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ALLEMAN BOOSTER BOY FLAG FOOTBALL 
RULES 2018 

(ALLEMAN 8-27-18) 

Mission Statement 

Introduce young players to football fundamentals through flag football with an emphasis on safe 
play, sportsmanship and fun. 

Program Objectives 

Through structured practices and games present to and develop in the youth of the community 
the basic fundamental skills involved in flag football.  Key objectives of the program include 
learning and improving football skills, how to run and change direction efficiently, principles of 
teamwork and sportsmanship with an emphasis on participation and fun. Though weekly 
competitive settings are part of the programming, score will not be kept and that environment is 
one that is still a teaching atmosphere for the objectives listed above. 	

League Philosophy  

1. Let the kids have fun - participation is and should be more fun. 
2. Emphasize teamwork in this greatest of team games. 
3. Teach responsibility (practice attendance - care for equipment). 
4. Promote good citizenship.  Respect for others.  Care for facilities.   
5. Keep practices and games safe - Teach the right things. 
6. No harsh discipline or demanding physical conditioning. 
7. Do not emphasize winning. 
8. Emphasize doing your best and improving. 

Roster Information 

1. The team roster consists of 3rd & 4th grade boys and girls who have paid their 
registration fee or had the fee waived. 

2. 2nd Grade participation will be allowed in 2018 based on space availability and on a two 
to three practice evaluation basis. 

3. Only those appearing on the roster are allowed to participate at practices and games. 
4. No player who will turn 11 before November 1 of that year shall participate. 

 
  



Page	2	of	10	
		

ALLEMAN COACHING RESPONSIBILITY 

Primary Concerns 

1. Safety - The safety of the players is our number one concern.  
a. If you have any doubts about the safety of a drill, play, or technique, do not use it! 
b. Remember, mouth guards are required at all times.  
c. The rules are designed to prevent injuries as long as they are enforced. 
d. Set-up your drill work with full awareness of other groups and activities going on. 

2. Be Positive 
a. Your positive, upbeat attitude must set the tone. 
b. Praise the players at every deserved opportunity. 
c. When instructing or correcting, do so making the responsibility or skill the 

subject.  For instance, “this is what a player wants to do here….”  Do not make it 
personal. 

3. Fun - All players should enjoy the program and leave every practice and games feeling 
good.  

a. Your positive, upbeat attitude helps everyone.  Be ‘in the moment’ and believe or 
act like this is the best part of your and each participant’s day. 

b. Make it a mission to say something positive to each of your players as the last 
thing that he or she hears from you leaving the field. 

c. Everyone must have fun for the program to be a success. 
4. Learning - We want to teach the players about the game of football.  

a. Players can only absorb small amounts at this age.  Pick one or two points of 
emphasis per drill and maybe at most two or three strategic concepts per practice. 

b. It is suggested that we establish a foundation teaching players how to move – 
running and change of direction efficiency.  This should be incorporated daily.  If 
progress is made here, so many other skills can be developed further. 

c. Drills on proper techniques for stance, blocking (screening-move feet lateral), 
centering and receiving the snap, hand-offs, passing and receiving, running with 
the ball, pursuing to the football, communicating, flag grabbing should be 
included in all practices. 

d. The games are always learning experiences.  If valuable to all participants or a 
group, coaches are allowed to stop play to teach.  Please note comments above. 

e. Try to make all drills and practices as much fun as possible. Feel free to add a fun, 
even silly, aspect.  This is not the time or place to "work" them into being a 
football player. 

f. Always have a written planned practice, know what you are going to work on 
each time.   

All coaches are highly encouraged to invest the time to obtain the USA Flag Football 
Coaching Certification (free) 

https://usafootball.com/development-training/certification/flagcert/ 
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The Coach As A Role Model 

1. As the coach you are a role model to all your players. The way you act will be observed 
and absorbed by them.  

a. If you are negative and show little enthusiasm, they will follow suit.  
b. If you are positive, encouraging, and full of enthusiasm, they will be also.  
c. If you show that winning and the results seem to outweigh participation and 

sportsmanship, they will follow suit. 
d. If you emphasize learning from all situations and fun, you will have a positive 

influence. 
2. Teach your players to enjoy playing the game and develop sportsmanship.  
3. All players must treat their coaches, teammates and opponents with respect.  Trash-

talking or demeaning another player will be penalized. 

Know Rules Governing Play 

1. Coaches are responsible for the instruction of fundamental football to 4th through 2nd grade 
students, keeping in mind that for many this is a child's first initiation into organized football.  

