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SOUTHLAKE PARKS AND RECREATION 
Youth Flag Football Rules 

Revised 3-6-14 

 

All games will be played by the Texas Amateur Athletic Federation (T.A.A.F.) and Southlake 

PARD local guidelines. 

 

I. Equipment 

 

1. Jerseys will be provided by Southlake Parks and Recreation for all age divisions. 

Jerseys must be tucked in. 
 

2. Shorts / Pants: Must be black with no striping or pockets where the flags hang. 

 

3. Players can wear molded cleats but no metal spikes will be allowed. 

 

4. NO JEWLERY MAY BE WORN AT ANY TIME DURING A GAME. 

 

5. Officials may ban any equipment that they deem as unsafe or illegal. 

 

6. Official game ball, flags and belts, scoring equipment, and officials will be provided 

by the Parks and Recreation Department. 

 

7. Football Size:  8 & under will use a K2; 10 & under and 12 & under will use a TDJ. 

 

8. Southlake Parks and Recreation will provide flags for all teams and shall be 16 

inches in length and must be worn at the waist, one on each side. Flags must be 

attached to a belt, and the belt will be worn snug around the waist. Teammates must 

wear the same color flags. (Do not cut or alter the flags) 

 

9. All players are required to wear a mouth guard. 

 

II. Field Regulations 

 

1. The field shall be 80 yards from goal to goal line with two end zones of 10 yards 

each. The field shall be 50 yards from sideline to sideline. 

 

2. The field shall be divided into 4 zones of 20 yards each for the 8, 10, and 12 & 

Under Divisions. 

 

3. The three (3) yard line and / or the ten (10) yard line will be used for P.A.T. 

attempts. 

 

4. Opposing teams shall use opposite sidelines during play. 
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III. Rosters 

 

1.  A roster shall consist of no more than thirteen (13) players and no fewer than eight 

(8) players. 

  

2. A team may begin the game with six (6) players and must end with a least six (6) 

players 

 

3. Players will be assigned to teams by Parks and Recreation Staff. Staff will first take 

into consideration any practice time requests of individuals. Ages will be dispersed 

as evenly as possible to each team. Requests made to play on a certain team or with 

another child are not guaranteed. 

 

4.  Only players listed on the team’s official roster, distributed by the Parks and 

Recreation Department may play on the field during any game. 

 

5. Any and all changes to these rosters must be approved by the Parks and Recreation 

Department. 

 

IV. Playing Rules 

 

1. Teams should be present at least fifteen (15) minutes prior to game time.  No grace 

period will be allowed.  Game time is forfeit time. Forfeit score will be posted as 7-0. 

 

2. Each team shall designate, to the referee, one or two players as the captains before 

the start of the game. 

 

3. Coin Toss: At the beginning of the first half a coin toss will be held. The winner of 

the coin toss will have the following options: (1) offense, or (2) choice of goal to 

defend. The teams will switch sides for the second half and the team that began the 

first half on offense will begin the second half on defense. 

 

4. The game shall be played in two (2) halves of twenty (20) minutes in length with a 

five (5) minute half-time. The clock will run continuous, except for time-outs, 

official time-outs. At the two (2) minute mark of both halves the referee will 

indicate that there will be 7 plays remaining in the half.  

 

5. “17 Point Rule” - If either team is ahead by 17 points at the 7-play warning of the 

2nd half, the game is over.  

 

6. If a game has completed one full half and is cancelled due to inclement weather or 

damage to the field imminent, the score to the game will be final and will not be 

rescheduled. 

 

7. Clock Management: Game clock will start when the official puts the ball in play and 

signals to start the game. The official’s whistle makes the ball ready for play and 
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starts the play clock prior to each down throughout the game. The play clock is 

twenty five (25) seconds. After a time-out, the clock will start with the snap of the 

ball. Since the clock is running continuous it does not stop during P.A.T. attempts. 

 

8. Series of Downs/ Line to Gain: The line to gain is the established line designating the 

twenty (20) yard zones. The zone shall be considered reached when the hips (flags) 

are on or in advance of the line marking the next zone. A team will be allowed four 

(4) downs to advance the ball from one zone to the next. If after four (4) downs, a 

team has failed to advance the ball into the next zone; possession shall go to the 

defense at that spot. 

 

9. Players/Eligibility: It is an eight (8) on eight (8) league, where all eight (8) players 

are eligible for all age divisions. The age deadline is September 1
st
 of the current 

school year. 

