling of a flag are illegal. NOTE: Coach should carry in the equipment bag extra pants 
or shorts if needed. The player only needs to slip the new shorts over damaged ones to 
prevent any delay of game. Reasonable time will be granted to replace any torn uniforms. 

 
Sec. 9 The penalty for teams that use illegal flags will be a forfeit of game. Coaches are 

responsible to keep any unsafe or illegal equipment out of the game. 
 

Sec. 10 All players must wear a mouthpiece. 

 
Sec. 11 Pants or shorts with pockets, belt loops or rivets are illegal. CISL recommends football 

pants, gym shorts or seat pants. Pants that have beading or stripes must contrast with flag 
color. 

 
Sec. 12 Receiver gloves are not allowed. 
 

 

RULE 6 DEFINITIONS OF PLAYING TERMS 

 
Blocking—Teammates of the ball carrier may contact opponents with their arms provided: 

 
. C.I.F blocking is incorporated as of 9-10-01, allows for open hands and arms 

extended for blocking. The block must be between the waist and the shoulder of the 
opponent with at least one foot in contact with the ground during the block. Elbows 
should be kept within 6” - 8” inches of the body while blocking and hands facing out 
towards opponent.  

. 

Blocking from the rear is always clipping in Football. 

 
Diving – Ball carrier may not dive to advance the ball to gain extra yardage (5 yd. 
Penalty from spot of foul). 

 
Ball Theft – Defense must play the flag of runner that has possession of the ball. Defense 
is not to attempt stealing or stripping the ball carrier or the ball! (10 yds. from S.O.F.) 
Defense must play the flag, not the ball carrier or the ball. 

 
Charging – Any attempt by the ball carrier to run over or straight arm the opponent. The 
ball carrier shall strive to avoid the defense by ability. 

 

Free blocking zones – there is no free blocking zone in flag-football. 

 
Hurdling – is an attempt by a player to jump with one or both feet foremost over a player 
who is still on his feet. 

 
Legal Snap – A legal snap shall be such that the ball leaves the hands of the snapper and 
touches a backfield player or hits the ground. Once any snap hits the ground the ball is 



immediately dead and the succeeding down shall start at the yard line where ball first hit.  
The ball must travel between the legs of the center in a backward direction. A 
scrimmage down must start with a legal snap. An illegal snap causes the ball to remain 
dead. If a snapper lifts the ball during adjustment of the ball, prior to the snap, it is a dead 
ball foul for a snap infraction (5 yard penalty from line of scrimmage). The snapper must 
face his opponent’s goal line with his shoulders parallel to the line of scrimmage. 

 
Roughing Passer – Any contact with a passers’ arm before or during the release of a 
forward, lateral or backward pass. Unnecessary contact after the release of a pass is 

unnecessary roughness. Penalty 10 yards from line of scrimmage and automatic 1
st

 down. 

 
Player in Motion - One player may be in motion running parallel to the line of scrimmage 
prior to the snap. 

 

 

RULE 7 LENGTH OF PERIOD 

 
Sec. 1 Playing time shall be four ten minute running time quarters (except in the fourth 

quarter, see below). If at the end of the fourth quarter, the teams have identical scores, 
the tie may be resolved with the method in the section listed “Tie Breakers” in rule 18. 

 

1
st

 Quarter - Clock Time 10 minutes 
4 minute intermission  

2
nd

 Quarter - Clock Time 10 minutes 
Half Time Clock Time 10 to 15 minutes 

3
rd

 Quarter - Clock Time 10 minutes 
4 minute intermission  

4
th

 Quarter - Clock Time 10 minutes 

Sec. 2  Clock stops only for:  A) Time outs (starts on succeeding snap) 

B) Scores (start  on  succeeding  kickoff  when  touched  by 

(“Receiving team”). 

