FLAG FOOTBALL RULES

*FAMILY SPORTS CENTER RULES

**TEAMS ARE RESPONSIBLE FOR MATCHING COLORS(# WOULD BE GREAT), NO PLAYER WILL BE ALLOWED TO PLAY WITHOUT A MATCHING TEAM SHIRT (REFEREES DESCRETION)

**RULE REVISIONS:

1) DELAY OF GAME, CLOCK WILL STOP UNTIL THE BALL IS SNAPPED AGAIN. REPLAY DOWN!

2) ANY FIELD GOAL ATTEMPT THAT HITS THE YELLOW UPRIGHTS OR THE FRONT BOARD IS   NO GOOD
3)FALSE START(OFFENSENSE) - CLOCKS STOPS UNTIL BALL IS RESNAPPED, REPLAY DOWN

4)ANY FIELD GOAL ATTEMPT THAT HITS THE ROOF IS REFS DESCRETION ON WETHER IT WOULD HAVE BEEN GOOD OR NOT!!!

5)LAST MINUTE OF BOTH HALFS WILL BE PLAYED LIKE REAL FOOTBALL, YOU GET OUT OF BOUNDS, CLOCK STOPS. OTHERWISE TIMEOUTS MUST BE USED TO KICK FIELD GOALS ETC. SPIKING THE BALL IN THE LAST MINUTE CAN ALSO STOP THE CLOCK.( REF DESCRETION ON WETHER A PLAYER MADE IT OUT OF BOUNDS!!!!!!!!!)

** WE WILL PLAY 6 ON 6,       
** EACH TEAM WILL RECEIVE  3-30 SECOND TIMEOUTS PER 22 MIN. HALF**

For clarification, illegal equipment consists of:
A. ABSOLUTELY NO HATS, HEADBANDS, BANDANAS ALLOWED..
 
E. Shirts or jerseys that do not remain tucked in. Any hood on a coat, sweatshirt, or shirt that does not remain tucked in MUST BE REMOVED 


** THE GAME WILL START WITH A COIN TOSS, TEAM WHO WINS MAY CHOOSE END OF FIELD OF THE BALL. THE BALL WILL BE PLACED AT THE 5YD TO START THE GAME.  

                  +   4 DOWNS TO REACH FIRST DOWN, AT HALF FIELD

 +  ON 4TH DOWN, TEAM CAN TRY 3 PT FIELD GOAL,  BALL MUST BE KICKED ABOVE SOCCER NET AND INSIDE ROPED OFF AREAS.

· THIS OF COURSE IS A FREE TRY!!
PLAYCLOCK:  PLAY CLOCK WILL RUN ONCE BALL IS SPOTTED AND IS A 25 SECOND CLOCK.     DELAY OF GAME: 5 YARD PENALTY

**Ref will blow whistle to signal the start of the 25 second clock!!**
NUMBER OF PLAYERS: Each team should start the game with 6 players; a minimum of 5 is needed to avoid a forfeit. A player may play on only one team per sport. Please check the Rules of Eligibility for all other rules concerning Intramural Sports. 

LENGTH OF GAME: Playing time shall be 44 minutes, separated into two halves of 22 minutes. Half-time shall be 3 minutes. There will be a running clock for the entire first half, and the first 20 minutes of the second half. The last 2 minutes of the second half will follow NIRSA timing rules (similar to NCAA Football). A coin toss will determine who shall receive the choice of possession or side at the beginning of the game. If only one team is ready to play at game time, they will automatically have the choice. In the case of overtime, there will be a 3-minute intermission prior to starting overtime. 

Clock stops for the following:   time-out called         

     injury

                                                    2 minute warning of each half             equipment

                                                    when kicking or extra point under 2 minutes of play

                                                    refs to discuss a call
**NEW RULE>>> WE WILL PLAY RULE FOOTBALL RULES UNDER 1 MINUTE OF PLAY EACH HALF. IF YOU GET OUT OF BOUNDS CLOCK STOPS, IF YOU DON’T; CLOCK RUNS.                              

