
 

Church Planters Flag Football Association (CPFFA) 

Summary 
CPFFA is a flag football association made up of eight teams from church plants across the 
southeast.  Players must be on staff or lead volunteers at the church plant.  Games are 
played on Saturday, and the season is seven weeks long.   The first season will be limited to 
eight teams and will serve as the trial season.  The league could expand the following year.  
Planning begins now with the league launching in the fall of 2009. 

Benefits of the League 

¥ Networking with other church plants.  After the games, staff can go to lunch and talk 
shop. 

¥ Raise money for a National Charity like Compassion.  Some of the entry fee could go 
to missions, and the home team could sell tickets that would go to local charity. 

¥ Fun.  Trash talking can occur on the official web forum. 
¥ Exercise 
¥ Local Relationships.  Each home team is responsible for booking a local high school 

field, securing refs, and providing concessions. 

Participants 
Church plants 5 years old or under, invitation only, 8 team for the inaugural season.  Each 
team has 10 players.  Church plants that enter the league may remain (they do not have to 
stop playing after they are more than five years old).  The first eight teams that will be 
invited will be: 

¥ Oak Leaf Church    678.721.2377  oakleafchurch.com 
¥ LifePoint Church   478.234.2133  lifepoinnow.com 
¥ Revolution Church   678.882.4399  therevolution.tv 
¥ Crossview Community Church 770.334.7402  crossviewcc.com 
¥ Elevation Church   352.242.2499  elevationchurch.com 
¥ Freedom Church   678.828.8788  freedomlive.net 
¥ Pine Ridge Church   423.298.2883  pineridgechurch.com 
¥ The Midtown Bridge   770.554.9224  themidtownbridge.com 

 
At the conclusion of the season, each participating team has the opportunity to invite 
another church, thereby increasing the size of the league.  If a participating team does not 
want to play the next year, the league champion assumes their invitations. 

Schedule 
7 weeks beginning in mid-September and ending in mid-October.  Games are played on 
Saturday morning.  Each team will play 3-4 home games and 3-4 away games.  At the 
conclusion of the seven-week season, there is a weekend playoff with the four top teams.  
The semi-finals are played on Friday night, with the championship played on Saturday 
morning.   



There will be six regular season games, followed by a week off, followed by championship 
weekend. 

¥ September 20 
¥ September 27 
¥ October 4 
¥ October 11 
¥ October 18 
¥ October 25 
¥ November 14-15 (Championship Weekend) 

 
Finances 
Each team will pay an entry fee of $500.  This will cover operational expenses, flags, field 
rentals and refs.   Payments will be made to Oak Leaf Church, who will act as the treasurer 
for the league.   Financial reports will be sent to each teams every two weeks during the 
season.  At the conclusion of the season, a detailed financial report will be sent to all 
churches.  If there are any funds left over, they will be donated to Compassion International.  
If there is a deficit, all churches agree to cover an equal share.   

Eight teams paying $500 each gives us a working budget of $4,000 for the first season. 

Oak Leaf Church needs to ÒadvanceÓ $1000, to cover the creation of logo and website and 
promotional materials.  This needs to be spent before teams are invited and committed, and 
represents the risk involved in creation of the league.  This money will eventually be 
recovered by the entry fees.  Oak Leaf Church will pay $500 like the other teams.  That fee 
could be passed on to the players. 

Action Steps 

¥ Discuss at Lead Team meeting and give a thumbs up or thumbs down Ð September 
14 

¥ Choose captain for Oak Leaf Church team, someone who will also help with league 
details Ð by November 1 

¥ Finalize league name and register website Ð by October 1 
¥ Ask Aaron to Create Team Logo and Michael puts together a promotion Packet Ð by 

December 1 
¥ Create website with forum capabilities Ð by January 1 
¥ Invite teams to participate Ð by January 15 
¥ Conference call to decide schedule, discuss rules, talk about ticket sales, and 

determine playoff location Ð March 15 
¥ Conference call to finalize schedule, all fields and refs booked by team captains at 

this stime Ð June 5 
¥ Fields and refs booked by individual teams Ð by June 5 

OFFICIAL LEAGUE RULES 

PERIODS, TIME, AND SUBSTITUTIONS:  
1. Length of the games will be two twenty minute halves.  The clock will be continuous 

except during the last two minutes of the game.  In the last two minutes the clocks 
will stop on all whistles.  