C) Penalties (starts once play is ready)  

D) Emergencies (starts once play is ready)  
 
NEW RULING: THE CLOCK SHALL STOP FOR AN INCOMPLETE PASS, OUT OF 
BOUNDS OR FIRST DOWN IN THE LAST TWO (2) MINUTES OF THE GAME. 
CLOCK RESTARTS AT THE SNAP OF THE BALL. (25 SECOND CLOCK STARTS 
WITH BALL READY. NOTE: THE CLOCK DOES NOT STOP FOR OUT OF BOUNDS 
OR INCOMPLETE PASSES DURING REGULATION TIME OF THE GAME. CLOCK 
DOES NOT STOP FOR A DECLARED PUNT. 
 

 

RULE 8 STARTING EACH PERIOD 
 

Sec. 1  NEW RULE – The winner of the pre-game coin flip may defer his choice to the 2
nd

 half. 



Sec. 2 Between the 1
st

 and 2 
nd

 and the 3
rd

 and 4 
th

 quarters, the teams shall change goals; team 

possession, number of the next down, and relative position of the ball and the distance to 
gain for first down remain the same. Team members may go to the sidelines during 
this time but must stay on the field. Both teams must be ready to resume play in one 
minute. One (1) coach may go onto the field with his/her team when an official time out 
has been called. 

 

 

RULE 9 CHARGED AND OFFICIAL’S TIME-OUTS 

 
Sec. 1 Three time-outs only may be charged to a team during each half of the game. Unused 

time-outs in the first half may not be carried over in the second half. 

 
Sec. 2 No single time-out shall exceed one minute. An official’s time-out may follow a charged 

time-out if it is for the continuance of a coach-official conference, or if a safety factor is 
involved. 

 
Sec. 3 After a team has used its permissible charged time-outs in a half, any subsequent request 

shall be denied unless it is for: (a) an injured player, (b) necessary repair to equipment; or  
(c) it is granted to review a misinterpretation of a rule. 

 
Sec. 4 If a time-out conference result in the decision altering an official’s ruling no time-out will 

be charged. If the official’s ruling prevails, the team requesting the conference will be 
charged with the time-out. 

 
Sec.5 One (1) coach may go onto the field at a time-out. 
 

 

RULE 10 BALL READY FOR PLAY AND DELAY 

 

The ball is ready for play when, after it has been placed in the middle of the 2
nd

 yard 
zone (middle of field) for a down and the referee gives the ready for play signal. The ball 
must be snapped within 25 seconds. Penalty – delay of game 5 yards and down over. 

 

 

RULE 11 PUTTING BALL IN PLAY 

 
Sec. 1 To start each half and to resume play after a try-for-point, the ball shall be put in play by a 

kickoff. 

 

Sec. 2  A snap shall put ball in play when a free kick is not specified. 

 
Sec. 3 Each legal snap shall be started in the middle of the two-yard zone for each scrimmage 

down. Snap must be between center's legs. 

 

Sec. 4  A free kick shall be started in the field of play, on or behind the restraining line and 



between the in bounds lines. 

 
Sec. 5 RULE ADDITION (9-11-00) A MINIMUM OF FOUR (4) PLAYERS MUST BE ON 

THE LINE OF SCRIMMAGE FOR ALL PLAYS INCLUDING PUNTS. 
 

 

RULE 12 DEAD BALL 

 
Sec. 1 In all cases, before a kick or after a kick has been possessed; any ball that hits the ground 

is ruled dead. On a fumbled snap, a hand-off that is fumbled or backward pass or 
lateral, once the ball hit the ground, it is immediately dead and put in play where the 
ball hits the ground. On a fumble that lands forward of the ball carrier the ball is put in 
play at the spot where the ball was fumbled and not the spot where the ball landed. 

 

Sec. 2 Inadvertent Whistle when the penalty is not accepted for a foul that occurred during the 
down and there is an inadvertent whistle while: A) A legal pass or snap is in flight, or 
during a kick, the down will be replayed. B) A player is in possession; the team may 
choose to accept the play at the point or choose to replay the down. 

