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(708) 389-1003


ADULT FLAG FOOTBALL RULES

I.  ROSTER

1. 
The residency requirement is the 50% of the total roster must live within the Alsip Park 
District boundaries.  If any Alsip business wishes to pay the entry fee, and at least 50% of the 
team is employed by that business, the team is considered as a resident team.
2.
The rosters must contain the names(s), home and work phone number and address of a 

coach/manager who can be reached by the park district.  It does not do us any good to 

have the phone number of someone who is seldom available.

3.
Each team will be limited to a roster of 25 players.  Use of a player not on the final roster

will result in an automatic loss of the game: provided the opposing team files a written

protest.

4.
Each team must have a team coach/manager or representative.

5.
Rosters are due prior to the first game. Changes in a roster can be made prior to the second 
              week of competition.  After that time all rosters are final.  Any team, who fails to turn in 
their roster prior to the start of their second game, shall result in an automatic loss of                    the game(s). 

Please Note: It is not the responsibility of the League Representative or League Supervisor to 
collect team rosters. It is the responsibility of the team captain/representative to turn in their 

roster.


If a team files a written protest regarding player eligibility of the opposing team and a team

roster has not been submitted prior to the second week of competition, the protest shall be

considered valid.  The offending team shall receive an automatic loss.  In order for a protest to 
be considered valid, the protesting team must follow the steps located in Section V of the 

current Alsip Park District Flag Football League rules.

6.
The entire entrance fee must be paid at the time of registration.  If payment is made by

personal check and you return to make payment with a sponsors check (or vice versa),

a $25.00 administrative fee will be charged.  If a personal/sponsors check is returned to

the Alsip Park district for insufficient funds, an additional $25.00 administration fee will

be charged.  The registration fee and the $25.00 administration fee must be paid in cash, 

within 48 hours of notification.  Failure to make payment shall result in the team being

dropped from the league and the next team on the waiting list put in its place.  At the time

of registration all participants should verify that we have the correct information in the

computer.

7.
If there are not the sufficient number of returning teams registered to finalize a league, teams 
will be allowed to register according to our current Mail-in/Drop-off/Walk-in procedures; in 
accordance with current park district policy. At the time of registration, be sure to pick up a 

copy of league rules and a blank roster form.

8. 
If 50% of your team returns, that is considered as a returning team. Only the previous 

registered captain will be allowed to enter a team into the league. In the case of a team 

dividing to form two teams, only the previous registered captain will have priority 
registration.  In the case of a team changing captains, the previous registered captain must 
contact the Superintendent of Athletics and verbally inform us of the change. The previous 
registered captain must provide us with the new captain’s name, address and phone number. 
Once the previous registered captain has done this the change will be made.

II. THE GAME
1. 
This league is designed for adults. Therefore, all participants must be 18 years of age.

2. 
Scheduled games will be played on Sunday’s; beginning at 10:00 a.m. Games are played at       
Sears Park, located at 123rd and Trumbull, Alsip.

3. 
Starting time is also forfeit time. You must have eight (8) players to begin a game. If eight are  
present at game time, you must begin the game. Teams will not be allowed to stall, the game     
must begin.  A team can start with 7 players on the field. 
4. 
Each team must start and finish with at least eight (8) players.

5. 
If a team does not have enough players, a forfeit will be declared. The referee will designate 
the official clock.

6. 
The Athletic Supervisor shall make the final decision on starting or completing a game.  

Rained out or postponed games will be rescheduled by the Athletic Supervisor at a later date.

7. 
If the games are canceled, the park district will update the weather line at least one hour before 
the scheduled game time. All players should contact their team representative or the weather 
line rather than contacting the park district.  The rain number is (708) 489-5411.
8. 
Each team must designate an offensive and defensive captain, in which the referees may 

consult for an option resulting from penalties.

9.
The field is 100 yards long and 50 yards wide, with 10 yard end zones.

10. 
BLOCKING is legally obstructing an opponent by contacting them with any part of the 

blocker’s body. A blocker must be on their feet before, during and after contact is made with 
an opponent. Under no condition, shall a high-low or rolling block be permitted. The blocker 
is allowed to contact only that portion of the opponent’s body between the waist and shoulders. 
During shoulder blocks, if the elbow is extended the hand must be in contact with the  

opponent. During turnover movements, the elbow may not travel laterally further than the 

blockers shoulders. Illegal blocking may result in ejection from the game.
11. 
When a flag is cleanly removed from a ball carrier, the down shall end, the ball is dead. A         
player who removed the flag will immediately hold the flag above their head to assist the          
official in locating where the captured occurred.

