
JUNIOR COMET SPORTS 
Flag Football ~ Passing League Rules 

 
- - - - - - - - - - GENERAL RULES - - - - - - - - - - 

 

ABUSIVE CONDUCT - Player 
(Fighting -Hitting - Kicking - Tripping –Swearing - 2nd unsportsmanlike - Verbally harassing anyone)  
All of the above actions results in an ejection per board member consult from the game plus a 1 game 
suspension.  
For further explanation see “FLAGRANT MISCONDUCT” on Pg. 5. 

 

ABUSIVE CONDUCT - Spectator 
(A) Any spectator will be removed from the premises for abusive language/conduct.   
(B) A spectator so removed may attend the next game.  
(C) A second violation and that person is prohibited from attending games for the remainder of the    

       season. 
 

CHEER - Team cheer and shaking of hands is Expected of both teams following the game. 
 

COACHES AREA - 
(A) Coaches are expected to remain in the team area except when speaking with a referee or during a       

        time out.  
(B) In the Lower League, one coach may be on the field at all times but must remain 5 yards behind           

        the line of scrimmage and out of the area of play.  
(C) In the Upper league, a coach is allowed on the field for the first 2 games of the season, after two  

        games coaches remain on the side line. 
 (D) A Maximum of 3 registered coaches are allowed on the sideline all others will be asked to remain in                                  
        the spectator seating area.  
DISPUTES -  

(A) No arguing with the referee.  
(B) Neither is a referee allowed to argue with a coach.  
(C) If a dispute arises, an official timeout with clock stoppage will be called by the referee. A board     

       member will be called in to clarify rules, resolve the dispute, have final say and adjust the game clock 
       as needed.  
FLAG BELTS - 

(A) Flags are to be positioned over both hips and over the tailbone.  
(B) If a player’s flag falls off during the course of a play, that player may advance the ball until touched      

       by an opposing player with one hand. 
 

FIELD LAYOUT - 30yds wide by 60yds long w/10yd first down lines. End zones are 10yds deep [80yds long total]. 
 

HALF TIME - 10 minutes 
 

INJURY - Players leaving the game due to injury will return to rotation as soon as possible, if possible. 
 

JERSEYS –  
(A) All upper body attire must be tucked in to pants or shorts. 

(B)  Any un-tucked upper body attire will result in the player being down when touched by the opposing 
team with one hand. 
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KICK OFFS -  
(A) Kick offs will be done via a tee from the 20 yard line of the field.  
(B) Maximum of 2 players are allowed back to receive the kick with a minimum of 1 player. 
(C) All other receiving team players start on the 30 yard line.  
(D) If the ball rolls out of the End zone it is a touch-back. (Ball will be spotted at the 20 yard line) 
(E) If the ball is kicked out of bounds, it will be placed where it went out. 
(F) Kicks on the ground are dead balls upon the kicking team touching the ball. 
 

LEGAL FORMATION - Can be ANY offensive set desired. 
 

LENGTH OF GAME - Two - 25 minute halves, with a running clock.  
(A) Games start as scheduled  
(B) Games cannot end on a defensive penalty. 

 

MOUTH GUARD - All players need to have a mouth guard in place when in the game NO EXCEPTIONS!   
 

OVERTIME & TIE GAMES - No overtime, tie games are fine, EXCEPT IN PLAYOFF GAMES. 
 

P.A.T.  TRIES -  
(A) Can be a run or pass (no declaration required) from the 5-yd line.  
(B) Successful run = 1 pt.  
(C) A successful pass = 2pts.  
(D) Blitzing is allowed following the Blitzing guidelines. 
 

PLAYERS - 7 on 7 in all levels  
(A) Depending on the number of players that show up, this is negotiable between the coaches prior to  
      the start of the game, e.g. 6 on 6 5 on 5  
(B) All players not in the game must be in their team area on the sideline during the game progress.  

 

PLAYING TIME / This is considered of utmost importance in ALL Jr Comet programs -  
(A) Everyone rotates in and out on a consistent basis. 
(B) Exception: On offense the Center and QB MAY remain the same for the 1st or 2nd half but must    

        change in the opposing half.   
(C) If a team is reducing a players playing time (due to disciplinary action) they must inform a Board 

         Member prior to the start of the game.  
 