2. Each team is allowed two, one-minute timeouts each half (no accumulating).  The clock 
shall stop during all official timeouts.  

3. A team consists of seven players.  In order to start a game, a team must have al least 
five players ready to play at game time.  

a. Forfeit time is five minutes after the scheduled start time  
4. During the game each team will have 25 seconds after the official blows the ball into 

play to snap the ball.  Failure to do so will result in a delay of game penalty.  
5. In the event of a tie game, the Kansas rule will be used to determine a winner.  Each 

team will receive an opportunity of 4 plays from the 20 yard line.  A coin flip will 
determine who chooses to have first attempt and this procedure will continue until 
one team has scored more points than the other.  

 
PLAYERS AND EQUIPMENT:  

1. Each playersÕ name must appear on the official score sheet and the master roster 
before they are eligible to play in a game.  Players must also meet all general IM 
eligibility rules and have signed the Roster/Liability Waiver on file in the IM office. 

2. Each team should bring a football so they donÕt have to rely on an extra Intramural 
ball to warm up.  The IM game ball will be used during all games.  

3. The league office will also provide flags and belts.  
4. No metal spikes or cleats will be allowed.  If any part of a shoe is worn down to the 

point it is exposing metal, the show is illegal.  Legality of shoes is at the discretion of 
the official. Violation of this rule will result in a forfeit.  

5. Absolutely no casts are allowed.  
 
COIN TOSS AND OPTIONS:  
At the beginning of the game, the referee shall toss a coin and one captain shall call the 
toss.  The  winner of the toss shall have the option of defending the goal, putting the ball in 
play, or deferring  the choice to the second half.  The game will start with a free kick.  
 
DEFINITIONS:  
 
TACKLE:  In flag football, a tackle consists of pulling the ball carrierÕs flags.  If a flag  
inadvertently falls off, the ball carrier will be considered down when he/she is touched by 
an apposing team member.  Once a player pulls a flag, he/she should immediately raise it 
up so the officials can see it.  A runner is also considered tackled if any part of their hands or 
knees touch the ground.  
 
FUMBLE:  Loss of possession of the ball by a player other than kicking, passing, or handing.  
In flag football there are NO playable fumbles.  The ball is dead at the spot the ball hits the 
ground. A fumble behind oneÕs goal line is a safety.  Intentionally fumbling the ball forward 
is illegal and  
will result in an unsportsmanlike conduct penalty.  
 
SCRIMMAGE:  

a. The scrimmage line Ð the vertical plane through the point of the ball 
nearest the teamÕs goal line.  

b. Offensive linesman is on his/her own line of scrimmage when he/she faces 
the opponentÕs goal line with the line of his/her shoulder.  



c. Defensive linesman is on his/her line of scrimmage when he/she is with one 
yard of the line of scrimmage.  

d. Persons on the line must stand or crouch; they can not assume a three or 
four point stance.  

e. A live ball becomes dead when:  
1. The officials blow their whistle to stop play.  
2. A flag is removed from the ball carrier.  
3. The ball touches the ground after a fumble, incomplete pass or snap.  

f. All passes are either forward or backward.  A team may pass an unlimited 
number of times behind the line of scrimmage (backwards pass), but only one 
forward pass is allowed.  

 
SERIES OF DOWNS, LINE TO GAIN:  
Down and Line to Gain Ð The zones formed by the marking of the 20 and 40 yard lines are 
used instead of the ten yard chain to determine the distance for a first down. Four downs 
are  allowed to advance the ball to the next line.  A team beginning in a zone and 
subsequently losing yardage back to another zone must advance the ball to the zone 
forward of the one which the ball was originally put in play.  
 