12.
PLAYING TIME SHALL BE TWENTY-TWO (22) MINUTE HALVES, WITH A            
THREE MINUTE REST BETWEEN THE HALVES. THE CLOCK STOPS FOR             
TIME OUTS, AND IN THE LAST TWO MINUTES FOR PENALTIES,                             
INCOMPLETE PASSES, EXTRA POINTS, TIME OUTS AND OUT OF BOUNDS. 

13. 
OVERTIME- 


OVERTIME- A flip of a coin will start the overtime period. Winner of the flip will have the      
choice of getting the ball first or second. The ball is put on the opponent’s 10 yard line. Each 
team will receive a set of downs (4) to score and make the extra point (s). Then the other team 
will receive one set of downs gets downs to score and make the extra point (s). The winner will 
be declared when one team finishes the overtime with more points.  During the regular season 
if the score remains tied at the end of the overtime period, the game shall be recorded as a tie.


In the playoffs this will continue until a winner is declared.

14. 
No substitute may enter the game during a down. All substitutes must attend the preceding        
huddle before the ball is put into play and all others players that were substituted for, must be    
off the field before the ball becomes alive.

15. 
The ball is dead when it touches the ground on a snap from center, laterals, handoffs, and 
on a fumble. On punts and kick offs if the ball hits the ground the offensive player can pick the 
ball up and advance it.  On a punt or kick off if the ball hits the player on a fly or bounce then 
touches the ground, the ball will be declared dead. The ball will be played from where the 
referee 
blows the ball dead. On extra points, if the ball hits the ground on the snap, the ball is 
declared dead.

16. 
At no time will there be a three or four point stance allowed. All players (except the center)       
must have both feet on the ground with the hands on hips or knees at the time of the snap.

17. 
Players must have both flags properly on belt to be eligible to receive a pass or run with the      ball. Eligibility of a player will be under the discretion of the official. If a flag falls off               accidentally while a player is running down field, play will continue, unless interpreted by the official that the flag was removed due to contact by a defensive player, at this point, the official may rule the ball carrier down. If a flag falls off and play continues, the player will be downed by using the “One Hand Touch” method. 

18. 
While on offense, a team must have five players on the line of scrimmage and three players in  
the backfield. While on defense, a team may have no more than five players (minimum of         
three) on the line of scrimmage and no more than five players in the backfield. On defense,       
players must be two yards off the line of scrimmage. All other rules on forward passing,            
running, lateral passing etc. is common football rules.

19. 
The backfield line is a vertical plane one yard behind and parallel to the offensive line of           
scrimmage.

20. 
A shift is a change of position by the offensive players after the ball has been declared ready     
for play and before the next snap. 

21. DOWNS:

A) The offensive team will be awarded a first down after crossing each 20 yard line marker, 
                     unless the offensive team, during a series of downs has been thrown for a yardage loss                            beyond the 20 yard line marker.

B) A series of downs will be declared as first and the next zone to go.

C) Four downs in each series of downs.

D) A new series of downs will be awarded when a team moves the ball into the next zone of 
   
     play free from penalty against the opponents or they have obtained legal possession of the    
     ball as a result of a penalty, a free kick, kick from scrimmage, touchback, pass interference  
     or failure to gain the next zone will also constitute a new series of downs.

22. 
Each punt must be announced by the offensive team prior to kicking the ball. The kicker shall   
not be rushed by the defense. Once a punt is announced, the ball must be kicked. The kicking    
team cannot leave until the ball is kicked. The ball must be kicked within 5 seconds of the         
snap; failure to do so shall result in a 5 yard penalty and loss of down.

24. 
When a safety occurs, the kicking team must punt the ball from the 20 yard line.

25. 
Field goals are allowed and also may be attempted to be blocked. On a missed field goal, the 
ball is turned over to the defensive team at the line of scrimmage.
26. 
Point after touchdown can either be:

A) 1 point – For an extra point attempt (kicking).  The line of scrimmage shall be the 3 yard 

line. 
B) 2 points- if passed or run in from the seven yard line.

27.
It is an incomplete pass when a player in the air possesses a pass and lands, so that his first 
contact with the ground is outside the boundary lines. Receivers need one foot inbounds     
before touching an outside boundary.

28.
On offense all players on the field are eligible to catch a pass or run the ball

29.
Kickoffs


The kicking team and receiving team will have eight players on the field.  During 

this time the game clock will continue to run unless inside two minutes or if a 


timeout has been called.


