
2018 Waukee Flag Football Rules 
1) ROSTERS 

a. Players are divided into Kindergarten – 1st Grade Division and 2nd – 3rd Grade Division.  
b. Teams must start games with a minimum of 7 players. In the event of an injury, a team may play with 

5 players on the field, but no fewer than 5.  
c. Coaches must ensure that every attempt to achieve equal playing time per game is made.  There is 

no carry-over from a prior game or promises to make-up time the following week.  40 minutes of 
game time divided equally each week.   Violation will result in forfeiture of games.  

 
2) PRACTICES 

a. Saturday pre-game practice for 30 minutes prior to game (see map for location) 
b. One 60 minute practice per week is allowed.  Attendance will NOT impact playing time. 
 

3) EQUIPMENT 
a. Mouthpieces 

i. All players must wear a mouthpiece to participate in games and practices.   
ii. Will be available for purchase at Concession Trailer on game days for emergencies 

 
b. Uniforms 

i. Players receive an official NFL Flag belt & Jersey.  Jerseys must be tucked in.  
ii. Allowed: Gloves, elbow pads, tape (except on hands), knee pads, winter beanies. Shoes or 

cleats must be worn.  
iii. Not Allowed: Braces with exposed metal, jewelry, hats, do-rags, metal cleats. Game day pants 

or shorts cannot be the same color as the player’s flags.   
iv. All jerseys MUST be tucked in before play begins and flags must be worn on each hip, 

completely free from obstruction.   
 

c. Coaches Equipment 
i. Coaches are loaned an equipment bag with Cones and Footballs for the season.   
ii. Games will be played with official NFL Flag Footballs provided in bags.  
iii. Bags, footballs and cones will be returned to the concession stand immediately following your 

final game.   
 

4) GAME RULES 
a. Game Field 

i. Fields are 30 yards wide and 53 yards wide with two 10-yard end zones marked by the 
sidelines.  There is a midfield line-to-gain in the center of the field.  

ii. 5-yard No-Run Zones precede the line-to gain and each end zone.  These prevent power run 
plays in short yardage situations. Ball must be advanced with a forward pass in these zones.   

iii. Stepping on the boundary line is considered out of bounds.  
iv. If the offense incurs a loss-of-yardage after crossing the midfield line-to-gain, they are not 

required to pass the ball again.   
 

 



b. Coin Toss 
i. Pre-Game midfield coin toss determines possession. Visiting team calls the toss.   
ii. Winner chooses offense or defense, loser chooses direction.   
iii. Possession and direction changes at halftime.  

 
c. Clock  

i. A 30 second play clock begins immediately when the ball is spotted.  One warning per game 
will be given, followed by a 5-yard penalty.  

ii. Game clock is continuous for 20-minute halves. Halftime may 5 minutes or less.   
iii. Clock stops only for timeouts (1 per half), injury or at the official’s discretion.  
iv. If a team gains a 28-point advantage, the game is over but will continue unscored.    
v. Substitutions may be made during any dead ball by both offense and defense 
vi. If the score is tied at the end of regulation, overtime will be used to determine a winner. 

 
d. Overtime Format 

i. Coin flip called by visiting team determines first possession, with subsequent possessions 
alternating between teams until conclusion of game.  

ii. Offense runs one play from the defenses 5-yard line to score one point (must pass) or from the 
defense’s 10-yard line for two points (run or pass). Must declare prior to huddle.  

iii. Possession then switches and the opponent attempts to match or beat their score. If they fail, 
the game is over.  

iv. Teams must “go for two” from the 10-yard line starting with the third round of overtime.  
v. There are no timeouts.  

 
e. Scoring 

i. Forfeits   28-0 score for the winning team.  
ii. Safety    2 points – Ball declared down in own end-zone 
iii. Touchdown   6 points  
iv. 1-Point PAT   1 point – 5-yard line, must pass 
v. 2-Point PAT   2 Points – 10-yard line, run or pass 

The offense declares PAT choice after TD is scored, prior to 
huddling. Must charge timeout to change declaration.  

5) Offensive Rules 
a. Possession & Line-To-Gain 

i. Offense begins at the 5-yard line and has four (4) plays to cross midfield.  
ii. After crossing midfield, four (4) additional plays are given to score a touchdown. 
iii. If offense does not cross midfield or score, opponent takes possession at their own 5-yard line.   
i. On interceptions, possession is taken at spot where defender is declared down. Interceptions 

can be returned for touchdowns.  PAT’S cannot be returned for a score.   
ii. QB must handoff within 5 seconds of snap or play is dead + loss-of-down.   

 
b. Offensive Formations 

i. Minimum of 3 offensive players on line of scrimmage.  1 player may motion parallel to the LOS.   
ii. All offensive players except the QB are eligible to run or catch the ball 
iii. The center must snap and release the ball directly to the QB in a rapid and continuous motion.   
iv. Offensive blocking above the waist is legal within 3 yards of the LOS but not downfield.   

