FLAG FOOTBALL
RULE BOOK

www.leaguelineup.com/esfl

ILLEGAL DEFENSIVE FORMATION
“Illegal Defensive Formation” is a dead ball foul and will be called prior to the snap. A maximum of 2
Defensive players are permitted in the “Defensive Center Zone”, prior to the snap of the ball. If a team
is called for “illegal defensive formation” a 5 yard penalty will be assessed from the original spot of the
ball.
***Defensive Center Zone – The area located between the outside shoulders of the Offensive Guards
and 1 yard deep into the defensive end of the field.
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1. Field Dimensions – The field dimensions are 80 yards long by 35 yards wide.
2. Team Boxes – Shall be marked on each side of the field between the 20-yd lines, of the Flag
Field.
3. Game Balls – An approved ESFL logo ball, size: K2
a) Each team will provide their own game ball.
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4. Referees – There will be three qualified referees on the field. Two referees are permitted to
officiate a game when three referees are not available.
a) Referee Fees - The home team will be responsible to pay each referee present for that days
game.
b) Payment of fees – Franchises are required to pay referees by halftime of a given game. Each
referee must receive their payment in exact amounts by either cash or check.
c) Unpaid Referee fees – Any referee that does not receive payment for any reason will be paid
by the ESFL. ESFL will collect all unpaid fees
d) No Contest or Shortened Games – Franchises are required to pay referees regardless of
duration of game. The ESFL will pay referee fees for the No Contest make-up games.
5. Coaching (on field) - Only one (1) coach per team is permitted on the playing field during the
game.
a) Once the huddle is broken there is to be no moving or coaching of the players, in any manner,
on the field.
b) Only one coach is allowed to go up and down the sidelines as long as they are not sending in
players. All other coaches and player must stay in the coach’s box. Which is between the 20 yard
lines
c) On field coaches must be ten (10) yards behind the deepest player from the line of
scrimmage.
d) All coaches must sign and adhere to the ESFL coaches’ agreement.
e) This rule is enforced at the referee’s discretion.
6. Required Participation – Each player must play a minimum of 4 plays per half.
7. of players – The game is to be played with no more than eleven (11) players and no less than
nine (9) players. If one team has less than nine (9) players then the game is considered to be a
forfeit and the rest of the game is played as an exhibition.
a) The team with the full roster of players is not required to play with the same number of
players.
8. Breaking the Huddle – Upon breaking the huddle all players must have; Jerseys and belts tucked
in; mouth pieces in; two (2) flags worn one (1) on each hip. If a player is called for an equipment
violation a five (5) yard penalty will be assessed from the line of scrimmage.
a) This penalty is up to the Referees discretion.
9. Field Goals – There are NO field goals or kicked extra points.
10. Two Point Conversion – Teams must notify the referee after scoring a touchdown if they want
to go for two points
a) The ball is placed on the 10 yd line.
b) Two points are awarded if the offensive team scores (run or pass).
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11. Kick-offs –
a) If a Kick-off is kicked out of bounds:
i.
The receiving team will take possession of the ball at the spot the ball goes out of
bounds.
b) If a ball is muffed or tipped on a kick-off:
i.
A muffed ball can not be advanced at any time. The ball will be spotted at the spot
the ball is first touched by the receiving team.
ii.
If a ball is touched, by the receiving team, in anyway and it hits the ground, the ball
will be dead and spotted where the ball first touches the ground.
12. Punting – If a team elects to punt the ball on 4th down, the on field offensive coach must notify
the referee prior to breaking the huddle. The referee will hand the ball to the punter. The
referee will then instruct the defense not to rush the punter. After the ball is kicked, rules
covering a kicked ball apply.
13. Dead Ball – The ball is dead when:
a) The ball goes out of bounds in flight, as a result of a kick or pass, and strikes the ground.
b) Incomplete pass.
c) Any part of the ball carrier other then their feet touches the ground.
d) The ball touches the ground as a result of a fumble.
i.
The ball will be spotted at the spot; the ball first touches the ground.
e) A ball is muffed after a punt.
i.
A muffed ball can not be advanced at any time. The ball will be spotted at the spot
the ball is first touched by the receiving team.
ii.
If a ball is touched, by the receiving team, in anyway and it hits the ground, the ball
will be dead and spotted where the ball first touches the ground.
14. Interceptions - In the case a pass or lateral is intercepted, the intercepting team can advance by
the ball.
15. Stripping - There will be no stripping the ball carrier. If a player is called for stripping the
offensive team will retain possession of the ball and a five (5) yard penalty will be assessed from
the spot of the foul.