 

 

RULE 13 SERIES OF DOWNS 

 
A team has four downs to advance the ball from wherever the team takes possession of 
the ball to the next zone. If they fail to reach the next zone in four downs, their opponent 

shall gain possession of the ball at the point where the ball is declared dead on the 4
th

 

down. In order for the ball carrier to score or to advance over the line for a first 
down, the ball carrier must advance with some part of his person over the line. This 
rule differs from the Federation Book when the ball carrier must only break the vertical 
plane. 

 

EXAMPLE (A) Ball carrier falls to ground, knee hits at 1-yard line, and then upper torso falls 

into end zone. NO SCORE 
 
EXAMPLE (B) Ball carrier steps over line with one foot or falls over line and first contact is  

over line. Score or 1
st

 down is awarded. 
 
 
RULE 14 KICK-OFF 

 

Sec. 1 All kick-off shall be from the offensive team’s thirty (30) yard line and shall travel at least 
twenty (20) yards toward the opponent’s goal, unless touched by the receiving team, in 
order to continue play. If the ball fails to travel twenty (20) yards and goes untouched, the 
receiving team has the option of:  
A) Taking possession of the all at the spot where the ball was declared dead.  

B) Forcing the kicking team to kick again with a five (5) yard penalty being assessed.  



 
Sec. 2 When a kick-off travels the required distance but goes out-of-bounds before reaching the 

opponent’s goal line the receiving team may:  
A) Take the ball at the spot where it went out-of-bounds  

B) Force the kicking team to kick again with a five (5) yard penalty being assessed.  

 
Sec. 3 When the ball is kicked, all players on both team must be in-bounds and behind their 

restraining line. 

 
Sec. 4 When a free-kick crosses the receiving team’s restraining line; all players on the kicking 

team become eligible to possess the ball but may not advance it. 9-28-05 (ALL  
MUFFED BALLS ARE TO BE CALLED DEAD) 

 
Sec. 5 The receiving team’s restraining line is twenty (20) yards from the kick-off. Both teams’ 

restraining line is the 30-yard line unless a penalty changes both restraining lines 
accordingly. 

 
Sec. 6 If the ball is touched by the receiving team and then goes out-of-bounds, the ball is to be 

placed in play at the point where it went out-of-bounds, but in the center of the field. The 
receiving team retains possession. 

 
Sec. 7 On kick-off returns any combination of eight (8) players may be used in any position by 

both the kicking and receiving teams providing both teams are on the field of play, 
behind their restraining lines, and between the inbounds lines. 

 
Sec. 8  Placing the ball on a player’s foot is not permitted on kick-off. 

 
Sec. 9 Special kicking or hard surfaced street shoes is not to be used by the kicker or any other 

player. 

 
Sec. 10 TOUCHBACK (not to be confused with a safety) – It is a touchback when a player or 

team causes the ball to go behind an opponent’s goal line and such opponent is in team 
possession, or a player causes the ball to go out-of-bounds behind the opponent’s goal 
line. Ball comes out to the 20-yard line. 

 
Sec. 11 On all kicks, if the ball goes into the end zone or out of the end zone, the ball is 

automatically dead. The ball will be put in play on the twenty (20) yard line. 
 

 

RULE 15 SCRIMMAGE KICKS 

 
Sec. 1 PUNTS – All punts must be declared. Captains are to notify officials whether or not the 

offense wishes a “declared kick.” All punts must be declared before a huddle. Once 
the decision to punt or play a scrimmage down has been made from the captain, it may 
not be rescinded unless a team calls a time out. The clock does not stop. 

 

Sec. 2  All punts must be kicked within 25 seconds from the time the official declares the ball 



ready for play. It is a delay of game not to punt within 25 seconds. 

 

Sec. 3 Kicking team may not move until ball is kicked. The ball must be punted from a 
distance of 5 yards behind line of scrimmage. PENALTY - Illegal procedure. Punter may 
take snap from “T” formation drop back 5 yards and kick. The ball must be punted from 
the center of the field by the punter. The ball must go past the line of scrimmage. The 
kicking team may not touch the ball until it crosses the line of scrimmage. The center is 
permitted to move one step laterally to avoid being hit by punt. 