MERCY RULE: If a team is 25 points or more ahead  when the Referee announces the two-minute warning for the second half, the game shall be over. If a team scores during the last two minutes of the second half and that score creates a point differential of 25 the game shall end at that point.

OVERTIME (TIE GAME): If the game score is tied after regulation time, then a coin toss will determine who will get the ball & side. The home team shall call the toss. Basically this is college style of OT/
1st try after a TD-  team must go for 1 pt

2nd try after a TD- team must go for a 2 pt kick

FREE KICK:  ALL SERIES WILL BEGIN ON  5 YD LINE!!(goalline)
PUNTING: WE WILL USE SQUIB PUNTS(INDOORS).

DEFENSE MAY CHOOSE TO CATCH THE BALL, OR THE BALL WILL BE SPOTTED WHERE IT LANDS AFTER KICK., ball kicked in the endzone, play starts at the goaline.
+ BALL WILL BE SPOTTED AFTER IT MAKES CONTACT WITH ROOF, THE ROOF IS PART OF PLAY , EXCEPT WHEN PASSING!!
LINE OF SCRIMMAGE:  ALL SIX PLAYERS ARE ELIGIBLE AT ALL TIMES.

WE WILL ENFORCE THE NEUTRAL ZONE, SO LINE UP ON SIDE!!


BACKWARD PASSES AND FUMBLES: Any ball that is fumbled is dead and loss of possession!!  This includes snaps and kick trys!


FORWARD PASSES AND INTERCEPTIONS: If a player is in the air attempting to catch a ball, the player must contact the ground with at least one foot in-bounds with the ball in their possession prior to going out of bounds, unless contact by an opponent causes the player to first touch out-of -bounds. If possession of the ball is lost simultaneously when they hit the ground, it is not a catch. 
**INTERCEPTIONS MAY BE ADVANCED AFTER CATCH!!!***


PASS INTERFERENCE: Any contact that, in the view of the official, interferes with the attempt to catch a pass (offensive or defensive player) is pass interference unless, in the view of the official, it occurs when two or more eligible receivers make a simultaneous and bona fide attempt to reach, catch, or bat a pass. It is also pass interference if an eligible receiver is deflagged
.    DEFENSIVE= SPOT FOUL, IF IN ENDZONE COMES OUT TO 1 YD LINE.

              OFFENSIVE=  10 YARD PENALTY FROM ORIGINAL LINE OF SCRIMMAGE.

SCORING:
Touchdowns = 6 points
Extra Points = 1 point if successful from the 3 yard line
Extra Points= 2 points if successful kicked from mid field
Safety = 2 points
FIELD GOAL= 3PTS
Defensive Conversion on Extra Point Attempt = 3 points

Once a team has made their choice on the extra point, they can only change their decision by taking a time-out.

SAFETY: If a player carries the ball across the goal line they are defending and the ball becomes dead while in their team's possession, it is a safety. If a team commits a foul in the end zone where the spot of enforcement is designated as the spot of the foul, it will be declared a safety.   FREE PUNT FROM THE GOALINE

PERSONAL FOULS: Any act listed below or any other act of unnecessary roughness is a personal foul. Players shall not :
· Punch, strike, strip, steal, or attempt to steal the ball from a player in possession.
· Trip an opponent.
· Contact an opponent who is on the ground.
· Throw the runner to the ground.
· Hurdle another player.
· Contact an opponent either before or after the ball is declared dead.
· Make any contact with an opponent that is deemed unnecessary.
· Deliberately drive or run into a defensive player.
 Push off of bounds, litely ( ref discretion)

* Smack talk an official, or smack talk an opposing player to extent of arguing ( refs discretion)
· Clip an opponent.
· Position themselves on the shoulders of a teammate or opponent to gain an advantage.
· Tackle the runner. (warrants ejection

STIFF ARMING: Stiff arming is permitted in the chest area only. NO HEAD,SHOULDERS OR BELOW THE WAIST.   It will be refs discretion if a player stiff arms to rough!.