The kicking team will kick the ball from a kicking tee.  This ball will be kicked 


from the 30 yard line.  No player from the kicking team can pass the 30 yard line 

before the ball is kicked.



The football must travel 20 yards on the kick.  If this does not happen or if the 


football is kicked out of bounds the receiving team will start possession on the 50 


yard line. 



The receiving team can line up on the 50 yard line.  After a successful catch the 


receiving team becomes the offensive team.  ALL BLOCKS ON KICK OFF 


RETURN MUST BE ABOVE THE WAIST.  KEEP ALL BLOCKS CLEAN AND 

DISPLAY SPORTSMANSHIP!



When receiving a kickoff the offensive team has the ability to pick up and advance 

the ball when it hits the ground.  If the ball is kicked and it comes in contact with 

any part of the receiving team’s body and then comes in contact with the ground 


the ball will be declared dead at the spot deemed by the official. 



The receiving team has the option to refuse the kickoff and start possession on 


their own 30 yard line. 

30.
ONSIDE KICKS OFFS:



The kicking team can attempt and recover an onside kick.  When the football 


crosses over the 50 yard line it automatically becomes a live ball.



The first person who controls the football will be awarded possession.



Possession will be given to a player if the football touches any part of the player’s 

body and then the ball comes in contact with the ground.
III. PENALTIES
1. 
CLIPPING: The first time a player clips below the waist, the opposing team is awarded 15       
yards and an automatic first down. The guilty player receives a warning. If the same player        
commits the same violation a second time, opposing team is awarded 15 yards and an               
automatic first down. The guilty player is ejected from the game. Other disciplinary actions       
may be taken.

2. 
Tackling is grasping or encircling an opponent with the hand or arm. This is prohibited, and a   
15 yard penalty is assessed from the spot of the foul. If, in the judgment of the official, the       
ball carrier had an open field for a touchdown, a touchdown will be awarded.

3. 
Tripping is using the lower leg or foot to obstruct an opponent below the knee. - 15 yards from 
point of infraction.
4. 
Each team will be allowed two time-outs per half. Unused time-outs from the second half will   
carry over to the overtime period. Each team will be allowed one additional time-out in the       
overtime period. Time-outs will be one minute in length. A delay of game (official’s decision)    
will result in a five yard penalty.
5. 
Ball carriers cannot run through a defensive man. 15 yard penalty from point of infraction.

6. 
Rushing over the center is not allowed. Lining up or rushing over the center will result in a 15   
yard penalty. This includes both offensive and defensive rushing.

7. 
It is a 15 yard penalty to intentionally rip a flag off a player in order to make him/her an            
ineligible player. Officials also have the authority to eject guilty players from the game. (Also,  
see Rule 17 under Section II)

8. 
Flags must be attached on the outside of the belt. Any attempt to wrap, grasp, tie or attach         
flags on the inside of the belt is illegal and will result in a 15 yard penalty and ejection from     
the game.
9. 
Flag guarding is intentionally covering the flag with a part of the body so that the defender        
cannot rip it off. All shirts must be tucked in so that flags are accessible to the defender. Flags  
must be worn on the left and right hips. Flags worn in the front, back or front and back is           
illegal. 5 yard penalty and loss of down.
10. 
You have 25 seconds to get the ball in play after the referee declares it ready for play. 5 yard     
 penalty will be assessed if not done.

11. 
It is a 15 yard penalty for unsportsmanlike conduct. This is an official’s decision. See Rule 3      
under Section IV of Specific Park District Rules.

12. 
If a penalty is declined, the number of the next down shall be whatever it would have been if     
 that foul had not occurred.

13. 
Side-line players must stay within the forty (40) yard line boundaries. 5 yard penalty if not        
done so.
14. 
No player shall act in an unsportsmanlike manner during either period or intermission.               
Examples are, but not limited to:

a) Using profanity, insulting or vulgar language or gestures.

b) Baiting or taunting acts, words or insignia worn which engenders ill will.

c) Any delayed, excessive or prolonged act by which a player attempts to focus attention upon 
    himself.

d) Using disconcerting acts or words prior to the snap in an attempt to interfere with, 
  
  
  opponents signals or movements.

e) Intentionally kicking an opponent.

f) Intentionally swinging an arm, hand, or fist at any opposing player.

g) Intentionally kicking at the ball, other than a legal kick.

h) Leaving the field between downs to gain an advantage unless replaced or with permission 
    
    of the official.