2. The program stresses fair play, sportsmanship, respect for coaches, opposing players, and 
referees.  

3. It is the responsibility of all coaches to have a thorough knowledge of all rules listed below. 

General Coaching Rules 

1. Be on time and prepared for all games and practices.  
a. Have a simple practice or game plan every time.  Build a foundation and slowly add 

to it. 
b. It may be helpful to bring a whistle. 

2. Be willing to help all players, even those on the opposing teams. 
a. Coaches will also officiate the games. 
b. Exercise patience and understanding at all times. 

3. You are in charge of your team’s equipment.  Please inventory and maintain. 
4. All general, shared equipment will be kept in the field equipment shed. Please help get it out 

and put it away.  The field is to be clean and secure at the end of practices and games. 
5. Lead your team. Set some simple team rules about: 

a. Listening and paying attention;  
b. Working together; and  
c. Having a positive attitude. 

6. Be safety conscious!   Do not allow rough or unsportsmanlike play.  If any player attempts to 
physically or verbally hurt another player, you must address the situation immediately and 
explain why it is wrong. 
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Alleman Practice & Game Commitments 

Following the week one skills clinic (two events) at which all coaches will have a teaching 
responsibility coaches are asked to have two practices each week.  Games will take place on 
Saturday morning.  This is to help promote developing their skills as the season progresses. 

Alleman Flag Football Drills/Techniques  

These are the basic techniques and drills that should be taught to the players. You can use 
individual or team drills, keeping them simple and fun for the kids. 

1. 3 Point Stance - Feet slightly wider than shoulder width, player drops buttocks and 
places hand down on ground below shoulder, eyes up and back flat. Other arm is bent and 
coiled outside knee.  (Players at this stage will have a natural hand they put down.  It is 
OK that as they do they drop that foot slightly back. (2-3 inches). 

2. Blocking – All blocking is ‘screening’.  Players are not to drive or push defensive 
players.  Players are to drop their butt into an athletic stance and have their hands at chest 
level with elbows down.  Without stepping forward, they can extend hands in a controlled 
manner on to the defender.  They then must ‘shuffle’ laterally to screen the defensive 
player.  Hands must stay within the shoulder frame of a defender and cannot grab the 
opponent’s jersey.  If either is the case this would constitute illegal holding. 

3. Defensive Players Block Protection & Avoidance – Defensive players are to pursue to 
the football and must not ‘engage’ offensive players.  If an offensive player is attempting 
to block them defensive players can 

a. Block Protection: Completely ‘breakdown’ and ‘come to balance’ extending 
arms to protect body.  Then pick a lateral side to pursue to the flag. 

b. Block Avoidance: Take an angle to the side of the blocker avoiding contact by 
dropping outside arm and shoulder.  Pursue to flag. 

4. Center Snapping – Execution of this exchange is critical for all other aspects to take 
place in football.  Stress its importance and that players who can execute are valuable.  
Make players eager to try and valued. 

a. Under Center – Good balanced stance, feet slightly outside of shoulders with 
ball out front. Bend at knees and reach for football with dominant hand.  Grip 
upper half of ball with laces out and add a slight tilt to the ball.  Upon QB 
command pull ball up quickly and sharply as possible twisting the football so that 
it hits ‘flat’ to the deepest part of the offensive center’s rear end. 

b. Shotgun Snap – Same as above in terms of stance but grab the near tip of the 
football and tilt the front end down. Ball is tilted almost 90°. Fingers are out front 
of ball with firm grip of tip.  Before snap, OC looks back to see that QB is in 
position and ready.  OC then brings head up and eyes forward.  Upon QB 
command, OC brings ball back with a straight arm and lobs the ball toward the 
chest of the QB.  Keep knees bent and hips low to ensure snap does not go high. 

c. Side Snap – If needed, players can take same grip as above but side snap the ball 
to the QB. 

5. Receiving the Snap - Add a QB to the previous drill. Have them concentrate on securing 
the ball first, then executing the play. 

a. Under Center – QB must get behind OC and drop to good athletic stance.  Back 
should be flat and erect.  QB places his throwing hand under OC buttocks and lifts 
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it such that some pressure is applied so that OC knows the snap placement target.  
The thumb of the QBs other hand is placed next to the thumb or the dominant 
hand and ‘opened’ such that there is a wide pocket for ball placement.  The ‘open’ 
hand is poised and ready to close in a clamp once the ball is felt pressuring the 
upper hand.  The QB secures the snap and as he executes his first step brings the 
football firmly to his belly with two hands. 