16. Overtime – If at the end of the 4th quarter, the teams have identical scores. The referee will set
the ball on the 10 yard line and each team will have 4 downs to score. The visiting team tries
first, followed by the home team. If the score is identical after both teams run their 4 downs, the
game shall go into a second and final overtime. The referee will set the ball again on the 10 yard
line, and each team will have 4 downs to score. The home team tries first, followed by the
visiting team.
17. Official Game Clock – The official game clock will be provided and run by the home team. The
clock will be a fifteen (15) minute per quarter running clock.

5

18. Clock stoppages:
a) A team calls a Time Out.
i.
Each team is allowed three (3) sixty (60) second time outs per half.
ii.
During Time Outs two (2) coaches, per team are permitted on the playing field.
b) An official calls time out.
i.
Official’s discretion.
c) A team scores.
i.
The clock is stopped and does not resume until the ball is kicked on the ensuing
kick-off.
d) Two (2) minute warning.
i.
The clock will be stopped with two (2) minutes left at the end of the 2nd and 4th
quarters. The clock will resume when the ball is snapped for the first play following
the two (2) minute warning.
ii.
After the two (2) minute warning regular NFHS football rules governing time apply.
19. 35 Point Rule – If a team has a lead that is greater than 35 points at any time;
a) The referee will signal the time keeper to keep the Game Clock running at all times.
b) When receiving kickoffs the losing team will be given the option to receive a kicked ball or
take possession of the ball on the 40 yard line.
c) The clock will be stopped for injuries and resume when the injured player is removed from
the field, time outs and the end of the quarter.
d) The clock will be stopped for the “2 Minute Warning”. The clock will resume when the ball is
snapped for the first play following the two (2) minute warning.
e) If the losing team brings there deficit to 35 points or less normal time keeping will resume.
20. Play Clock – Each team will be allowed 40 seconds after the ball is spotted to run the next play.
This play clock will be kept on the field by the Head Referee, and will be enforced at his
discretion. If a team violates this rule they will be given one warning. If there is another violation
a five (5) yard penalty will be assessed from the current line of scrimmage.
21. Kneeling on the Ball – If a team elects to kneel on the ball to run out the clock at the end of the
1st Half or the end of the game, the on field offensive coach must notify the referee prior to
breaking the huddle. The referee will then instruct the defense not to rush in after the snap.
22. Tackling - There is to be NO Tackling.
a) If a player leaves his feet to pull a flag it will be considered a tackle.
b) If a player is called for a tackling, a five (5) yard penalty will be assessed from the spot of the
foul and the offense will be given an automatic 1st down from the new line of scrimmage.
c) If a flagrant tackling penalty is called within the ten (10) yard line, the offense will be given
an automatic 1st down and the ball is placed on the goal line.
23. Offensive Blocking - The offense may block with their hands to the chest but not to the face.
24. Defensive Blocking – Defensive blocking or pushing a ball carrier that is running near the
sidelines for the purpose of knocking him out of bounds or stopping their progress is a foul. If a
player is called for this infraction, a five (5) yard penalty will be assessed from the spot of the
foul and the offense will be given an automatic 1st down from the new line of scrimmage.
25. Diving /Jumping / Hurdling - The ball carrier is not allowed to leave his feet to score or to avoid
having his flag pulled.
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26. Stiff-arming - There is to be NO Stiff-arming by the ball carrier. If the ball carrier is called for
stiff-arming there will be an automatic loss of down and a five (5) yard penalty will be assessed
from the spot of the foul.
27. Shushing/Flag Guarding - There is to be NO Shushing by the ball carrier to prevent their flag
from being pulled. If the ball carrier is called for shushing, a five (5) yard penalty will be assessed
from the spot of the foul.
28. Grounding an Opposing Players Flag – If a player throws his opponents flag at him or away from
the player in an unsportsmanlike manner there will be a five (5) yard penalty from the new line
of scrimmage.
29. Age Limit - The league age of a player, 6 thru 8 years of age, is that age attained prior to August
1st of the playing year. For example: a player whose 8th birthday falls on August 1st, has a
league age of 7 years.
a) 6, 7, and 8 year olds must also meet the weight limits outlined in the “ESFL rules” to be
eligible to play.
b) Any player with a medical reason that is presented to the board prior to the August meeting
may be granted player status if they are not already eligible by the definition of these rules.