PRACTICES - No more than 6 practice days in the first 2 weeks. Two practices per week thereafter. 
PUNTS -  

(A) No rushing or down field coverage on punts until the ball is kicked.  
(B) Players must remain in position until the ball is kicked.  
(C)  Maximum of 2 players are allowed back to receive the punt with a minimum of 1 player. 
(D) All other defensive players must be on the line of scrimmage.  
(E) If the ball is kicked out of bounds, it will be placed where it went out of bounds. 
(F) Punts must be declared if not play results in a dead ball and turnover on downs with the ball being   

       placed at the original line of scrimmage.  
SCORING -   

(A) 6 points for a touchdown.  
(B) 1 or 2 points for a PAT [see P.A.T. Tries]  
(C) Any excessive end zone celebration is prohibited! (i.e. spiking the ball, dancing, or taunting the    

       opposing team.) 
      PEN: 5-yds add to the P.A.T 
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STOPPING THE CLOCK –  
(A) The clock runs during team timeouts. 
(B) Stopping the clock is at referee/board member discretion. (i.e. injuries / disputes) 

 

TIME OUTS -   
(A) Two time outs per half (not savable).  
(B) Time Outs may be called by a player or coach.  
(C) Timeouts are 60 coachable seconds.  
(D) No time outs the last 5 minutes of each half. 

 

- - - - - - - - - PLAYING RULES - - - - - - - - - - 

AVOIDANCE -    
(A) The ball carrier MUST AVOID THE DEFENDER!  
(B) The ball carrier is not allowed to plow into or run over a defensive player. (i.e. Dropping a shoulder) 
(C) When pulling flags there can be no wrap tackle style flag pulling. 

       PEN:  5-yds from the spot of the foul. 
 

BLITZING -  
(A) Blitzing is legal. 
(B) Only one player is allowed to blitz from the defense per play. 
(C) The blitzing player must be lined up 5-yds behind the line of scrimmage. 
       PEN: 5-yds from the line of scrimmage 

 

BLOCKING -  
(A) A legal block is palms open with the elbows bent at all times.  
(B) The arms should never be fully extended.  
(C) Contact must be made only between the belly button and the player’s collarbone while facing the     

       opposing player.  
 

 

CENTER & CENTER SNEAKS ɀ 
(A) Centers are protected until the ball is snapped and their head is up! 
(B) No Center sneaks without the QB handing the ball back to the center or the center turning around 

to receive the ball back from the QB. 
PEN: Ball placed at the original line of scrimmage PLUS loss of down. 

 

DEAD BALL -  
(A) The play is dead any time the ball touches the ground after the snap.  
(B) If this happens to the offense they retain possession of the ball at the spot the ball first hit the   

       ground, UNLESS it was a 4th down play, then it’s a turnover on downs, at that spot. 
 

 

DIVING - No diving into the end zone on TD’s or P.A.T.’s 

                                   PEN:  5-yds on the ensuing kick-off. 
FIRST DOWNS ï  

(A) 1st downs are given at each advancing line on the field. 
(B) 4 downs to reach the next 1st down line. 

FLAG PROTECTING - 
If a runner uses their hands or arms to block or protect their flags from being pulled the play is     
whistled dead. 
 PEN: 5-yds from the spot of the foul. 
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Huddle Time – Limited to 30 seconds per down from the time the ball is placed on the line of scrimmage by the     
              referee. 

                             Pen: 5-yds from the line of scrimmage (Delay of Game) 
 
KNEE TOUCHES - 

(A) During the course of play if the knee of the person with the ball touches the ground behind the line 
of scrimmage the play is dead at the spot of the touch. 

 (B) If the ball carriers knee touches beyond the line of scrimmage, the play will be whistled dead, and   
        the ball be placed at the spot of the touch.  

 
MOTION – Having a back in motion is NOT allowed. All players on offense are set until the ball is snapped.        
                    PEN: 5-yds from the line of scrimmage (Replay Down) 

 

 
NOSE GUARD S- Are NOT allowed on defense. DO NOT LET IT HAPPEN! 
                              PEN: None 
 

 
OFFENSIVE PLAY TIME LIMIT –  

(A) None! 
(B) The referee will raise their hand 5-seconds after the ball is snapped and ANY defensive player(S) 

MAY rush the QB or ball carrier at that time. 
Players -  

(A) All players are eligible pass receivers. 
(B) A game can start and continue with 6 players on the field but the team will do so at a disadvantage. 
(C) The opposing team can continue to play with 7 players. 
(D) The opposing team can reduce to 6 players if the coach so chooses. 
(E) Any fewer than 6 players and that team must forfeit the game. 

 
PUNTS & PUNTING ɀ 

(A) During a punt or kick-off the ball may bounce on the ground after it is kicked until the receiving 
team picks it up. 

(B) When attempting to pick up a bouncing ball the referee MUST whistle the play dead at that spot to 
avoid a potential collision. 