 
Sec. 4 Defense must have at least 5 men on line of scrimmage until the ball is kicked. The 

defense may not move, stunt, wave hands or distract the kicking team prior to kick. 
 

Sec. 5  No scrimmage kicks are permitted unless they are declared. This includes “Quick” kicks. 

 
Sec. 6 If the ball touches the ground, before or after reaching the punter, the ball is considered 

dead at the spot at which it strikes the ground and the down counts. 

 
Sec.7 New Interpretation (9-7-04) Punting team may recover AND advance a muffed ball. 

(THIS RULE NO LONGER APPLIES) 

 
Sec 8. New Interpretation (9-7-04) Punts not advancing beyond the line of scrimmage shall 

be placed at original line of scrimmage and turnover. 
 

 

RULE 16 SNAPPING, HANDLING, AND PASSING THE BALL  
Legal Snap – A legal snap shall be such that the ball leaves the hands of the snapper and 
touches a backfield player or hits the ground. Once any snap hits the ground the ball is 
immediately dead and the succeeding down shall start at the yard line where ball first hit.  
The ball must travel between the legs of the center in a backward direction. A 
scrimmage down must start with a legal snap. An illegal snap causes the ball to remain 
dead. If a snapper lifts the ball during adjustment of the ball, prior to the snap, it is a dead 
ball foul for a snap infraction (5 yard penalty from line of scrimmage). The snapper must 
face his opponent’s goal line with his shoulders parallel to the line of scrimmage. 

 

 

RULE 17  SCORING AND TOUCHBACK 

Sec. 1  TOUCHDOWN 6 points 

SAFETY  2 points 

SUCCESSFUL TRY-FOR-POINT 

A. 2 yard line 1 point 

B. 5 yard line 2 points 

   

 
Sec. 2 After a touchdown, the scoring team is permitted to try-for-point(s) during which the try is 

attempted from the 2-yard line (for one point) or the 5-yard line (for two points). This 



 
involves one scrimmage down, which is neither numbered nor timed. Kicks are not 
permitted at this time. Any change of possession causes the ball to become dead 
immediately. The defense cannot score on any try-for-point. 

 

Sec 3 It is a safety when an offensive player causes the ball to become dead behind his goal line. 
 

 

Sec. 4 If one team leads another by (25) points or more anytime “AFTER” the conclusion of the 
THIRD QUARTER, the game shall be called. This rule is not in effect during playoffs or 
finals. CHANGED 8/31/09 

 
 
 
 
RULE 18 TIEBREAKER 

 
If a game is tied after regulation play, a flip of the coin will be held and the winner will 
have the choice of playing offense or defense for one down. Only one coin toss is to be 
used during tie breaker. 

 
The ball will be placed on the two (2) or five (5) yard line as requested by the offense. 
The offense will attempt to score. After one play, the teams switch from offense to 
defense and vice versa. The new team on offense will then notify the official whether 
they will attempt a one (1) or two (2) point play. 

 

EXAMPLE: Team “A” had the ball first and: 

A) Scored two (2) points  

B) Scored one (1) point  

C) Failed to score  

 
Team “B” when on offense must try for: 

A) Two (2) points to tie  

B) Two (2) points to win or one (1) to tie  

C) Score one (1) or two (2) points to win  

 
If both teams tie after the first down series, the same procedure continues until a winner 
is declared. No kicks or punts are allowed. If the defense intercepts or gains controls of 
the ball, the ball is to be whistled dead. (Same rule as on conversion) 

 
RULE 19 BLOCKING AND HELPING THE RUNNER 

 
Sec. 1 There shall be no block below the waist or above the shoulders by any player on 

the field at any time. 

 
Sec. 2 Offensive players shall not push, pull or lift the runner or grasp or encircle any 

teammate to form interlocked interference. 



 
Sec. 3 A player on defense may use unlocked hands, hand or arm toward off an opponent 

who is blocking or attempting to block him. 
 