 
c. Passing & Receiving 

i. A forward pass must cross the line of scrimmage.  Laterals are not allowed.  
ii. The QB has 7 Seconds to pass or the play is dead & loss of down.  Ball returns to the LOS.  
iii. 7-second clock sacks do not result in a Safety if QB is in their own end-zone.  
iv. Simultaneous possession of a forward pass reception is awarded to the offense.  

 
d. Running 

i. Handoffs must be made behind the line of scrimmage and center cannot take handoff.  
ii. The ball is spotted where the runner’s feet are when the flag is pulled.  
iii. The quarterback or center cannot directly run with the ball.  
iv. Any player who receives a handoff can throw the ball from behind the line of scrimmage.  
v. Once the ball has been handed off, all defensive players are eligible to rush.  
vi. Spinning is allowed.  Stiff-arms, diving, charging, diving, jumping or other attempt to prevent a 

flag pull will result in a Flag Guarding penalty.   
vii. Runners must attempt to avoid contact and will receive an unsportsmanlike conduct penalty.  
viii. Play is ruled “dead” when; ball touches the ground, bad snap, incomplete pass, flag pull, step 

out-of-bounds, reception by player without a flag, 7-second pass clock expires, ball carrier’s 
flag falls off, 5-second handoff clock expires, inadvertent whistle or ball carrier’s knee, arm or 
elbow touches the ground.   

ix. There are no fumbles. Ball is spotted where the ball-carrier’s feet were upon fumbling.  
 



6) Defensive Rules 
a. Alignments 

i. All defensive players must wait until the ball is handed off to cross the line of scrimmage 
except a designated rusher.  Defenders may cross the LOS when RB touches the ball.  

ii. Man and Zone defensive strategies are allowed.   
 

b. Designated Rusher 
i. 1 designated rusher is allowed and must begin 10 yards from scrimmage.  Defense does not 

have to identify this player to the offense but does need to tell the official who will mark the 10 
yard rush line.      

ii. If rusher leaves early (breaks the 10-yard area), they may return & rush again.  
iii. Rushers can block the ball or pull the QB’S flag.  No other form of contact can be initiated.  
iv. A safety is awarded if a QB’S flag is pulled in their own end-zone.   

 
c. Flag Pulling 

i. A legal flag pull takes place when the ball-carrier is in full possession of the ball.  
ii. Defenders can dive to pull flags but cannot tackle, hold or run through the ball-carrier.  
iii. Stripping the ball is illegal and there are no fumbles.   
iv. If a ball carrier’s flag falls off the play ends and the ball is placed where the flag lands.  
v. Defensive players may not pull the flags off of non-ball carriers.  

 
7) Penalties 

a. The referee will call all penalties without attempted influence by coaches, fans or players.   
b. Coaches may visit the Game Day Administrator before, during or after games for clarification of 

rules.  However, play will continue to avoid delay.      
c. Live ball penalties are assessed first, then dead ball penalties (categorized below).   

 
d. Defensive Penalties 

i. Unnecessary roughness    +10 yards and automatic first down  
ii. Unsportsmanlike conduct   +10 yards and automatic first down  
iii. Mimic offensive snap/signal  +10 yards and automatic first down 
iv. Offsides      Dead ball, +5 yards from LOS & 1st Down, warning 

allowed  
v. Illegal Rush: <10 yards from LOS +5 yards from LOS and automatic first down  
vi. Early Rush     +5 yards from LOS and automatic first down 
vii. Flag Pull without ball   +5 yards from LOS and automatic first down  
viii. Roughing the passer    +5 yards from LOS and automatic first down  
ix. Taunting      +5 yards from LOS and automatic first down 
x. Pass Interference    Automatic 1st down from spot of foul 
xi. Holding      Automatic 1st down from spot of foul 
xii. Stripping ball     +10 yards from foul & automatic 1st down 

 
e. Offensive Penalties 

i. Unnecessary roughness    -10 yards and loss of down  
ii. Unsportsmanlike conduct   -10 yards and loss of down  
iii. False Start      Dead Ball & -5 yards from LOS & loss of down, warning 

allowed 
iv. Illegal forward pass    -5 yards from LOS and loss of down  
v. Offensive Pass Interference  -5 yards from LOS and loss of down  
vi. Illegal motion     -5 yards from LOS and loss of down  
vii. Delay of game     -5 yards from LOS and loss of down 
viii. Holding      -10 yards and loss of down  
ix. Flag Guarding    -10 yards from spot and loss of down (strictly enforced) 
x. Stiff Arming     -10 yards from spot and loss of down (strictly enforced) 
xi. Diving      -10 yards from spot and loss of down (strictly enforced) 

 
f. UNSPORTSMANLIKE CONDUCT: 

i. FOUL PLAY WILL NOT BE TOLERATED! Play will be stopped if any acts of intentional 
tackling, elbowing, cheap shots, or other unsportsmanlike conduct occurs and players will be 
ejected.  No appeals will be considered.  

ii. Inappropriate language by expressly prohibited. Officials may warn or eject immediately.   