OBSTRUCTING THE RUNNER: A defensive player shall not hold, grasp, or obstruct the forward progress of the runner when attempting to remove the flag belt.(PENALTY- 10 YARDS FROM THE SPOT OF THE PENALTY)

THE FLAG BELT: All shirts must be tucked in, and are not permitted to hang over the flag belt. Should a player loose their flag belt legally or illegally during a down and should that player gain possession of a live ball, that player will be considered down immediately upon catching or receiving the ball!!! 
**PENALTY: PLAY WHISTLED DEAD IMMEDIATELY, PLAYER DOWN AT SPOT OF CATCH OR HAND OFF!!!!!!!!!!!!

GUARDING THE FLAG BELT: Runners shall not flag guard by using any part of the body or ball to deny the opportunity for an opponent to pull or remove the flag belt. Flag guarding includes but is not limited to:
· Swinging the hand or arm over the flag belt to prevent an opponent from deflagging.
· Placing the ball in possession over the flag belt to prevent an opponent from deflagging.
· Lowering the shoulders in such a manner that flag guards.

LIST OF PENALTIES

#1 FIGHT=  LEAGUE EJECTION, REFS DISCRETION
#2 ABSOLUTELY NO  PUSHING A RUNNER OUT OF BOUNDS
HOLDING- OFFENSIVE= 10 YDS , REPLAY DOWN

                      DEFENSIVE= 5 YDS, REPEAT DOWN
(GRABBING A SHIRT IN ORDER TO A FLAG, 10 YDS FROM SPOT OF FOUL,

IF A PLAYER IS IN THE CLEAR- TOUCHDOWN AWARD (REF DESCRETION)

PERSONAL FOUL=    GAME EJECTION, POSSIBLE SUSPENSION

(PUNCHING, LEG SWEEP, PILING ON A DEADBALL, SWEARING AT OFFICIAL, ABUSING FIELD OR OFFICIALS, ETC)
FLAG GUARDING=  PLAY WHISTLED DEAD, 10 YDS ORIGINAL LINE OF SCRIMMAGE

* SHIRT HANING OVER FLAG/BELT  ( IF YOU POSSESS THE BALL)

FALSE START-  5 YARD PENALTY, BOTH OFFENSIVE AND DEFENSIVE

                                OFFENSENSE= BLOWN DEAD

                                  DEFENSIVE= FREE PLAY

DELAY OF GAME- 5 YARD PENALTY

ENCROACHMENT- 5 YARD PENALTY

PASS INTERFENCE-    DEFENSIVE, SPOT OF FOUL (REPEAT DOWN)

                                        OFFENSIVE,, 10 YDS ORIGINAL LINE OF SCRIMMAGE

AGGRESSIVE BLOCKING= REF DESCRETION,  WHEN YOUR BLOCKING WAY TO HARD, OR WAY OUT OF THE PLAY!!

OFFENSIVE= 10 YDS  (BRING THE BALL BACK)

DEFENSIVE= 10YDS FROM THE ORIGINAL LINE OF SCRIMMAGE

AGGRESSIVE RUNNING= BURYING YOUR HEAD AND RUNNING STRAIGHT OUT A DEFENDER.  OBVIOUSLY THE OBJECT IS TO KEEP YOUR FLAGS , THUS YOU SHOULD TRY TO AVOID DEFENDERS NOT RUN THROUGH THEM!!!!!!!!!

PLAY BLOW DEAD IMMEDIATELY, 10 YDS FROM THE ORIGINAL LINE OF SCRIMMMAGE

**BLOCKIN ON THE LINE IS LIVE!!!, REFS DISCRETION ON WETHER IT IS TAKING TO FAR, THUS A PENALTY.
