Fairmont State Intramurals

Flag Football
(Men and Women)

1. Players – Games are played with 7 players.  Five players are required to start the game and avoid a forfeit.

2. Persons Subject to the Rules – Team representatives, including players, substitutes, coaches, trainers, spectators and other persons affiliated with the team are subject to the rules of the game and shall be governed by decisions of the officials.

3. Equipment – 
· Short or pants may not have pockets;

· No jewelry (player removed until jewelry removed); 

· Tennis shoes, rubber or plastic spikes may be worn;  

· Vests will be provided and must be worn at all times;

· All shirts must be tucked in;

· Each player is required to wear a one piece flag belt.

            Live Ball or Dead Ball Foul, 5 yards for failure to wear proper equipment.

4. Game Time – Play will consist of 4 (four) 12 minute quarters, with a 5 minute halftime. (Running clock.)  There will be a 2 minute warning with 2 minutes to go in the second and fourth quarter and the clock will stop at all dead balls during this time.
Starting the Game – A coin toss will determine a) whether to start on offense or defense b) which goal to defend.  The captain, not winning the toss shall exercise the remaining option.  The captain winning the toss shall also have the option of deferring his/her option to the second half.  Options switch in second half.

Two Minute Warning – After the two minute warning, the clock will stop for all dead balls, first downs, out-of-bounds, etc.
Start of Play – The ball is put in play at the start of each half and after a score at the offense’s own 14 yard line.

Play Clock – There is a 25 second play clock. Delay of game penalty 5 yards. (Dead ball foul.)
Forfeits – Any team not ready to play within 5 minutes of assigned time will forfeit the game.  A forfeit will also be declared when a team refuses to play after being ordered to begin by a referee.  
Overtime – Each team will start 1st and goal from the opponents’ 10 yard line (unless penalties apply).  Each team will be given 4 downs to score. Trys will be attempted and scored as indicated in Rule 7.  If the defense intercepts a pass and returns it for a touchdown, they win the game.  Over-time continues until one team wins.  Only 1 (one) time-out during the entire overtime.

5. Time-Outs – Each team will have 2 time-outs during each half.  Time-outs will last no longer than 1 minute.  The referee must notify each team of the number of time-outs remaining for each team.

6. Substitutions – Substitutions may be made only when the ball is dead.
7. Scoring – 

Touchdowns - 6pts. (9pts. Women in Co-Rec.)  **NOTE – The player scoring the touchdown must raise his/her arms so the nearest official can deflag the player.  If the player is not deflagged with on pull and the official determines the flag belt has been secured illegally, the touchdown is disallowed, and the player is disqualified. Penalty: personal foul, 10yds from previous spot.

Try – 1 point from the 3 yard line; 2 points from the 10 yard line; or 3 points from the 20 yard line.  Once the captain declares choice it can only be changed when Team A or B takes a time-out.

Returned Try – If team B intercepts a pass during the Try and returns it for a touchdown, they score 3 points.

Safety – 2 points   After a safety, the ball shall be snapped by the scoring team at their own 14 yard line.



Field Goals – none

8. First Down – Team A shall have 4 consecutive downs to advance to the next zone (20 yards) or to score.  Automatic first downs are given for defensive forward pass interference, roughing the passer, and defensive intentional tampering with flag belt.
9. Punting – A team may declare a punt on any down.  The kicker must punt the ball immediately in a continuous motion.  Neither team may advance past their scrimmage line until the ball is punted.  No fair catches. 10 yd penalty from the spot for false signals.  Receiver may pick the ball up off the ground and advance it as long as it wasn’t dropped from an attempted catch.  Punts must  be with the foot.  
10. Position and Action During the Snap – 
· Each Team A player must momentarily be inside ‘the numbers’  before the snap.

· The offensive team must have at least 4 players (CoRec =5) on their line of scrimmage at the snap.  A player in motion does not count.

· Only one player in motion on the snap of the ball and his/her motion must be lateral, not forward.

· The player who receives the snap must be at least 2 (two) yards behind the offensive scrimmage line.  No direct snaps (hand – hand) or forward hand offs.