6. Pitch-out - QB receives the snap, turns away from the ball carrier’s funning direction 
pivoting on the near foot and finding the ball carrier with his eyes steps toward the ball 
carrier and delivers a soft underhand toss to the chin-to-chest area of the running back. 
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LEAGUE GAME DAY RULES 

Field 

1. The playing field, including two 10-yard end zones, will be 80 yards long and 
approximately 40 yards wide (far hash mark to a boundary line). 

a. Between the two 10-yard end zones the playing field will be divided into four 15-
yard zones. 

b. Ideally the game can be played on a regulation football field between the 10-yard 
lines and far side hash marks. 

2. Ideally a game day field should be lined every five yards as crossing each 15-yard line 
(35-50-35) will earn an offensive team a first down (new set of downs). 

3. If needed cones can be used to designate the “hash mark boundary”, goal line and end 
line. 

4. Teams are to keep their substitutes on the sideline a minimum of 3 yards back from the 
out-of-bounds line opposite the spectators (usually the hash mark line) splitting the 50 
yard line.  For player safety spectators are to stand or sit no closer than five yards from 
the sideline.  

General-Game Management 

1. Time will consist of two 25-minute halves of continuous running time. 
2. Halftime consists of 5 minutes. 
3. Non-playing teams (adjacent in schedule) will be asked to supply a referee (coach) for 

the game before or after their game.  This should allow for two officials per game. 
4. Listed home team is responsible for securing a volunteer to run/post the down marker. 
5. The game can be called or postponed by the administrator on site or the concurrence of 

both coaches due to: 
a. Inclement weather that jeopardizes player safety such as extreme rain, severe 

wind, or lightening (for observable lightning the field is to be cleared immediately 
and there must be a minimum of 20 minutes between flashes to resume play). 

b. Poor/dangerous field conditions. 
c. Unforeseen circumstances.  

6. One coach per team is allowed on the field to direct players but must not hinder play. 
7. Football: Teams shall each provide a PeeWee size football game day.  

a. The offense can select one of the balls to use for their team while on offense. 
b. There are no requirements regarding ball pressure and markings. 

8. Prohibited Equipment: The following equipment is prohibited: 
a. Hard head coverings like helmets or hats/visors with bills. (Stocking caps are 

permitted during cold weather.) 
b. Football padding is not allowed, including forearm pads. Knee and elbow pads, 

however, can be worn.  
c. Cleats with exposed metal, ceramic, screw-in, or detachable cleats. 
d. Open toe, open heel or hard soled shoes. 
e. Certain clothing: 

i. Shirts or jerseys which do not stay tucked in are prohibited unless they are 
more than 4” above the waist. 
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ii. Hooded sweatshirts where the hood does not remain tucked in.  
iii. Jerseys which have an arm opening of more than 4” below the arm pit. 
iv. Any exposed metal on the clothing or person. 
v. Pants or shorts with belt loops or pockets (unless taped for safety).  

f. Certain accessories: 
i. Towels or handwarmers that hang from a participant's waist or otherwise 

interfere with the removal of a flag.  
ii. Any jewelry (player safety). 

iii. Any slippery or foreign substance on any equipment or exposed part of 
body. 

9. Required Equipment: Players must play and practice with: 
a. A mouthpiece. (Clear mouthpieces are discouraged.) 
b. During competitions each player shall have a flag belt, flags, and team colored 

jersey or vest (supplied by organizations).   
i. Flags and flag belt shall be properly worn.    

ii. All flags must be free of knots. No wrapping flags around belts.  
iii. Player shorts/pants shall be a different color than the flags. 

10. Permitted Equipment: Players may wear:  
a. Gloves, eye black, and/or tape.  
b. Sports goggles or other protective eyewear. 
c. All-purpose rubber cleats (Turf shoes). 

11. Teams will play with an equal number of players up to 7 on a side. If a team only has six 
healthy players available to attend, they may borrow players from another league. Note, 
the borrowed player may not play quarterback.  If one team only has 6 players show up, a 
coach can snap but then must remain still. 

12. No kick-offs or punts. 
13. Teams will start at their own 15-yard line to start the half and following touchdowns. A 

flip of a coin will determine opening possession with the other team beginning possession 
for the second half. 

