Intramural Flag Football Rules
Eligibility:  All eligibility rules apply as outlined in the Intramural Handbook.  You may add or delete players from your roster until the last game of the season.  At this point your roster will be final.  No new players can be added during the playoffs.

Game Location:  All games are played on the campus Intramural fields just north of the red maintenance barn.  
[bookmark: _GoBack]Teams:  Seven players make up a starting lineup.  A minimum of five players must start the game.  Games will begin if both teams have at least 5 players.
Time:  Time is kept on the field by game officials.  A time keeper will be assigned to each game.  The game consists of two halves of 22 minutes with a 5-minute break at halftime.  The clock stops after every play during the last 30 seconds of the game only.  Each team is given 3 timeouts per game.  Thirty seconds is allowed between each play.
Starting Times:  Games must begin on time.  Players should arrive 10 minutes early before their scheduled game. There will be a 5 minute grace period for a team to get the required number of players present.  For each minute past game time the team that is ready to play, with the required number of players, will earn 3 points each minute the opposing team is late/not ready to play.  At the end of 5 minutes the score will be 15-0.  If the opposing team has not shown up with the required number of players by the end of the 5 minute grace period they will be given a forfeit.
Illegal Equipment: 1) Headwear containing any hard, unyielding, stiff material, including billed hats, or items containing knots.  2) Jewelry.  3) Pads or braces worn above the waist.  4)  All metal spikes or rubber cleats with metal tips are prohibited from use in intramural activities.  5) Shirts or jerseys that do not remain tucked in.  Any hood on a coat, sweatshirt or shirt that does not remain tucked in.  6) Pants or shorts with any belt(s), belt loop(s), pocket(s), or exposed drawstring(s).  7) Leg and knee braces made of hard, unyielding material, unless covered on both sides and all edges overlapped.  8) Any slippery or sticky foreign substance on any equipment or exposed part of the body.  9) Exposed metal on clothes or person.  10) Towels attached at player’s waist.     
Scoring:  Six points are given for touchdowns.  The team who scores has the option of going for a 1, 2 or 3 point conversions.  1 point conversions are from the 5 yard line, 2 point conversions are from the 10 yard line and 3 point conversions are from the 20 yard line.
Overtime:  Ball is placed at the 10-yard line for both teams using the same end of the field until the tie is broken.
Field of Play:  The field is 60 yards long with two 10 yard end zones.  It will be divided into two 10 yards zones and two 20 yard zones.  A team must advance from one zone to the next in 4 downs or less for a first down.
Starting the Game:  There will be a captain’s meeting at the beginning of each game with the referees.  This will involve a coin toss and a discussion on rules, boundaries and sportsmanship.  The team that wins the coin toss at the beginning of the game will have first choice of offense/defense or direction for the first half.  The other team has first choice for the second half.  There will not be any kickoffs during any point of the game.
The Game:  The offensive team takes possession of the ball at its 5 yard line at the beginning of the game and after the opposing team scores.  The offense has 4 plays to cross the first down marker to retain possession.  If the offense chooses not to punt on 4th down and fails to either get a first down or score, the ball changes possession and the new offensive team takes over at the line of scrimmage.    
Substitutions:  Substitutions may enter whenever the ball is dead.
Dead Ball:  The ball is dead whenever it touches the ground (fumbles, dropped punts & laterals).
End of Play:  The play is over when the player carrying the ball has a flag stripped from his/her belt and the whistle is blown.  Tackling is prohibited.  Flags must be worn outside of players clothing. 
Incidental Loss of Flag:  If the ball carrier’s flag belt comes off without being pulled, a one hand touch between the knees and the shoulders will mark them down.
Contact:  In an attempt to remove the flag a defensive player may contact the body and shoulders of an opponent with their hands, but not their face or any part of the neck or head.  A defensive player may not hold, push, or knock the ball carrier down in an attempt to remove the flag.  
Screen Blocking:  Screen blocking is legally shielding the opponent without contacting any part of the opponent’s body.  This is the only type of blocking allowed.
Charging:  A player, offensive or defensive, shall not charge into nor contact an opponent in his/her path.  The player also may not attempt to run between two opponents unless the space is such to provide reasonable chance for him/her to go through without contact.   
Passing:  All offensive players are eligible receivers. Defensive pass interference is a 10 yard penalty and an automatic first down. Offensive pass interference is also a 10 yard penalty, but with loss of down.    
Punts:  Teams must indicate when punting. Rushing the punter is prohibited.  As soon as the ball hits the ground, the ball is dead.  No fake punts are allowed.  A team can kick or throw the ball when punting to the opposing team.
Touchbacks:  If the ball enters the End Zone on a punt, the ball will be placed on the 10 yard line.
Flag Guarding:  Runners shall not flag guard by using their hands, arms, or the ball to deny the opportunity for an opponent to pull or remove the flag belt.  Flag guarding includes but is not limited too:  Swinging the hand or arm to prevent an opponent from deflagging, placing the ball in position over the flag to prevent an opponent from deflagging, or using a “stiff arm” to ward off an opponent attempting to deflag.  
Interception:  If a defensive player intercepts the pass, it is a live ball and the defense can advance it.
Fumbles: When a fumble occurs the ball is dead at the spot where it touches the ground and belongs to the offensive team unless turned over on downs.
Safety: When the Defensive team causes a safety, they will be awarded 2 points and possession of the ball starting at the 10 yard line.
Simultaneous Catch:  If an offensive and defensive player both catches the ball simultaneously the ball becomes dead at the spot of the catch and possession will go to the offensive player.
Motion:  Only one offensive player may be in motion, but not in motion toward the opponent’s goal line at the snap. Other offensive players must be stationary in their positions without movement of their feet, body, head or arms.
Legal Snap:  There must be at least one yard separation between the center and the person receiving the snap (no direct snaps).
Inadvertent Whistle:  The play will be called dead and the down will be replayed.
Mercy Rule:  If a team is ahead by 21 points with 2 minutes left in regulation, the game shall be over.   
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	Punt Catch Interference
	