(C) In a 4th down punting situation the ball cannot be recovered by the kicking team therefore players 
should be going for flags NOT the ball! 

(D) It is legal to down a 4th down punt (by grabbing and controlling the ball) by a player on the punting 
team. 

 
RUNNING PLAY -  

(A) The offense can run twice per first down series.  
(B) The defense can blitz at any time during the 4 down series.  
(C) It is considered a run if the QB hands off or pitches the ball underhand in the backfield.   
(D) Once the QB hands off the ball the defense MAY penetrate the line of scrimmage.  
(E) If the QB is blitzed or rushed it DOES NOT count towards your 2 runs.         
      3rd Run PEN: Whistle play dead; 5-yds from the line of scrimmage (Remind offense they must pass) 
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PASSING PLAY ï  

(A) A pass is any overhand throw. 
(B) If the pass is behind the line of scrimmage the defense may penetrate the line of scrimmage once 

the ball leaves the QB’s hands. 
(C) The defense can blitz any time during the 4 down series. 
(D) If the QB is Blitzed or Rushed it DOES NOT count towards your 2 runs. 

 
SNAPPING THE BALL -  

(A) The quarterback may take a direct snap or a long snap from the center.  
(B) When punting a long snap must be used. 
 

SIDELINE RULE -  
(A) While next to the sideline, an attempt must be made to pull the flags from the ball carrier.  
(B) Ball carriers are NOT to be shoved or pushed out of bounds. 
      PEN: 5-yds from the spot of the foul. 
 

 

STRAIGHT ARM ɀ A player with the ball may use a straight arm technique only if adhering to the following rules. 
(A) Straight arms ARE allowed to the shoulder area and the chest area from elbow height to shoulder 

height. 
(B) Straight arms are NOT allowed to the neck, face, or head. 
(C) Straight arms are NOT allowed below the elbow height of the arms or below the rib cage of the 

torso. (e.g. forearm, hands, stomach, and waist.) 
       PEN: 5-yds from the spot of the foul. 

 
STRIPPING THE BALL – Is NOT allowed! No player is allowed to intentionally strip the ball from a player’s hand.                  
                            Flags should be the only means of stopping a plays progression. 
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- - - - - - - - - - PENALTIES - - - - - - - - - - 
 

5-YD Penalties   
From the line of scrimmage 
3rd RUN  -  BLITZ  -  HUDDLE TIME  -  MOTION  -  OFF SIDES  (On off-sides ball is dead at the time of the foul) 
 

From the spot of the foul 
AVOIDANCE - FLAG PROTECTING  -   SIDELINE RULE 

 

loss of down 
CENTER SNEAK   (ball placed at the original line of scrimmage) 
 

On the ensuing kick-off 
DIVING [diving into end zone] 
 
10-YD Penalties 
From the spot of the foul 
BLOCKING   (above the collarbone) 
BLOCKING   (below the waist) 
BLOCKING   (w/arms fully extended) 
BLOCKING   (in the back) 
CLIPPING or PUSHING   (a defensive player from behin)] 
HOLDING   (grasping clothing, flag belt, or body parts) 
ILLEGAL USE of HANDS   (forearm shivers) 
TACKLING   (wrapping arms around an opponent) 
 

From the line of scrimmage PLUS a first down 
PASS INTERFERENCE 
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- - - - - - - - - - FLAGRANT (UNSPORTSMANLIKE) MISCONDUCT - - - - - - - - - - 

 

(A) The penalties listed below carry a 10 yard penalty + ejection per board member consultation. 
(B) Ejected players serve a 1 game suspension.  
(C) Ejected players attend their next game and watch from the sideline. Player cannot play until penalty is          
      fulfilled. 
(D) A second flagrant misconduct penalty on the same player during the remainder of the season will result in a   
      2 game suspension. The Player must attend both of those games and watch from the sidelines or they will 
      be suspended for the remainder of the season. 
FIGHTING - HITTING - KICKING - SWEARING - TRIPPING - 2nd UNSPOTRSMANLIKE - VERBAL HARRASMENT 
 

 

- - - - - - - - - - COACHES & REFEREES - - - - - - - - - - 
 

(A) You are responsible for your fans and their actions.  
(B) Remind them during your first team meeting that “Abusive Language” pertains to them as well as the players       
      and coaches. This type of behavior can result in the person being told to leave the field. 
(C) There will always be at least one board member at the field. 
(D) There is to be no tobacco, alcohol or drugs on the school grounds. If anyone is found to have these items  
       they will be told to leave. 

 

                      Remember: it’s a GAME!  Keep it fun for your Team & Players!                
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