14. First Down: A first down will be achieved by crossing into each 15-yard zone.  
15. If a first down is not attained after four downs and elects to “punt”, the defensive team 

will take possession two-first down lines beyond where 3rd down ended.  However, if the 
offensive team is past midfield and elects to “punt” the other team will take possession at 
their 15-yard line.  An offensive team can choose to “go for it” on 4th down and earn the 
first down or change of possession will take place where the 4th down attempt ends. 

16. Continue to substitute players regularly. This will give each player approximately equal 
amount of playing time. Also, it is encouraged that as the year progresses each player 
receives a chance to play various positions. At least two QB's must play in every game. 

17. Do not keep score! Discourage score-keeping.  Our goal is for everyone to focus on the 
play at hand, skill development and have fun.  At this stage, there is to be no concern 
with or attention given to winning or losing. 

18. A major penalty (10 or 15 yard variety) occurring in either of the 15-yard zones next to 
the goal line will result in a half-the-distance to the goal assessment. 
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Offense 

1. Flag Obstruction – All jerseys MUST be tucked in before play begins.  Flags must be on 
each offensive players’ hips (not front or back) and free from obstruction.  Referees and 
coaches are to monitor this aspect consistently during a game.  Deliberately obstructed 
flags are considered flag-guarding.  

2. The ball must be snapped within 30 seconds after the ball is declared ready for play.  The 
first game will only include notice of over 30 seconds and a warning.  Starting the second 
game, the first infraction will be a warning.  Afterward a 5-yard delay of game penalty 
will be assessed. Plays should be made from your own play selection list. 

3. Formations: Offensive formations will have at least three players (two Ends and the 
Center) on the line of scrimmage. The QB and up to three other players can be off the 
line of scrimmage.  More than four players off the line of scrimmage will have a warning 
the first occasion but subsequent occasions will constitute illegal procedure and be a 5-
yard penalty.  Only one player besides the QB shall be ‘in the backfield’ (within a 4-yard 
line extending from the OC).  

4. Blocking: No intentional "hitting" is allowed. Blockers may use their hands together in 
front of them as long as they keep their elbows bent and do not fully extend their arms.  
Any hand placement by any player must be below the neck and above the waist. Blocking 
in flag will only be permitted with a ‘screening’, lateral movement technique.  Shoulder 
blocking is absolutely prohibited. 

5. Running: Since we will not have offensive and defensive lines, only tosses, fly sweeps 
and option pitches (as well as pass plays) will be allowed. No designed running plays 4 
yards either side of center (or ‘cutbacks’) are allowed.  The ball will be down at the LOS 
and loss of down. 

6. Passing: All offensive players except the OC are eligible receivers.  (We suggest 
offensive centers rotate into receiving spots on occasion.) 

7. Offensive Center: After execution of the snap he can pass set and block subsequent pass 
rushers with a proper, legal screening technique. 

8. Mishandled Snap: When the QB mishandles the ball from center, he should retrieve it 
and the count as well as the play will continue. 

9. Fumbles: All post-snap fumbles and drops end the play.  It should immediately be blow 
dead.  To minimize risk of injury, players should not dive onto a loose ball. 

10. Ball Carrier: A ball carrier may not use his hands to protect his flags from a defender 
nor lower his head.  He must run to space (take an angle or make a move) and not attempt 
to run through or over a defender. No straight-arming or pushing hands away from flags 
is allowed. Play is whistled dead at the point of the foul and a 10-yard flag-guarding 
penalty will be assessed. 

11. Runners may not leave their feet to advance the ball. Diving, leaping or jumping to avoid 
a flag pull is considered flag guarding.  

a. Exception: runners may leave their feet if there is a clear indication that he/she 
has done so to avoid collision with another player without a flag guarding penalty 
enforced. 

12. Spinning is allowed, but players cannot leave their feet to avoid a flag pull. 
13. Should the ball carrier fall during play, the player will be down at the point of the ball 

was when a body part above the knee (including the off-hand) hits the ground. 
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14. If a ball carrier’s flag inadvertently falls off during the play, the player is down 
immediately upon possession of the ball and the play ends.  It is an offensive player and 
coach’s responsibility to have flags secured properly. 

15. The QB can run the ball as part of a designed run (4-yards outside center) or in a 
scramble situation after the defense starts its pass rush.  

Defense  

1. Defensive formation: The defensive team will have four men 2-5 yards from the line of 
scrimmage. 

a. No defensive player should line up on the line of scrimmage.  There will be a 2-
yard neutral zone. 

b. At least three other players (defensive backs and safeties) must line up at least 5 
yards from the line of scrimmage. 