KICKS  

1. Punts:  
a. The offensive team may choose to punt at any time.  
b. The offensive team must tell the referee that they are going to punt.  
c. The punter must take the snap and punt immediately.  No stalling.  
d. No defensive player may cross the line of scrimmage until the ball has been  

1. kicked.  
e. All punts will belong to the receiving team after the punt.  
f. In order to advance the ball, the receiving team must catch the ball in the 

air.  
g. A ball that hits the ground after a punt remains live until it is touched by a 

player, goes out of bounds, or rolls into the end zone.  The ball may not be 
advanced if it  hits the ground.  

h. A kick that hits the ground in the end zone is a touchback and will be 
played from the 20 yard line.  If the ball hits a player in the end zone, the same 
applies. 

i. A player who is in the position to catch a punt must be given an 
opportunity to  

2. catch the ball. A fair catch is called by signaling with a wave of the hand above  
3. the head.  The ball is dead there.  

 
SNAPPING AND PASSING THE BALL:  

1. The ball must be snapped backwards.  
2. On a snap, if the ball hits the ground it is dead at that spot.  
3. All players except the passer are eligible to catch a pass.  

 
SCORING:  

1. Touchdown Ð 6 points; Safety Ð 2 points; PAT from 3 yard line Ð 1 point, from 10 yard 
line Ð 2 points.  



2. Score of a forfeited fame:  7-0  
 
BLOCKING, RUSHING AND CONDUCT:  

1. Flags must be worn over any type of shirt or jersey.  They can not be rolled under to  
prevent pulling.  

2. Protecting the flags with the arms, leg, or ball is illegal Ð a 10 yard penalty and loss of 
down.  

3. Only the team captain is allowed to speak to an official.  Captains are responsible for 
the conduct of their team and or of the field of play.  

3. Player restrictions:  
a. Striking, kicking, or kneeing opponents is illegal.  
b. No tripping or clipping  
c. No play, coach or spectator shall use abusive behavior or language to 

players or officials.  
d. No offensive of defensive pushing with the arms extended.  
e. Any attempt to pull a receiverÕs flag before they have possession of the ball 

is a 10 yard penalty.  
f. An offensive ball carrier must try to evade a tackler by going around, 

cutting or spinning.  They may not try to charge through the defensive player.  
g. It is illegal for a defensive player to grab the ball carrier in order to stop 

his/her forward progress.  This is considered tackling and will result in a 15 
yard penalty.  

h. Making contact with a ball carrier while not making a play on his/her flag is 
considered illegal contact and will result in a 10 yard penalty.  

4. Pass Interference Ð using the hands or arms to distract the receiver from catching the 
ball.   

5. Once a pass is in the air however it is a free ball and belongs to anyone who can get it.  
There will be some incidental contact in this case.  Pass Interference is a 10 yard 
penalty from the spot of the infraction and an automatic first down. 

 
PENALTIES:  
 
DEAD BALL FOULS  

¥ Penalty Yardage From  
¥ Illegal stance 5 yards line of scrimmage  
¥ Encroachment 5 yards line of scrimmage  
¥ False Start 5 yards line of scrimmage  
¥ Delay of game 5 yards line of scrimmage  

 
LIVE BALL FOULS  

¥ Illegal block 5 yards line of scrimmage  
¥ Stiff arm 10 yards point of foul  
¥ Charging by a runner 10 yards point of foul (in addition to yardage  
¥ Guarding the Flag 10 yards point of foul   down will count)  
¥ Tackling 15 yards end of play  
¥ Unnecessary roughness 10 yards end of play  
¥ Abusive language 10 yards end of play  
¥ Unsportsmanlike conduct 15 yards end of play  



¥ Striking or kicking knee 10 yards end of play  
¥ Defensive pass interference 10 yards line of scrimmage (automatic 1st down) 
¥ Offensive pass interference 10 yards line of scrimmage (loss of down) 

 

 