 

10. Huddle/Lining Up: Teams may choose to huddle prior to a play. It is not necessary to 

huddle after a play. One (1) coach can be in the huddle on the offensive side of the 

ball and one (1) coach can be in the huddle on the defensive side of the ball. Any 

number of players may be on the offensive L.O.S. at the snap. Defensive line 

must be one (1) yard off the ball at the snap. No defensive player may be within four 

(4) yards of the ball if lined up directly in front of the center or within one yard of the 

ball if lined up to the side of the center at the snap. 

 

a. Substitution: There will be free substitution as long as players being substituted 

for are off the field prior to the next snap or the player is out of play and is 

departing the field. 

 

b. Shift: Two (2) or more offensive players may be shifting their position at the 

same time prior to the snap. Their movement may be in any direction but they 

must become set for one full count before the ball is snapped or before another 

player can go in motion prior to the snap. 

 

c. Motion: Only one (1) player is allowed to be in motion at the snap and his 

movement must be parallel or away from the L.O.S. and must be continuous. 

 

d. Stance: Any stance is permitted. 

 

e. Encroachment / Off-sides: Shall be called if either the offense or the defense 

passes over the plane of their L.O.S. before the ball is snapped. A false 

movement of the football by the center shall constitute offensive encroachment. 

 

f. Center Snaps: A snap can be made directly from under center, or a shotgun snap 

may be performed. All center snaps must be made between the center’s legs. A 

center snap may touch the ground before it gets to the quarterback and remain 

playable if the quarterback fields it cleanly from the ground. However, if the 

quarterback muffs the ball to the ground or if the ball goes past the quarterback it 

is dead where the ball touches the ground. 
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11. Line of Scrimmage: The plane of the ball that extends from sideline to sideline and 

ninety (90) degrees from plane face of the field, once an official places his ball 

marker and signals the ball “ready for play”. Once the ball marker set, the neutral 

zone becomes established.  

 

12. Neutral Zone: Is the space between the end of the ball when in the normal resting 

position on its long axis while parallel to the sidelines and one (1) yard beyond the 

line of scrimmage. This zone extends from sideline to sideline and is established 

once the ball is marked ready for play. 

 

13. Punting: After a punt has been declared, it must be made and neither team may cross 

the L.O.S. until the ball is kicked. The offense may have any number of players on 

the L.O.S. The punt returning team must have five (5) players within five (5) yards 

of the L.O.S. and they must remain in the zone until the punt returner enters the 

zone, at which time they may provide stationary screens. These five (5) men may not 

attempt to screen any member of the punting team as they pass through this five (5) 

yard zone. The punt returning team may have three (3) returners in deep positions. 

The two (2) returners that do not carry the ball may not be moving screens. They 

may run forward and provide stationary screens. 

 

14. Punting for 8U – there is no punting in 8U but a team can elect to forfeit possession 

on 4
th

 down and have the referee walk off forty (40) yards from the L.O.S. The 

punting team cannot back the receiving team any further than the receiving 

teams own twenty (20) yard line. 
 

15. Blocking: Only screen blocking is permitted. Screen Blocking: shall be defined as 

obstructing the rusher’s path to the quarterback or ball carrier, as long as it is done 

behind the L.O.S., with any part of the body except head, hips, and legs. There can 

be no independent movement of the elbows. The screener must use one of the two 

following methods: 

 

a.)Screener must have his thumbs hooked in his pants and holding the flag belt with  

    each hand OR 

 

                       b.)Screener must hold his arms behind his back with arms locked together in some 

                           manner. A screener may not leave his feet to screen.   

 

16. Scoring: A touchdown is worth six (6) points. A successful P.A.T. attempt from the 

three (3) yard is worth one (1) point. A successful P.A.T. attempt from the ten (10) 

yard line is worth two (2) points. Safety is worth two (2) points.  

 

 Interception on a one (1) P.A.T can be returned for one (1) point.  

 

 Interception on a two (2) P.A.T can be returned for two (2) points.  

 

17. No Jumping or Diving to gain yardage is allowed. 
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18.  Time-Outs:  Each team is allowed to two (2) 60 second time outs per half. Time-

outs do not carry over from half to half.  A time-out may be called from any player 

or coach during a play or between plays. A team may not use a time-out to change 

any fourth (4) down option. (Punt or Play) The time-out will begin once recognized 

by the official and end when the official signals. Each team will be allowed only one 

(1) time out during a tie-break period. 

 

19. Each team manager should initial the scorekeeper’s game report after each 

game.  This will ensure that all records are correct and have been accepted by both 

team managers.  Failure to initial the game report will be an indication that the team 

manager has accepted the game report and has forfeited his/her right to a review.  