11. Line of Scrimmage – There shall be two lines of scrimmage, one for the offense and one for the defense.  The defensive line will be marked with a cone or disc, with one yard between it and the ball.  No player may go beyond their respective line of scrimmage with any body part once the official has signaled that the lines are in good standing.  Encroachment or false start penalty – 5 yards.

12. Passing – Only 1 forward pass executed from behind the line of scrimmage per down.  Any number of lateral or backward passes are allowed.  All players are allowed to receive and pass.  Players only need to come down with one foot in bounds to legally catch a pass.
13. Blocking – The only style of blocking allowed is screen blocking. Screen blocking is defined as legally obstructing an opponent without contacting him/her with any part of the screen blockers body.  Hands must be placed either behind the back, across the chest, or directly in front of the body.  Hands must maintain contact with the body.  Elbows may not be outstretched.  The blocker must remain in an upright position and may not leave his feet.  Penalty – personal foul, 10 yards.  Offensive players may screen block; defensive players must go around.
14. Holding – By the defense on a running play is a 10 yard penalty from the end of the run.  Note:  If a defender holds a runner but does not deflag him/her and the runner advances another 10 yards, this is where the penalty is administered from not at the flag.

15. Downed Ball – The ball is dead when one of the following occur:

1.  Players flag belt is detached;

· An opponent who removes the flag belt should immediately hold the flag belt above his/her head to assist the official in locating the spot where the capture occurred.

· A player may leave his/her feet to remove the flag belt.

· The ‘tackler’ may come in front of the ball carrier and grab both flags at the same time.  In doing so, this is not considered holding although it may momentarily stop the runner.  If the triple threat belts are used, when a ‘tackler’ grabs two flags at the same time and pulls them forward the clip will not come undone – the runner is ruled deflagged in this case.

· An opponent intentionally pulling a flag belt from an offensive player without the ball is illegal.  Penalty – personal foul, 10 yards.

· Tampering with the flag belt in any way to gain an advantage is illegal.  Penalty – personal foul, 10 yards.


2.  When any part of the runner other than a hand(s) or foot (feet) touches the ground;

· QB rolls out and slips, but regains his/her balance as the ball, in contact with his/her hand, touches the ground.  Ruling: play continues as a ball in possession is considered part of the hand.


3.  When the runner goes out-of-bounds;


4.  An incomplete pass;


5.  When a runner is legally tagged with one hand between the shoulders and knees,                   including hand and arm, by an opponent once the flag belt has inadvertently fallen off.

· If the flag belt falls off a second time, a loss of down will occur and a 5 yard penalty assessed.
Note:  The offense has the responsibility of bringing the ball back to the line of scrimmage.  Penalty – delay of game, 5 yards.
16.  Ball Carrier – 
· A ball carrier may not hurdle or leap in an attempt to avoid being deflagged.  
· Ball carriers are allowed to dive.  
· Ball carriers 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.  Penalty – flag guarding, 10 yards.  
· The runner shall not stiff arm an opponent in an attempt to ward off being deflagged. Penalty – personal foul, 10 yards.  
· A player may not go out of bounds under their own control, come back in, and be the first to touch a forward pass.  
· The ball carrier may not lower the head or shoulder in an attempt to avoid being deflagged.
· The ball carrier may spin in an attempt to avoid being deflagged, however, if he/she spins and contacts a defender which knocks him/her down or off balance then he has fouled by the charging rule because he/she is not in control of his/her body.  Penalty – Foul, 10 yards at the end of the run or at the spot of the foul if it occurs behind the end of the run.

17.   Fumbled Ball – A fumble is a dead ball and belongs to the team that fumbled it.  The 
     
  fumble results in a loss of down and the ball will be put in play at the point of the 
    
  fumble. Anytime the ball touches the ground it is a dead ball.

18.  Mercy Rule – If a team is 19 or more points ahead at the 2 minute warning mark of the 
    
 second half, the game shall be over.  If a team scores during the last 2 minutes of the 
 
 game and that score creates a point differential of 19 or more points, the game shall end.

All other NIRSA Flag Football Rules apply.
