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2011 FLAG FOOTBALL OUTDOOR RULES 

WAIVERS:  In order to participate in the league, each participant must sign the waiver.  

PLAYER RESTRICTIONS:  All Jersey Club Sports participants must be at least 21 years old 
before the season starts.   

Subs:  Subs are allowed.  Must sign waiver and pay $10 per game. 

Shoes: Cleats or sneakers.  No cleats with metal spikes. 

SPORTSMANSHIP:  Unsportsmanlike behavior may result in that player or the team being 
suspended from participating in all Jersey Club Sports.  Being ejected from a game may carry a 
suspension. 

GAME UNIFORMS:  Jersey Club Sports t-shirts are your team's uniforms.  All players must wear 
their current Jersey Club Sports t-shirt during games.  Shirts must be tucked into your pant/ 
shorts.  Shorts or pants with pockets are NOT allowed.   

GAME EQUIPMENT:  Each team must use a ball that is equal to or greater than the dimensions 
used in NCAA football. Jersey Club Sports will provide all field equipment and flags.   

FORFEITS:  
Teams without the minimum number of players (4) at the start of the game will have to forfeit the 
game.  Please notify Jersey Club Sports by 4pm on the preceding day if you need to forfeit. 

POINTS AWARDED:  

Win – 3 points...Tie – 1 point....Loss – 0 points. 

Playoffs: 

Top four teams from each division make the playoffs.  The tie breaker to decide the playoffs will 
be decided in this order:  head to head record and total points. 
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REFEREEING:  

Jersey Club Sports will provide a Head referee for each game.  Each team is responsible for 
providing 1 volunteer referee for the game that precedes/follows your game.  Failure to provide a 
line judge will result in penalties. 

Referee #2- Volunteer  

Responsibilities: Call out of bounds, Off-sides, complete/incomplete passes and down marker.   

Positioning:  Diagonally across the field from the Head referee, 5-10 yards downfield from the line 
of scrimmage on the sideline.  Red Zone:  On the goal line. 

Referee #3- Volunteer 

Responsibilities: Call out of bounds, Off-sides, complete/incomplete passes and scoreboard (on 
sideline).   

5 MISSISSIPPI count- Alert head referee is the counts are too fast and if the defense rushes 
before the 5 count is complete. 

Positioning:  Opposite side of Ref #2, 15+ yards downfield from Head Ref.  Red Zone:  Positioned 
back of the end zone on the sideline. 

Line judges MUST know the rules and pay attention to the game at all times.  Captains will be 
responsible for providing Jersey Club Sports with a schedule.  If you are providing a referee for 
the game after yours please choose the referee before your game. 

Only the team captain is allowed to ask the referee rule clarification.  If a judgment call needs to 
be made the referee will discuss with both captains.  
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A. GAME CLOCK:  

All game times will be FORFEIT time, no exceptions. The referee will have the two captains do a 
coin flip. The winning captain will have the first choice of which half they want the ball OR 
direction.  The losing captain can then choose from whatever option is left over. Teams flip-flop 
directions and possession after half time.  

1. Time: 

Play will be divided into two 22-minute halves, with a two minute half-time.   

2. Timeouts: 

Only the team captain or quarterback is allowed to call a time-out. 

Each team is allowed three time-outs per game. The game clock will be stopped during a time-
out, the play clock will start.  The clock will continue to run if one team is ahead by 18 points or 
more. No time-outs can be called when a team is ahead by 18 or more.    

Time will NOT be stopped during unless a time-out has been called or there is an injury on the 
field. If an injury occurs, that player must leave the game for one scrimmage down. 

Approximately two minutes before each half ends the referee will inform each team of playing 
time remaining in that half. If a touchdown has occurred after time has expired, the extra point 
conversion will be allowed. If an accepted foul by the defense has occurred, the offended team 
may choose to extend the period by one down.    

3. Ready for Play: 

After the immediate completion of a play, the referee will place the “marker” at the line of 
scrimmage. The offense has 25 seconds to put the ball in play after it is declared ready by the 
back judge. No player shall put the ball in play until referee blows the whistle. 