Sec. 4  A defensive player shall not: 

A) Strike a player on the head; or  

B) Grasp or hold an opponent; or  

C) Add  momentum  to  the  charge  of  a  teammate  who  is  on  the  

line-of-scrimmage by shoving him. 
 

 

RULE 20 OFFENSIVE PLAYER – BALL CARRIER 

 
Sec. 1 The ball carrier shall strive to avoid the defense by agility. Attempts to run over, charge 

straight arm the opponent is illegal. A ball carrier may not steer his blockers. 

 
Sec. 2 If for any reason it becomes impossible to pull the flag or belt from a ball carrier, the play 

shall be whistled dead. 

 
Sec. 3 A ball carrier is down whenever he drops his belt or when an opponent pulls off the belt, 

except in special situations, as explained in Section 4. 

 
Sec. 4 When the ball carrier releases the ball and his flag are pulled and then the ball is returned 

to him, a tag (one or two hands above the waist) will down him. 

 
Sec. 5 Premature flag pulling by the defense on purpose in the judgment of the officials carries a 

10 yard “unsportsmanlike” conduct penalty and automatic 1
st

 down. The penalty may be 
refused by the offense and the gain may be taken. 

 

Sec. 6 A ball carrier may run up the middle (between center / guard) only if the ball is handed off 
or passed first. The ball carrier may run the ball between the guard / tackle without the 
ball being handed off or passed. 

 
Sec. 7 GUARDING THE FLAG – the ball carrier cannot protect his flags by guarding, hacking 

or holding the flag. 

 
Sec. 8 If the last defensive man between the ball carrier and the goal line is guilty of roughness 

against the ball carrier, the ball carrier shall be given the score he would have attained if 
he were not fouled. 

 
Sec. 9 BLOCKING THE OFFENSIVE CENTER – It is illegal for the defensive player to block 

the offensive center on or immediately after the initial snap or until the center assumes a 
blocking stance or has taken one step in any direction. 

 
Sec. 10 If during a down the uniform becomes a hindrance to pulling a flag at the fault of the ball 

carrier, the play will be blown dead at the fault of the ball carrier, the play will be blown 
dead at the first attempted amount of contact by the defense to pull his flag. 



 
Sec. 11 If the defense causes a shirt to hinder future flag pulling the play continues until the flag 

is pulled or ball becomes dead. 
 

 

CASE EXAMPLES FOR SECTION 10 & 11: 

 
SECTION 10: Receiver set at line-of-scrimmage has jersey poorly tucked in. During the running 

of his pattern his jersey comes out and hides his flags, even partially, the play is 
blown dead as soon as the defense makes any contact to pull his flag whether that 
attempt is successful or not. 

 
SECTION 11: If a ball carrier, who has his jersey properly tucked in, has his jersey pulled out by 

an unsuccessful attempt to pull his flags, the play will continue until the defense 
pulls his flags or the ball becomes dead. Any pulling or holding of the jersey 
during any succeeding attempt(s) still counts as a penalty against the defense. 

 
PENALTY: For personal foul (Sec. 6) - - 5 yards, (Sec. 1, 5, 7, 9,) - - 10 yard penalty. 

 
Sec. 12 No hideouts will be permitted. Offensive players must be 3 yards from 

the sideline. Exception: See Sec. 13 below. 

 
Sec. 13 If a team does not use a huddle, all offensive players must set 5 yards 

from sidelines. 

 
SEC. 14 A RUNNER MAY SPIN TO AVOID A DEFENSIVE PLAYER FROM 

PULLING A FLAG 

 
Sec. 15 RULE ADDITION (9-11-00) A MINIMUM OF FOUR (4) PLAYERS MUST 

BE ON THE LINE OF SCRIMMAGE FOR ALL PLAYS INCLUDING PUNTS. 

 
SPECIAL POINTS OF INTEREST 

 
FORWARD PASS - A forward pass may be thrown by the team that has put the ball in 
play from the line of scrimmage. Only one forward pass allowed. 

