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FIRST CLASS ATHLETICS 
FLAG FOOTBALL RULEBOOK 



League Format: 7v7 Flag Football
Established: Fall 2023
Website: 1stclassathletics.com
Instagram: @firstclassathleticsllc






League officials have full authority over all on-field rulings and interpretations. Their decisions are final. Any situation not specifically addressed in this rulebook shall be resolved at the discretion of league officials in the interest of player safety, competitive balance, league integrity, and sportsmanship.
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I. Equipment & Player Eligibility:

a. Footballs 
i. Teams may use any regulation-size football.
ii. League officials reserve the right to inspect all footballs for size and inflation before or during a game.
iii. Any football determined to be improperly sized of inflated shall be removed from play. 
b. Flags 
i. All players must wear league-approved flag belts.
ii. Flags must be worn on the hips and remain fully visible at all times. 
iii. Flags may not be altered, tied, shortened, tucked, or secured in any manner that creates an unfair advantage. 
c. Jerseys
i. Teams must wear matching jerseys or shirts of the same primary color. 
d. Footwear
i. Rubber cleats, molded cleats, turf shoes, and athletic shoes are permitted.
ii. Metal cleats are prohibited. 
e. Roster Requirements 
i. Teams may carry a minimum of seven (7) players and a maximum of (15) players on their roster.
ii. Rosters shall become final at the commencement of week 1 league play. 
iii. No player additions, substitutions, transfers, replacements or roster modifications shall be permitted once rosters become final. 
iv. The use of an ineligible player may result in forfeiture of games, player suspension, or additional disciplinary action by the league. 
v. A team must have at least five (5) players present to begin a game. Teams unable to field a minimum of five (5) eligible players within ten (10) minutes of the scheduled start time shall forfeit. A forfeited game shall be recorded as a 28-0 final score. 
vi. A team that legally starts a game with five (5) or more players may continue the game with four (4) players due to injury or ejection. 

II. Field Dimensions  

a. Field Specifications 
i. The standard First Class Athletics playing field shall measure seventy (70) yards in total length and thirty (30) yards in width.
ii. The field shall consist of:
1. Fifty (50) yard playing field
2. Two (2) ten-yard end zones
iii. Field dimensions may be modified by the league commissioner due to facility limitations, field conditions, or safety concerns. 
b. First Down Marker
i. The line-to-gain shall be located at midfield (25-yard line). 
ii. The offensive team shall have four (4) downs to advance the ball from its own five-yard line to midfield. 
iii. Upon reaching mid-field, the offense shall be awarded a new series of four (4) downs to score.
iv. No additional first downs may be earned beyond midfield, unless done so by penalty. 
c. Starting Field Position 
i. All offensive possessions shall begin at the team’s own five (5) yard line unless otherwise specified by rule. 
ii. Possessions may begin at an alternate location as the result of penalties, turnovers, successful onside kick attempts, or overtime procedures. 
d. No-Run Zones
i. A no-run zone shall extend five (5) yards before midfield and five (5) yards before the opponent’s goal line. 
ii. When the line of scrimmage is established within a no-run zone, the offense must attempt a forward pass. 
iii. No-run zones shall be identified by disc cones. 
e. Conversion attempts
i. A one-point conversion shall be attempted from the opponent’s five (5) yard line.
ii. A two-point conversion shall be attempted from the opponent’s ten (10) yard line.
iii. Running plays are prohibited on all conversion attempts. 	
f. Field Markings
i. End zones shall be identified by pylons.
ii. The midfield line-to-gain marker shall be identified by triangular cones.
iii. No-run zones shall be identified by disc cones.
g. Ball Placement 
i. The ball shall be spotted based upon the location of the ball carrier’s hips at the moment the flag is legally removed.
ii. The position of the football itself shall not determine forward progress.
iii. A player may not dive, hurdle, leap, or leave their feet while advancing the football.
iv. Any player who leaves their feet in an attempt to gain additional yardage shall be ruled down at the point where they became airborne. 
	

III. General Rules 

a. Game Format
i. Games shall be played in a seven (7) verses seven (7) format.
ii. Regulation games shall consist of two (2) twenty-two (22) minute halves separated by a three (3) minute halftime period. 
b. Clock Operations 
i. The first half shall be played under a continuous running clock. 
ii. The game clock shall stop only for:
1. Team timeouts 
2. Official timeouts
3. Extended injuries 
4. Other situations deemed necessary by the officiating crew
iii. During the final two (2) minutes of the second half, standard clock stoppage rules shall apply when the score differential is sixteen (16) points of fewer. 
c. Timeouts
i. Each team shall be awarded (2) sixty-second timeouts per half.
ii. Unused timeouts shall not carry over to the second half or overtime.
d. Coin Toss
i. The visiting team shall call the coin toss.
ii. The visiting team is the team listed first on the schedule. 
e. Possessions 
i. All offensive possessions shall begin at the team’s own five (5) yard line unless there is a turnover. 
ii. If you elect to punt, the other team will get possession on their own five (5) yard line. 