4. Overtime (Playoffs Only): 

In the Playoffs, coin toss is played by the captains with the winning team deciding on first or 
second possession. Teams will attempt to score in the same end zone. Each team will then have 
four downs to score from 20. If a team scores, they will have the opportunity to go for one or two. 
A female must be used once within the first three plays or on the 1st and 4th downs when 
applicable.  Interceptions will result in a turnover and may not be returned for any points. If a tie 
occurs after the first round, then teams will repeat using the same format.  However, the team 
that defended first is now on offense first.  The game will be decided when one team scores more 
points in the round. No first downs will be awarded except in the case of a penalty.  
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B. PLAYERS ON THE FIELD:  

The maximum numbers of players on the field is 6 (4 men, 2 women).  There are no limits to the 
number of females allowed on the field at one time. 

(See G. Gender Related Play below) 

C. SCRIMMAGE:  

Ball must be snapped from the ground by the center to the quarterback.  Possessions in lieu of 
kick-offs will start on the 5 yard line.  All offensive players (except motion player) must be set for 
one full second before ball is snapped.  The man in motion must be continuing in a parallel 
motion or backward motion to the line of scrimmage at the time of the snap. All remaining players 
must be on the line or behind their backfield line.  After a play, the line of scrimmage is 
determined by the location of the ball when the flags are pulled.  For example, if a player is 
holding the ball out in front of them and it crosses the end zone, but their flags and waist do not 
when pulled, it is a touchdown.   

Center Position:  The center must hike the ball to the QB.  After the snap the center is an eligible 
receiver.  The center MUST hike the ball…no keeping it and sneaking it.    

The center may not block the rusher in anyway. 

RUSHING THE QUARTERBACK AFTER 5 MISSISSIPPI COUNT: 

Defense may not pursue the quarterback behind the line of scrimmage until Referee completes a 
LOUD, SLOW and CLEAR 5 MISSISSIPPI count. The 5 Mississippi count will begin once the 
center snaps the ball. 

Crossing the line of scrimmage: 

• After the 5 Mississippi count defense can rush.   
• The quarterback may not run until the defense chooses to rush the quarterback by 

crossing the line of scrimmage.   
• The quarterback is only allowed to scramble past the line of scrimmage to gain yardage 

once per possession as to encourage defensive pursuit of the QB and limit the amount of 
time the QB spends in the pocket. 

• After the 5 Mississippi count any number of defenders may rush the quarterback. 

 If the ball changes possession in the backfield the defense may rush immediately. 

D. DOWNS:  

A first down is awarded after crossing the mid-field line.   

E. PUNTS:   

Punting is allowed (no throwing).  Defense can not run the ball back, ball is marked where the ball 
is caught or hits the ground.   
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F. BLOCKING:  

No "blocking" is allowed in Jersey Club Sports flag football.  This includes downfield "blocking" 
during an offensive play.  No contact is allowed at the line or downfield by any defensive player 
guarding a receiver (bump and run). All players must try to avoid contact with any player on the 
football field.  Offensive players may run behind the player with the ball to receive a lateral.  A 
player who lines up as a running back is allowed to run behind only 1 blocker where the blocker 
does not touch a defensive player.    

G. GENDER RELATED PLAY:  

1. Open/Gender Play: 

Teams must use a female as an operative player within three consecutive downs. An open play 
will be called by the referee if a gender play is not required on the current play. For an open play, 
the ball may be advanced by either a male or female player (ex. 2nd down / goal / open).  If a 
female was not used within two downs, then the forced gender rule is put into effect. This means 
that a female must be used in the next play.   

2. Forced Gender Play: 

A female can be used on any play; however when the offense has not used a female/operative 
player within the last two plays, the next play must be a forced gender play.  The operative player 
here is a female who is seen as the intended receiver in the eyes of the official, or acts as the 
quarterback.  

If the female is the quarterback, then the play may continue without regard to special defensive 
coverage. Once a female is used in any play then the gender count is reset. If the QB is sacked 
or fumbles the snap on a forced gender play, the play counts as a gender play.  The gender count 
is reset once a TD is made. The gender rule is not in effect during extra points or punts.  

