Flag Football-Fall 2007
Union University Intramurals

A. The Game

1. Games will be played:  Monday and Thursday at West Jackson Baptist Church at 6:00, 7:00, 8:00, and 9:00; and Tuesday at 7:30, 8:30, and 9:30.  Games will be played Friday and Saturday as needed.
2. Flag Football will consist of pool play for 2-3weeks then each team will be seeded into a tournament.

3. The game should be played between two teams of 7 players each.  Five players are required to avoid a forfeit.

4.  A team may move a player up from B-division to A-division during pool play.  Once the player has moved up he/she will not be able to move back down. Players cannot be added to a team roster or moved up from a division after the first game of tournament play.

5. The game proceeds with each team attempting to score the most points by advancing the ball across the opponent’s goal line.  The ball may be advanced by running or passing within the restriction of the rules.  Each touchdown results in six points with option of either a one or two-point conversion.
6. Each team shall designate a team captain who is to make all decisions in regard to options posed by the officials.  The captain’s first choice of any option shall be irrevocable.

7. Each team is given 2 time-outs during each half.  Time-outs are 1 minute long and can be shortened if both teams are ready!

8. If the game is tied at the end of regulation the result will be overtime.  To begin overtime there will be another coin toss with the visiting team making the call.  The ball will then be placed at the designated twenty yard line with each team having four downs to score.  The team that scores without the other team answering will be declared the winner.  If teams are still tied after one overtime then the teams reverse the order that they went in the first overtime.

B.   Player Equipment

THE JERSEY

Players of opposing teams must wear contrasting colored jerseys.  

PANTS/SHORTS

Each player must wear pants or shorts without any belts, belt loops, or exposed drawstrings.  The pants or shorts must be a different color than the flags worn.  

HEADWEAR

a) Players may wear a knit or stocking cap.  The cap may have no bill.  It can have a knit ball on top.  

b) Players may wear a headband no wider than 2” and made of non-abrasive unadorned single-colored cloth, elastic, fiber, soft leather, or rubber.  

KNEE PADS

Players may wear soft, pliable basketball or wrestling knees pads on the leg, knee and/or ankle.

SUNGLASSES

Players may wear pliable and non-rigid sunglasses.

ILLEGAL EQUIPMENT

a) Headwear containing any hard, unyielding, stiff material, including billed hats, or items containing exposed knots.

b) Jewelry.

c) Pads or braces worn above the waist.

d) Shoes with metal, ceramic, screw-in, or detachable cleats.  EXCEPTION:  Screw-in cleats are allowed if the screw is part of the cleat.

e) Leg and knee braces made of hard, unyielding material, unless covered on both sides and all edges overlapped, and any other hard substance unless covered with at least ½ inch of closed cell slow recovery rubber or other material of similar thickness and physical properties.

f) Towels attached at the player’s waist.

C.  Definitions of Playing Terms

BALL-LIVE, DEAD, LOOSE, POSSESSION
LIVE BALL

A live ball is a ball in play and a dead ball is a ball not in play.  A pass or fumble which has not yet touched the ground is a live ball in flight and therefore can be caught and advanced by either team.

LOOSE BALL

A loose ball is a live ball not in player possession during:

a) A running play.

b) A scrimmage or free kick before possession is gained or the ball is dead by Rule.

c) The interval after a legal forward pass is released, and before it becomes complete, incomplete, or intercepted.

WHEN THE BALL IS READY FOR PLAY

A dead ball is ready for play when the Referee:

a) If the clock is running, sounds the whistle, and signals “ready for play.”

b) If the clock is stopped, sounds the whistle, and signals either “start the clock’ or “ball ready for play.”

IN POSSESSION

“In possession” means “in possession of a live ball.”  A player is in possession when he/she is holding or controlling the ball.  A team is in possession:

a) When one of its players is in possession.

b) While a punt or place kick is being attempted.

c) While a forward pass thrown by one of its players is in flight.

d) When it was last in possession during a loose ball.

BATTING, FUMBLE, MUFF, TOUCHING BALL

BATTING

Batting is intentionally slapping or striking the ball with the hand or arm.

FUMBLE

A fumble is a loss of player possession other than by handing, passing, or kicking the ball.

MUFF

A muff is an unsuccessful attempt to catch a ball, the ball being touched in the attempt.