 
TOUCHBACK - If after an interception in the end zone, the player tries to run it out and 
his flag is pulled while in the end zone, it is still a touchback. An interception may be 
advanced out of the end zone. 

 

PASS RECEIVING - -If a player attempts a catch or an interception, or a recovery while 
he is in the air, the ball must be in his possession when he first returns to the ground in-
bounds prior to touching out-of-bounds. A receiver needs to have only one foot or any 
part of his body touch in-bounds before any part of his body is touching out-of-bounds 
when catching a pass. 



 
TIPS TO PLAYERS AND COACHES 

 
If your team receives a kickoff, the ball is dead when it touches the ground after possession. 
The ball remains alive when it has not been touched by the receiving team. The ball is dead when 
it crosses the receiving team’s goal line. 
9-28-05 (ALL MUFFED BALLS ARE TO BE CALLED DEAD) 

 
If your team FREE kicks, once the ball is kicked you may use your hands to ward off the 
blockers. 

 
When on defense – You may use your hands while on offense only when applying a legal block. 
While blocking, you must block between the waist and the shoulders. 
 

 

RULE 21 ENFORCEMENT OF PENALTIES (AFTER A FOUL) 

 
Sec. 1 When a foul occurs during a live ball, the referee shall, at the end of the down, inform the 

captain of the offended team regarding the right of declination and acceptance of penalty.  
The captain’s first choice of options may not be revoked. In case of a double foul, 
captains are not consulted.  

Sec. 2 When a foul occurs during a dead ball between downs or prior to a free kick or snap, the 
official shall not permit the ball to become alive. The captain of the offended team will be 
presented with the options that he may accept or decline. 

 
Sec. 3 When a live ball foul by one team is followed by a dead ball foul by the opponent, the 

penalties are administered separately and in the order of occurrence. 
 

 

RULE 22 ENFORCEMENT  OF  PENALTIES  (BASIC  ENFORCEMENT 

SPOTS) 

 
Sec. 1 If a foul occurs during a down, the Basic Enforcement Spot is fixed by the type of play. 

There are two types of play:  
A) A Loose Ball Play is action during:  

1) A free kick or scrimmage kick;  

2) A legal forward pass;  

3) A backward pass made by A from on or behind his line-of- scrimmage. A   
loose ball play also includes the run (or runs) which precedes such 

legal pass or kick.  
B) A Running Play is any action not included in item A.  

 
Sec. 2 If a foul occurs during a loose ball play, the Basic Enforcement Spot is the previous Spot 

(Line-of-scrimmage downs). 

 

Sec. 3  If a foul occurs during a running play, the Basic Enforcement Spot is the spot where the 



 
related run ends. The run ends where the player loses possession if his run is followed by 
his fumble or pass. If the runner does not lose possession, his run ends where ball 
becomes dead. 

 
RULE 23 ADMINISTERING PENALTIES 

 
Sec. 1 The penalty for any foul between downs and any non-player foul is from the succeeding 

spot. 

 
Sec. 2 The penalty for a foul which occurs simultaneously with a snap or free kick is 

administered from the previous spot, which is the spot of the snap or the free kick. 

 
Sec. 3 The penalty for a foul during a running play is from the Basic Spot (where run ended) 

unless the foul is by the offense and occurs behind the Basic Spot. In that case, it is from 
the spot of the foul. 

 

 

RULE 24 SPECIAL ENFORCEMENTS 

 
Sec. 1 A measurement cannot take the ball more than half the distance from the enforcement spot 

to the offending team’s goal line. If the ordinary distance is greater than this, the ball is 
placed halfway from the spot of enforcement to the goal line. 

 

Play – A’s ball, 2
nd

  and goal from B’s 12. Player B-1 (A) holds during run and ball  
becomes dead at B’s 10; or (B) interferes in his end zone during a forward pass. Ruling: 

In (A) it is 2
nd

 and goal from B’s 5. In (B), it is 1
st

 and goal from B’s 6. 