League standings will be based upon game reports and posted on 

www.quickscores.com/southlake 
 

Tie-breaker procedures 

 

1.  Game tie – At the end of regulation play during the regular season, a tie score results in 

a tie game and no overtime will be played.  

 

2. At the end of regulation play during the league tournament the following tie break 

procedure will be followed: 

 

a. After an official’s time-out of two (2) minutes, during which the officials and 

team captains will have a coin toss, the winner will have a choice of playing 

offense or defense first. Both teams will go in the direction of the wind on 

offense, or if no wind, in the direction chosen by the loser of the toss. 

b. Ball will be placed 40 yards from the goal line and each team will have four 

(4) consecutive plays unless terminated by an interception, in which to score 

the most points or gain the most yards. If no team scores, the team that gains 

the most additional positive yardage shall be the winner. Positive yardage is 

defined as yardage gained while on offense only and must be in advance of 

the starting point. If after four (4) consecutive downs the teams remain tied in 

all above combinations, additional downs will be played – one down at a 

time, alternating until a winner is decided. 

c. If a team scores a touchdown, it will be allowed to use its remaining downs, 

beginning again at the 40 yard line. A free down will be granted for P.A.T. 

attempts after each touchdown. 

d. Each team will receive one (1) time out during tie-break periods. 

e. An interception terminates the offensive team’s opportunity to score or gain 

yardage. The offensive team is credited with positive yardage gained to the 

point of the last snap prior to the interception. The defense may not advance 

the interception.  

 

3. League Seeding - In case of a tie for award positions at the conclusion of the season, the 

following tie-breaker procedure will be used: 

 

a. Head-to-head results between teams tied. 
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b. If teams split in head-to-head games, points scored against in those games 

will be used. 

 

c. If teams are still tied, points scored against for all league games for the teams 

tied will be used. 

 

d. After first place team has been determined, revert back to “a” (above) to 

determine second place from remaining teams tied. 

 

 

 

VI. CONDUCT/SPORTSMANSHIP ZERO TOLERANCE POLICY 

 

The City of Southlake has zero tolerance for unsportsmanlike conduct by any coach, player 

or spectator before, during or after a game. This includes but is not limited to: booing, 

shouting at the officials, or arguing any call. Expressing any negative behavior or comments, 

threats or obscene gestures to players, coaches or officials is also unacceptable.  

 

1. Any player, coach, or spectator ejected from any league game is subject to additional 

suspensions.  

 

2. Players, coaches, and spectators who have been suspended must leave the complex 

and may not return until the completion of their suspension.   

 

3. Each team coach is responsible for the conduct of their spectators and team 

participants.   

 

4. No player, coach or spectator shall interfere with the scorekeepers/officials.  Any 

concerns regarding the scorekeepers/officials must be brought to the Recreation 

Specialist or Recreation Coordinator.    

 

5. Verbal or physical violence, especially attacks on a game or tournament official 

immediately before, during, or after a game or fights between players/teams will 

result in a minimum of one (1) year loss of eligibility in all league play or indefinite 

suspension in all league play, subject to annual review if requested. 

 

6. Suspensions carry over from season to season. 

 

7. An official or Parks and Recreation staff member will have the authority to remove a 

player, coach, or spectator from a game and/or forfeit the game due to 

unsportsmanlike conduct. Unsportsmanlike conduct shall include, but not be limited 

to, illegal equipment, profanity, threats of any kind toward the officials, Parks and 

Recreation staff, and/or scorekeeper, fighting (before, during, or after the game), or 

any flagrant foul as determined by the official. 

 

8. City of Southlake City Ordinance #515 states, “It shall be unlawful for any person to 

possess or consume any alcoholic beverage on city property.” 
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VII. Protests 
 

 MUST  be filed in the following manner: 

 

1. Must be filed before the game is over. 

 

2. Notify official and City of Southlake staff and give details of protest. 

 

3. See that the protest is recorded in the official scorebook. 

 

4. On the first regular business day following the protested game, the Team Manager must 

submit the protest in writing to the Parks and Recreation Department Main Office along 

with a $50.00 Protest Fee.  Make checks payable to “City of Southlake”.  If protest is 

upheld, the fee will be refunded. 

 

Parks and Recreation Department 

 1400 Main St., Suite 210 

 Southlake, TX 76092 

5. Judgment calls are not a basis for protests.  

 

VIII. FIELD CONDITIONS 

 

In case of inclement weather, please contact the field information line (817-748-8028) or 

visit www.quickscores.com/southlake It is the Coach/Team Manager’s responsibility to 

notify their players of field playability. 

 

 

http://www.quickscores.com/southlake