IV. Pre-Snap Movement 

a. The Snap
i. The ball must be snapped from the ground.
ii. The center shall be considered an eligible receiver immediately upon completing the snap.
iii. A snap that touches the ground prior to reaching the quarterback shall be ruled a dead ball.
iv. The play shall be immediately blown dead and the ball shall be spotted where it initially touched the ground. The down shall count. 
v. The offense shall have twenty-five (25) seconds to legally snap the ball after it has been declared ready for play by the officials.
b. Player Motion
i. Only (1) offensive player may be in motion at the time of the snap.
ii. A play in motion must be moving parallel to the line of scrimmage or backward at the snap.
iii. Forward motion toward the line of scrimmage prior to the snap is prohibited.
c. Offensive Formation
i. The offensive may have no more than three (3) players aligned in the backfield prior to the snap.
ii. All other offensive players must be positioned on the line of scrimmage.
d. False Start
i. Any offensive player simulating the start of a play through an abrupt movement, flinching, or shifting after becoming set shall be guilty of a false start.
ii. False start is a dead-ball foul and the play shall be immediately blown dead. 
e. Illegal Motion
i. More than one player in motion at the snap shall result in an illegal motion penalty.
ii.  Player moving toward the line of scrimmage at the snap shall result in an illegal motion penalty.
iii. Failure to satisfy motion requirements outlined in this section shall result in an illegal motion penalty. 

V. Blocking 

a. Legal Blocking 
i. Offensive players may block defenders using their hands only.
ii. Blockers may extend their arms and apply force from the chest outward. 
iii. Blocking contact must remain above the waist and below the neck. 
iv. Downfield blocking is permitted.
b. Five-Yard contact
i. Defenders may engage in contact within five (5) yards of the line of scrimmage.
c. Prohibited contact
i. The following are prohibited:
1. [bookmark: _GoBack]Shoulder/elbow blocking
2. Blocking below the waist
3. Blocking above the shoulders
4. Excessive or unnecessary contact 
d. Illegal Picks
i. Offensive players may not intentionally impede a defender’s path to create an advantage for another player.
ii. Illegal picks shall result in a penalty.

VI. Rushing the Quarterback 

a. Rush Count 
i. Defenders may rush the quarterback after an official three (3) second count 
ii. The rush count shall be administered by the official. 
iii. Defenders may not cross the line of scrimmage prior to the completion of the rush count unless a blitz has been declared. 
b. Blitzes
i. Each defense shall be permitted one (1) blitz per first down series. 
ii. A defender intending to blitz must clearly declare “BLITZ” prior to crossing the line of scrimmage. 
iii. Once a new first down is awarded, the defense shall receive a new blitz. 
c. Quarterback Runs
i. The quarterback may not run the football unless a blitz has been declared.
ii. If a defense declares a blitz while the offense is operating in a designated no-run zone, the quarterback shall be permitted to run the football.  
d. Handoffs & Laterals
i. Following a handoff, pitch, or lateral, all defenders may immediately cross the line of scrimmage and pursue the ball carrier.
ii. The three-second rush count shall no longer apply once possession changed from the quarterback. 
e. Encroachment
i. Defenders crossing the line of scrimmage prior to a legal rush, blitz, or handoff shall be penalized for encroachment. 

VII. Onside Kicks

a. Onside Kick Eligibility
i. A team may attempt an onside kick following a scoring play.
ii. An onside kick shall serve as an alternative to surrendering possession to the opposing team.
b. Onside Kick Procedure
i. The offensive team shall receive one (1) play from its own five (5) yard line. 
ii. The offense must gain a first down on the play.
iii. If successful, the offensive team shall retain possession and begin a new series from its own five (5) yard line.
iv. If unsuccessful, possession shall be awarded to the opposing team five (5) yards short of midfield with a first down.
v. All scoring plays (touchdowns, interceptions for touchdowns, safeties) stand. 

VIII. Overtime 

a. Overtime Eligibility 
i. Overtime shall be used for all playoff games.
ii. Regular season games may end in a tie. 
b. Overtime Procedure 
i. Prior to overtime, a coin toss shall determine which team possesses the ball first.
ii. Each team shall receive at least one offensive possession.
iii. Possessions shall begin five (5) yards into opponent territory. 
iv. Teams shall have four (4) downs to score.
v. Extra point attempts shall be permitted following touchdowns. 
c. Sudden Death Shootout 
i. If the score remains tied after three (3) possessions by each team, we will enter sudden death.  
ii. Each team shall receive one (1) offensive play from the opponent’s ten (10) yard line. 
iii. No extra point attempts shall be permitted. 
iv. Interceptions can be returned. 
v. Teams will alternate until a winner is declared. 

IX. Standings 

a. Tiebreaking Procedures
i. In the event two or more teams finish the regular season with identical records, ties shall be broken in the following order:
1. Head-to-Head result 
2. Point Differential 

X. Tournament Rules 

The following rules shall apply to all First Class Athletics tournaments unless otherwise specified by the tournament director. 

a. Field Dimensions
i. Tournament field dimensions may be modified to accommodate multiple playing fields at a single venue.
ii. The tournament director reserves the right to adjust field dimensions based on venue limitations, field availability, and event logistics. 
b. Game Length 
i. Tournament games shall consist of two (2) sixteen (16) minute halves.
ii. Halftime shall consist of a two (2) minute intermission.
c. Timeouts
i. Each team shall be awarded one (1) sixty-second timeout per half. 
ii. Unused timeouts shall not carry over to the second half or overtime.
d. Clock Operations 
i. The game clock shall run continuously throughout the first half and the majority of the second half. 
ii. During the final two (2) minutes of the second half, standard clock stoppage rules shall apply when the score differential is eight (8) points of fewer. 
e. Rulebook Authority 
i. All other rules contained within the First Class Athletics Official Rulebook shall remain in effect unless specifically modified by this “Tournament Rules” section. 
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