	
	

	
	
	Offensive pass interference (loss of down) 
	
	

	Delay of game
	
	Defensive pass interference (1st down)
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	Illegal screen blocking 
	
	
	
	

	Illegal snap
	
	Flag guarding/stiff arm
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	Roughing the passer
	
	
	
	

	Live Ball
	
	Tripping/clipping
	
	
	
	

	
	
	Spiking, kicking, throwing ball during a dead ball (possible ejection)

	Equipment worn illegally
	Illegally secured flag belt:
	
	
	

	Illegal motion
	
	
	Offense: loss of down
	

	Illegal shift
	
	
	Defense: 1st down
	
	

	Illegal forward pass
	
	Unsportsmanlike conduct (players, coaches, spectators, etc)

	Intentional grounding
	
	
	
	
	
	



Officials:  Intramural officials assigned to each game will be in charge of officiating the game, and keeping the score and time.















Flag Football Co-Ed Additional Rules

Same rules as flag football except:

Ratio:  At no time is a team allowed to have less than three females on the field of play.  
Quarterback:  Teams must alternate male/female at the quarterback position every other down, with the exception of following a turnover.  If a male is the quarterback on a scoring play then a female must be the quarterback for the point after attempt.   Failure to comply is a 5 yard penalty. Failure to comply on a point after attempt is a failed attempt.
Female Touches:  A female must be used as the intended receiver of a pass or to run the ball once every 4 downs without a 1st down, change of possession, or a score in-between.  After a scoring play any person on the field is eligible to be the intended receiver for the point after attempt.  Failure to comply is immediate change of possession at the last line of scrimmage unless the fourth play resulted in a turnover in which the original defensive team returned the ball past the original line of scrimmage. If a female is to run the ball or is the recipient of a pass behind the line of scrimmage she must make it to the line of scrimmage in order for the play to count towards female inclusion.
Line of Scrimmage:  If a male runs the ball across the line of scrimmage or receives a forward pass behind the line of scrimmage, the offensive team will be penalized (5 yards). The only exception is when the defensive team has crossed the line of scrimmage to chase a male quarterback (defined as the person to whom the ball is snapped). However, on a pitch-back or hand-off from a quarterback to a male player behind the line of scrimmage, that male must throw the ball and cannot advance past the line of scrimmage, even if a rush is coming in.  