PENALTY: Unsportsmanlike Conduct - 15 yards. Also, disqualification from the game and possible 
        further actions if conduct is flagrant and/or unnecessary.

15. 
When the ball becomes dead in possession of a player, he/she shall not:

a) Intentionally kicking the ball.

b) Spiking the ball into the ground.

c) Throw the ball high into the air or from the playing field.

d) Intentionally fail to place the ball on the ground or immediately return it to a nearby 
   
    official.

PENALTY: Unsportsmanlike Conduct - 15 yards.

16.
The offensive team shall have the right to decline any penalty.

IV.
SPECIFIC PARK DISTRICT RULES
1. 
The Alsip Park District will not schedule any changes in game times in order to accommodate  
other league commitments.

2. 
The Alsip Park District is not responsible for a team’s loss or losses due to injuries. If a player 
is injured and unable to continue to play the rest of the season, you will be allowed to replace 
the injured player. In order to do so, the injured player must submit a Doctor's statement 
   
which indicates that he/she is unable to play. The injured player will be taken off the roster 
   
and a new player added. Each team will only be allowed to re-place one and one player only 

through the season.

3. 
Captains and/or managers are responsible for the actions of their players and spectators.

4. 
Use of excessive foul language or individuals with alcoholic beverages either in their 
   
possession or under the influence of such, will result in ejection from the game. If this 
   
happens twice by the same person, it will mean immediate expulsion from the league. Any 
   
player ejected from the game by the umpire will also be suspended from playing in the next 
   
actual game.

5. 
Any team member and/or spectator (s) who possesses any form of alcoholic beverage while on  
park/school property will result in ejection and/or forfeiture of the game. Any spectator who     
possesses any form of alcoholic beverage will be asked to leave the park. Any player ejected    
from the game will also be suspended from playing in the next actual game. If any team             
members have any form of alcoholic beverage in their possession while on park property           
(including the parking lots), after their completed game, those team members will be 


suspended from and/or forfeit their next actual game.

The Athletic Supervisor will have the authority to suspend/eject and/or forfeit any 
              
players/games who do not comply with this rule. Please remember the Alsip Park District          
does not condone any type of alcoholic beverage on park property, this includes the parking      
lots.

If any team and/or players have any form of alcoholic beverage in their possession while on      
park property at the end of the season, they will be expelled from all leagues for a period of      
one year from the last day in the present season.

6. 
Unsportsmanlike conduct will result in ejection from the game and possible team forfeiture of   
the game. Active participation in any type of disorderly conduct will also result in expulsion      
from the league for the remainder of the season. Disorderly conduct includes fighting,                
provocation, etc. The official/Athletic Supervisor will have the authority to declare a forfeiture  
in this case. Possible further actions may be taken by the Athletic Supervisor/Park District.       
There will be no exceptions. 

7. 
Captains and/or managers are under obligation to prove the identity (drivers license/Photo I.D.)  
of members of their team when required by the Athletic Supervisor. Failure to do so will result  
in automatic team forfeiture of the game(s) in question.

8. 
Any player who is ejected from a game by the official will also be suspended from the next 
   
actual game. The second ejection means immediate expulsion from the league. In the event 
   
this player causes problems, the Athletic Supervisor/Official has the authority to ask the 
   
player to leave the premises. In the event that this happens, further actions may be taken by 
   
the park district.

9. 
In playoff competition, all protest concerning player eligibility must be resolved at the point 
   
the player in question enters the game. The player in question is obligated to prove his 
   
identity.  Any player who cannot prove their identity (drivers license/photo I.D.) will be 
   
considered Illegal. The player shall be declared ineligible and a forfeit shall be accessed. Any 
award money that may have been awarded shall be forfeited.

10. 
If the official ejects a player, the official or League Supervisor has the authority to require the   
player to leave the premises. If the player refuses to leave or causes additional problems, the      
team’s games will be forfeited. If an ejection brings a team down to seven players the game is    
forfeited. If a player becomes too abusive, the league supervisor has the right to remove the         
player from the league for the remainder of the season. A player’s second ejection shall result 
in immediate expulsion from the league.

11. 
An ejection may be issued for delay of game, foul/abusive language or 



fighting/unsportsmanlike conduct.

12. 
Expulsion from the league will result from any physical/verbal attacks toward the league           
coordinators or league officials.

13. 
Captains and/or Managers are under obligation to identify members of their team who assault   
another player/official. Failure to do so shall result in team expulsion from the league.