30. Weigh Ins
a) Official Weigh-In will be held 30 minutes prior to every game or the start of the 3 rd quarter
of a previous game being played.
b) Weigh-ins will be conducted lining players up by number in ascending order of their Jersey
number.
c) Two team officials from each organization are required at each weigh-in.
d) Coaches will be allowed to assist there team with the weigh-in procedure.
e) Each player must bring all required Game Equipment to the official weigh-in. See rule #25
(page 9) for the list of required game equipment. Each player must wear the following
articles to weigh-in:
i.
Game Jersey
ii.
Game pants
iii.
Athletic supporter and its accompanying protective device.
f) All players will be required to demonstrate that they are wearing the proper protective
device. (audible confirmation required)
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31. Required Equipment - Any player not conforming to this rule and its subparts can be
disqualified from participating in that day’s game.
a) Karate type Helmet
b) Mouthpiece
i.
NO clear mouthpieces
ii.
All Mouthpieces must be attached to the helmet chin strap.
c) Molded rubber cleats with a one piece sole.
i.
Removable screw in cleats are permitted.
ii.
NO metal cleats.
d) Athletic supporter
i.
Male players must have a cup.
ii.
Female players must ware a tuck under guard.
e) Two (2) brightly colored, League sanctioned “Suction Cup Style Flags”, which must be worn
one (1) on each hip. (Flag color must be different then any color used in a given teams
uniform pants). (See example on page 14)
f) Game Jerseys
i.
Jerseys must be tucked in at all times.
ii.
Jerseys can be either t-shirts or jerseys
iii.
Jersey numbers must be at least 8” in height.
g) Football or Baseball style pants must be worn.
h) Belts
i.
Standard football belts are to be worn with “Suction Cup Style Flags”.
ii.
Belts must be tucked in at all times.
i) Knee pads are optional
j) Additional padding is allowed, it must be covered by uniform. Padding must be 100%
flexable and malleable. Referee and Scale discretion.
k) Hats, handkerchiefs, bandanas, skull caps, etc. are acceptable if:
i.
They do not interfere with the function of the helmet.
ii.
They do not hang out of the helmet.
iii.
Each case will be allowed at the discretion of the Referees.
32. Rosters – See ESFL Rules, ARTICLE 4 REGISTRATION AND ROSTER REQUIREMENTS
a) Each Squad shall have a minimum of 11 players.
b) Each squad shall have a maximum of 30 players.
33. ESFL Parent / Guardian Agreement & Participant Code of Conduct - All participants must turn
in a signed copy of the ESFL Parent / Guardian Agreement. No player will be permitted to play
without a signed document.
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34. Conduct
a) Unsportsmanlike Conduct – Is defined in the Coaches Code of Conduct & ESFL Parent /
Guardian Agreement. If anyone involved in the game is called for unsportsmanlike conduct,
a fifteen (15) yard penalty will be assessed to the offending team from the current line of
scrimmage.
b) Continued Unsportsmanlike Conduct – Repeat offenses could result in an addition penalties
that would run consecutively and or ejection from the game.
c) Ejection - If a participant is ejected from a game refer to the Coaches Code of Conduct &
ESFL Parent / Guardian Agreement’s Parent / Guardian Agreement.
35. Inclement Weather - To play or not to play:
a) The decision as to whether or not a game should be played because of inclement weather
shall be in the hands of the officials of both opposing teams. They should consider the
welfare of the players when making a decision.
b) Once a decision is rendered, it shall be considered final and received in the spirit of good
sportsmanship.
c) In the case of rainstorms the Home team franchise is required to use “Strike Alert” storm
tracker to detect Lighting strikes. (See page 14 for example)
d) “Strike Alert” storm tracker will be required to be set at 12 mile radius.
e) If there is a Lightning Strike detected by the Storm tracker there will be a conference
between the Presidents from each franchise and the game officials on weather to suspend
or cancel any or all of the games that are scheduled to be played that day.
f) Result of game called in progress.
i.
A called game before half-time is considered no contest.
ii.
A game called after the half-time will be considered as the score stands at the time
of calling.
g) Rescheduling of cancelled games:
i.
A called game may be rescheduled upon mutual agreement by the competing teams
on any open date in the season.
ii.
An effort on the part of both teams must be made to reschedule a called game
within the limitations imposed by previous commitment and as to the rules.
36. ESFL League Meetings - All ESFL Flag Division Meetings are Mandatory. If an organization does
not send a representative that organization will be fined $50.00.
37. All new flag teams must participate for 1 season before submitting rules changes.
38. If a rule is not covered in the Flag Football Rules refer to the ESFL Rules.
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