2. The defense cannot rush a quarterback who sets or drops back to pass for 3 full seconds 
(referee will verbally count a deliberate 1-1000 Pause 2-1000 Pause 3-100).  Following 
the final syllable one or two defensive players can rush a passing quarterback.  If the 
defender rushes too early and impacts the play, the offense will have the choice of 
yardage gained or a 5-yard penalty with the down being run over. 

3. If the offense moves the ball forward in a running attempt, the defense can advance 
beyond the 2-yard neutral zone to grab the flag. 

4. Defensive players may use their hands to avoid or ward off offensive blockers. Any 
hand placement by any player must be below the neck and above the waist.  They cannot, 
however, grab, hold or shove an offensive player in doing so.  

5. Intercepted passes may be advanced under the ball carrier rules. 
6. For player safety, defensive players must play the flag rather than interfering or stopping 

the forward progress of the ball carrier. Should the referee deem that the defender 
grabbed the ball carrier as opposed to the flag ‘illegal flag grabbing’ will be called. 
Penalty will be an additional 5-yards from the end of the play. 

7. If it is deemed a defensive player effectively tackled a ball carrier this will result in a 15-
yard penalty.  The player responsible for the infraction will be removed from play until 
the next change-of-possession and instructed on what he did wrong. 

8. Flag pulling: 
a. A legal flag pull takes place when the ball carrier is in full possession of the ball.  
b. Defenders cannot dive, tackle, hold, or run through the ball carrier when pulling 

flags. 
c. Defensive players may not push the ball carrier out of bounds to end a play. He 

must make an honest attempt to grab the flag of the ball carrier. Penalty: Shoving 
a ball carrier is unsportsmanlike conduct with 10 yards added to the play. 

d. It is illegal to attempt to strip or pull the ball from the ball carrier’s possession at 
any time.  This infraction may be deemed illegal flag pulling and a 5-yard penalty. 

e. A defensive player may not intentionally pull the flag of a player who is not in 
possession of the ball. 

9. If it is deemed a defensive player effectively tackled a ball carrier this will result in a 15-
yard penalty.  The player responsible for the infraction will be removed from play until 
the next change-of-possession and instructed on what he did wrong. 
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Officiating - There will be an adult referee (a coach from another team) for each game and either 
another adult or a high school player serving as officials. 

a. The Lead official will stand behind the QB and be in charge of counting to three 
(thousand), making certain the rush does not come beforehand, that pass 
protection of quarterback is legal and that there is no roughing of passer. 

b. The other official will stand in the defensive backfield and be responsible for no 
defensive holding, pass interference, offensive picking, etc. 

c. Both officials will be responsible for all other infractions and whistle plays dead 
when the flag is pulled or for other appropriate matters. 

 

Rule Infractions – Though overlapping in principle with general tackle football rules some of 
these infractions are modified to fit the flag game and field size.  The team not penalized can 
accept a result of play (decline penalty) if it is better than the penalty being assessed.  All 
unsportsmanlike penalties that take place during a touchdown will be assessed on the change of 
possession (possession starts on 7.5 yard line). 

1. Delay of Game and Offside: First Game and First infraction in subsequent games will 
constitute a warning.  Offensive team will line up again and run the play; Starting the 
second game the second infraction on will bring about a 5-yard penalty. 

2. Offensive Holding (grabbing jersey or hands outside body of defender): 5 yards from 
infraction and replay down 

3. Illegal Blocking (attacking defender or shoving): 5 Yards from infraction and Loss of 
Down) 

4. Offensive Clipping (contact initiated to defender’s in back) - 10 penalty from infraction 
and Loss of Down 

5. Offensive Pass Interference – 5-yard penalty and loss of down 
6. Defensive Early Pass Rush Violation (before 3 count): 5 yards plus down over 
7. Defensive Holding: 5 yards from end of play and replay down 
8. Defensive grabbing of ball carrier (illegal flag grabbing): 5 yards from end of play 
9. Defensive Pass Interference: First down at point of infraction 
10. Major Penalties: 10 Yards from 

a. Straight Arming, Pushing Hands Away to protect flag (from infraction) 
b. Shoving out of bounds (from end of play) 
c. Hands to Face 

11. Major Unsportsmanlike Penalty: 15 yards and removal from game until next series) 
a. Obvious Tackling 
b. Excessive Roughness (wrestling opponent to ground, 2nd shove out of bounds, 2nd 

hand to face, TBD) 
c. Taunting 
d. Cursing 

12. A second major unsportsmanlike penalty will constitute ejection from the game. 