14. 
Verbal abuse by team/players and/or spectators will not be tolerated by the league officials        
and/or Park District Representatives. If a team has a question, it is the responsibility of the         
team captain to approach the official and/or Park Representative. All decisions made by the       
officials/Park District are final.

15. 
No player can play in both the A and B divisions in the same season.

6. 
Any player(s) leaving the sidelines to get involved with an altercation on the field shall result 
in ejection from the game. Any player ejected from the game will also be suspended from 

playing in the next actual game. The official or League Supervisor has the authority to require 
the player to leave the premises. If the player refuses to leave or causes additional problems, 

the team’s games will be forfeited. 

17.
The Alsip Park District reserves the right to adjust or alter any rule(s) which is deemed in the    
best interest of the league.

V.
FORFEIT

1. 
All games should begin on time. A forfeit occurs if one or both teams fail to have eight 
              players at game time. The decision to declare a forfeit is made by the officials.

2. 
If a team forfeits two games during the regular seasons, they will be dropped from the league    
with no refund. Also they will not be considered as a returning team for the next season and      
be ineligible for the playoffs.

VI.
PROTESTS
1. 
The protest fee is $25.00 cash.  The captain or manager of the protesting team must

notify the official and the opposing team of the intent to protest immediately before

the next play following the protested call.  The game will continue and be completed

under protested conditions.

2. 
A written protest and the $25.00 cash protest fee must be turned in to the Park District

Office within 24 hours of the actual game time.  The protest must be submitted 

according to the current N.F.S.H.S.A. /Alsip Park District league rules in order to be 
               
considered.

3. 
It is recommended that teams protest the use of an ineligible player at the point that

the player in question enters the game.  Once the official and opposing team have been

notified of the intent to protest, the game will continue and be completed under 

protested conditions.  If teams wait until the game is almost over to decide whether or

not to protest, the protest committee may consider the protest invalid.

4. 
The protest committee shall consist of the Director of Parks and Recreation, the 
              
Superintendent of Athletics, or Superintendent of Recreation, and the Chief Official. If the 

protest is won, the $25.00 will be returned and the game resumed from the point of protest. If 
the protest is lost, the park district will keep the protest fee.  Protest money will be put back 

into the league.

5. 
A formal protest should contain the following information:

a. The date, time and place of the game.

b. The rule and section of the current N.F.S.H.S.A. rule book/Park District rules

under which the protest is made.

c. The decision and conditions surrounding the making of the decision.

d. All essential facts involved in the matter protested.  

Note: 
If any of the above information is not included in the formal protest, the protest shall be              
considered invalid and the money will be deposited back into the league.

VII.
THE BREAKER PROCEDURES
The following is a list of selection procedures for determining a position in the league standings.

1. Winning percentage

2. Head to Head
3. Average point differential
4. Total points
5. Forfeits
6. Coin Flip

VIII.
AWARDS
1. 
Each designated league and playoff champion will receive a sponsor’s trophy.

2. 
The playoff champion will also receive a cash award. A letter congratulating the winning 
team will be mailed to the captain. This letter will indicate the amount of the money won and 
the date that a check will be available.  The designated champion of the regular season will be 
awarded $100.00 and the designated champion of the playoffs will be awarded $575.00 (based 
on 8 or more teams).
IX.
SCORING 

Touchdown -
6 points

Safety -
2 points

Extra point-
1 point - if kicked from the 3 yard line.

2 points- if passed or run in from the seven yard line.

Field Goals -
3 points - if missed is turned over to the opponents at line of scrimmage.
X. EQUIPMENT
1. 
A REGULATION size football is required. The ball must be inflated to 8-10 lbs.

2. 
The Alsip Park District will provide officials, flags and a regulation size game ball. Due to 

past problems, we require a $30 cash deposit in exchange for the use of the park district game 
ball. The game ball can be picked up from the league supervisor. In order to get the $30 cash 
deposit back, the game ball must be returned to the league supervisor.

3. 
Rubber spikes and all purpose shoes are acceptable. No Metal spikes will be allowed.  Knees 
pads are allowed, no other pads are allowed. NO ELBOW, FOREARM or HAND PADS.
4. 
All players must wear Athletic pants. No jeans are permitted. Sweat pants, shorts, football

pants are acceptable. PANTS WITH BELT LOOPS ARE NOT ACCEPTABLE. This is 

for the protection of all players.

5. 
All uniforms must be tucked in. 

*****  Unless otherwise stated herein, all league play will be governed by the current IHSA.

rule book published by the National Federation of State High School Association *****
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