Gender Play:  
1. A pass thrown to a female 
2. A female receives a hand-off. 
3. A pass intended for a female (in the eyes of the referee) that is deflected by a woman, 

and is caught by a male 
4. A pass is deflected by a male and caught by a female. 
5. A female lines up as quarterback and throws a pass to a male or female. 

 

NOT a Gender Play:  
1. A female receives a hand off only to hand it back to a male behind the line of scrimmage. 
2. A female snaps the ball into play. 
3. A male QB intentionally throws the ball into the ground at the feet of a woman. 
4. A female QB that grounds the ball.  
5. A female QB throws a pass that is caught behind the line of scrimmage. 

 

3. Defensive Coverage for a Forced Gender Play:   

Anyone can cover anyone.  But a woman should cover a woman and a man should cover a man. 
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4. Penalty on Gender Play: 

If the foul is on the offensive player, the penalty will be assessed and the next play will be gender. 

If the foul is on the defensive team, the offense will have 3 options: 1) Take the ten yard penalty 
and repeat the gender play.  2) Take the penalty and the next play will be open.  3)  Decline the 
penalty.   

H. PASSING:  

No diving to get a first down or touchdown, 5 yard penalty will be accessed. 

A lateral is not a forward pass and can be advanced if intercepted. 

1. Complete/Incomplete Pass:  
A forward pass is completed when caught by any player of the passing team who has at least 
one foot in-bounds. If opponents catch the pass in-bounds simultaneously, the ball belongs to 
the passing team at the spot of the catch. If the player was out-of-bounds and comes back in-
bounds to catch the ball, it is an incomplete pass. 

2. QB Run from Scrimmage:   

The QB cannot run for positive yards unless a defender crosses the Line of Scrimmage after the 
LOUD Five Mississippi count.  

3. Turnovers:  
A change of possession can only occur due to downs, or an interception on a forward pass. A 
fumble is not a turnover (the ball is DEAD at the spot of the fumble).  

I. SCORING:  

No diving into the end zone. 5 yard penalty and touchdown will not count. 

1. Touchdowns are 6 points.  
2. Extra points are two points for a 10-yard conversion and one point for a five yard conversion. 
An intercepted extra point or two point conversion CAN be run back.  Only counts for 1 or 2 
points.    
3. Safeties are 2 points. The scoring team will now go on offense with the ball placed at their own 
5 yard line. 
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PENALTIES 

Penalties are assessed as either 5 yards & 10 yards, depending on the severity of the infraction.  
An exception is the Unsportsmanlike Conduct Penalty. 

Unsportsmanlike Conduct Penalty- 15 yards.  This includes grabbing and holding a player, 
tackling or pushing, abusive or insulting language to another player or referee.  If penalty is after 
the touchdown it will be accessed on conversion.   

A player fighting or abusing the referee will automatically be ejected from the game without a 
warning! 

Flag guarding is now a SPOT FOUL penalty.  Meaning ball is whistled dead and placed at the 
spot foul occurred. 

Missing Flags, or flag falling off in mid routes or run:  If flag falls off while he/she are in 
possession of the ball, play will be blown dead where the flag falls.  If, flag falls off in mid route of 
receiver and receiver catches the ball, play will be blown dead at the spot of the catch (He/she 
may NOT advance the ball after catch).  If ball is caught in the End zone, no foul is called and 
Touchdown stands. 

5-yard Penalties: 

• Diving  
• Off-sides  
• Crossing the line of scrimmage early  
• False Start – All offensive players must be set for one-second prior to snapping the ball  
• Guarding the flags, no contact  
• Picks/Blocking, no contact  
• Delay of game  
• Incidental Illegal Contact  

10-yard Penalties: 

• Pass Interference – From the line of scrimmage.   
• Picks/Blocking, with contact  
• Guarding the flag with contact  
• Intentional Illegal Contact – From spot of foul if penalty is on the defense + automatic 1st 

down, from line of scrimmage if penalty is on the offense  
• Taunting/ harassment 