TOUCHING

Touching refers to any contact with the ball.

CATCH, INTERCEPTION, SIMULTANEOUS CATCH, TOUCHING

CATCH

A catch is the act of establishing player possession of a live ball which is in flight, and first contacting the ground inbound or being contacted by an opponent in such a way that he/she is prevented from returning to the ground inbound while maintaining possession of the ball.

a) If one foot first lands inbound and the receiver has possession and control of the ball, it is a catch or interception even though a subsequent step or fall takes the receiver out-of-bounds.

b) A catch by any kneeling or prone inbound player is a completion or interception.

c) A loss of ball simultaneously with returning to the ground is not a catch or interception.  NOTE:  If in doubt, it is a catch.

PLAY

QB A-1 throws a forward pass which is low and near the ground to receiver A-2, who appears to make the catch.  RULING:  The officials must see the ball strike the ground to rule incomplete.  If an official does not see the ball hit the ground, it will be ruled a completed pass.

PLAY

A pass from QB A-1 is near the sideline and receiver A-2, moving toward the goal line, leaps and possess the pass at the 3 yard line.  B-1 attempts to intercept the ball and A-2 and B-1 make legal contact with each other so that A-2’s first contact with the ground is out-of-bounds at the 3 yard line.  RULING:  Completed pass.  The contact by B-1 changed the direction of A-2 and forced A-2 out-of-bounds.  A-2 would have landed inbound if the contact had not occurred.

INTERCEPTION

An interception is the catch of an opponent’s fumble or pass.

SIMULTANEOUS CATCH OR RECOVERY

A simultaneous catch or recovery is a catch or recovery in which there is joint possession of a live ball by opposing players who are inbound.

TOUCHING

Catching is always preceded by touching the ball; thus, if touching causes the ball to become dead, securing possession of the ball has no significance.

CLIPPING

Clipping is running or diving into the back, or throwing or dropping the body across the back of the leg or legs of an opponent or pushing an opponent in the back.

DOWN AND BETWEEN DOWNS

A down is a unit of the game which starts, after the ball is ready for play, with a legal snap or free kick and ends when the ball next becomes dead.  Between downs is the interval during which the ball is dead.

ENCROACHMENT

Encroachment is a term to indicate a player is illegally in the neutral zone.  An entering substitute is not considered to be a player for encroachment restrictions until he/she is on his/her team’s side of the neutral zone.

FOUL

A foul is a rule infraction for which a penalty is prescribed.  NOTE:  If in doubt, it is not a foul.

HANDING THE BALL

Handing the ball is transferring player possession from one teammate to another without throwing or kicking it.

HUDDLE

A huddle is two or more offensive players grouped together after the ball is ready for play and before assuming scrimmage formation prior to the snap.

HURDLING

Hurdling is an attempt by a player to jump with one or both feet or knees foremost over an opponent who is contacting the ground with no part of his/her body, except one or both feet.

KICKS

FREE KICK

A free kick is a kick made under restrictions which prohibits either team from advancing beyond the established restraining lines until the ball is kicked.

KICKER

The kicker is any player who punts or place kicks.  The kicker is a runner until he/she actually kicks the ball.  Players of his/her team are known as kickers and any opponent is a receiver.

KICKOFF

A kickoff is a free kick which starts each half.  It must be a place kick.

LEGAL AND ILLEGAL KICKS

A legal kick is a punt or place kick by a player of the team in possession when such a kick is permitted by Rule.  Kicking the ball in any other manner is illegal.  Any kick continues to be a kick until it is caught by a player or becomes dead.

PLACE KICK

A place kick is kicking the ball from a fixed position either on the ground or on a tee with a maximum height of two inches.  The ball may be held in position by any player of the kicking team.

PROTECTED SCRIMMAGE KICK

A protected scrimmage kick is made by a Team A under restrictions which prohibit either team from advancing beyond their scrimmage lines until the ball is kicked.  A protected scrimmage kick must be a punt.

PUNT

A punt is kicking the ball by the player who drops it and kicks it before it strikes the ground.

LOSS OF A DOWN

“Loss of a down” means “loss of the right to repeat the down.”

NEUTRAL ZONE

The neutral zone is from the forward point of the football one yard to the Team B scrimmage line and extended to each sideline.  It is established when the ball is marked ready for play.