 
Sec. 2 If the offensive team throws an illegal pass from its end zone or commits any other live 

ball foul which the penalty is accepted and measurement is from on or behind its goal 
line, it is a safety. For a defensive team foul, if the enforcement spot is on or behind the 
offended team’s. 

 
Sec. 3 If there is a foul by the defense, during a down which results in a successful touchdown or 

try by A, the penalty may be measured on the succeeding spot. 

 
Sec. 4 The referee’s decision to forfeit a game is final. C.I.F rules shall apply to any situation not 

covered by CISL rules. 

 
Sec. 5 The referee has authority to rule promptly, and in the spirit of good sportsmanship, on any 

situation not specifically covered in the rules. 

 

CISL POLICY REGARDING 

(EMERGENCY, WEATHER, FLAGRANT FOULS) 

 
1) Shortened Period - A period or periods may be shortened in any emergency by agreement 

of the opposing field captains and the head official.  



 
2) Interrupted Game - An interrupted game because of events beyond the control of the 

responsible administrative authority shall be continued from the point of interruption 
unless the teams agree otherwise.  

 
3) Weather:   

a) When weather conditions are construed to be hazardous, the CISL assigned 
supervisor is authorized to delay or suspend the game.  

 

b) Any suspended game will resume from that point on the rescheduled date.  

 
4) Flagrant Fouls:   

a) The referee has the right to eject a player if the player commits a 
flagrant foul.  

 

 

PENALTY ENFORCEMENT 

 

In the National Federation Football rules, the penalty enforcement philosophy is based 
upon the principal that a team is entitled to the advantage of distance gained without the 
assistance of a foul. Because of the all-but-one penalty enforcement principal, it is 
unnecessary to memorize 101 different rules. It defines a simplified penalty system. If a 
foul occurs during a down the basic enforcement spot is fixed by the type of play. The 
following are some of the basic football axioms and fundamentals: 

 
1. There are only two penalties-losses of 5 yards or loss of 10 yards. NOTE: All 

major penalties are 10 yards in flag football.   
2. A foul does not kill the ball or cause it to become dead and there is no penalty that 
causes loss of   

the ball.  

3. If a foul occurs when the ball is alive, there is no signal until the down is ended.  

4. A down is the basic unit of the game and each begins when the ball becomes alive  

and ends when  

the ball becomes dead.   
5. There are two types of downs, a scrimmage down and a free kick down.  

6. When a down is in progress, the ball is alive and when it is dead, it is a between  

downs period.  
 

 

LOSS OF 5 YARDS 

 
1. Delay of game or illegal substitution 

2. Encroachment 

3. False start or any illegal act by the snapper 

4. Player of offense illegally in motion 

5. Illegal shift 



6. Illegally handing ball forward  
7. Illegal forward pass by offense or defense (if by offense the down counts) 8. 
Substitute or coach violating team box requirements  
9. Free kick infraction  
10. Illegally running up the middle (no handoff or pass between center / guard) at 

scrimmage line  
11. Illegal position at snap 

12. Helping the runner 
 

 

LOSS OF 10 YARDS 

 
1. Delaying start of any quarter 

2. Forward  pass  interference  (if  by  offense  the  down  counts;  first  down  if  by 

 defense) 

3. Illegal blocking 

4. Illegal block below waist 

5. Illegal use of hand 

6. Clipping 

7. “Unsportsmanlike”-like conduct 

8. Illegal participation 

9. Illegally kicking a ball 

10. Illegally batting a ball 

11. Attendant illegally on the field 

12. Flag guarding, straight arming (if by offense the down counts) 

13. Charging; hurdling 

14. Unnecessary roughness; personal fouls 

15. Roughing passer 10 yards penalty and automatic first down 

16. Roughing ball carrier; tackling 

17. Premature flag pulling 

18. Illegally blocking offensive center 

19. Hideouts 
 
 
 
MEASUREMENT REDUCED TO HALF DISTANCE TO GOAL LINE: When measurement 
spot for a 10 yard penalty is inside the 20 yard line or; when measurement spot for a 5 yard 
penalty if inside the 10 yard line. 
 