PASSER

The passer is the player who has thrown a legal forward pass.  He/she remains the passer while the ball is in flight or until he/she moves to participate in the play.

PASSES

PASSING

Passing the ball is throwing it.  In a pass, the ball travels in flight.  A pass continues to be a pass until caught, intercepted, or the ball becomes dead.  The initial direction determines whether a pass is forward or backward.

FORWARD AND BACKWARD PASS

A forward pass is a pass thrown with its initial direction toward the opponent’s end lines.  A backward pass is a pass thrown with its initial direction parallel with or toward the passer’s end line.  A pass continues to be a pass until it is caught or strikes the ground.  A backward pass or fumble that hits the ground is ruled dead at that spot.

SCREEN BLOCKING

Screen blocking is legally obstructing an opponent without using any part of the body to initiate contact.

SCRIMMAGE

DEFINITION OF SCRIMMAGE

A scrimmage is the interplay of two teams during a down in which play begins with a snap and ends when the ball next becomes dead.

SCRIMMAGE LINE

The scrimmage line for Team A is the yard line and its vertical plane which passes through the forward point of the ball.  The scrimmage line for Team B is the yard line and its vertical plane which passes one yard from the point of the ball nearest its own goal line.  Team B’s scrimmage line may extend into their end zone.  A Team A player is on his/her scrimmage line when facing his/her opponent’s goal line with his/her head or foot breaking the plane of the imaginary line drawn through the waistline of the snapper and parallel to the scrimmage line.  The snapper is a line player.

BACKFIELD LINE

To be legally in the backfield a Team A player’s head or foot must not break the plane of the line drawn through the waistline of the nearest Team A player, except for the snapper, on the scrimmage line.
SHIFT

A shift is the action of one or more offensive players who, after a huddle or after taking set positions, move to a new set position before the ensuing snap.

TAGGING

Tagging is placing one hand anywhere between the shoulders and knees of an opponent with the ball.  The person making the tag may leave his/her feet to make the tag.  Pushing, striking, slapping, and holding are not permitted.  If the player trips the runner in his/her attempt to make a diving tag, it is a foul.

TEAM AND PLAYER DESIGNATIONS

DISQUALIFIED PLAYER

A disqualified player is one who becomes ineligible for further participation in the game.

LINE PLAYER AND BACKFIELD PLAYER

A line player is any person on his/her scrimmage line when the ball is snapped.  A backfield player is any person who is legally behind that lien when the ball is snapped.

OFFENSIVE AND DEFENSIVE TEAM

The offensive team is the team in possession or the team to which the ball belongs.  The defensive team is the opposing team.

PLAYER

A player is any one of the participants in the game.

RUNNER

The runner is the player in possession of a live ball or simulating possession of a live ball.  Once a player catches or intercepts a pass, he/she becomes the runner.

SNAPPER

The snapper is the player who snaps the ball.

SUBSTITUTE

A substitute is a team member who may replace a player.

TRIPPING

Tripping is the use of the lower leg or foot to obstruct an opponent, including the runner, below the knee.

D.  REMOVING THE FLAG BELT

FLAG BELT REMOVAL

When the flag belt is clearly taken from the runner in possession of the ball, the ball is declared dead and the down shall end.  A player who removes the flag belt from the runner should immediately hold the flag belt above his/her head to assist the official in locating the spot where the capture occurred.  If a flag belt inadvertently falls to the ground, a one-hand tag between the shoulders and knees constitutes capture.  A player may leave his/her feet to remove the flag belt.

CONTACT

In an attempt to remove the flag belt from a runner, defensive players may contact the body and shoulders, but not the face, neck, or any part of the head of an opponent with their hands.  A defensive player may not hold, push, or knock the runner down in an attempt to remove the flag belt.

E.  GAME TIME

PLAYING TIME AND INTERMISSIONS

Playing time shall be 48 minutes, divided into two halves of 24 minutes each.  The intermission between halves shall be 5 minutes.  When overtime is used, there will be a 3-minute intermission.  Timing rules may be modified due to program constraints.

FORFEIT TIME 

Game time is forfeit time.

SHORTENING PERIODS

Anytime before or during the game, the playing time of any remaining period(s) may be shortened by mutual agreement of the opposing captains and the Referee due to darkness, inclement weather, etc.

EXTENSION OF PERIODS

A half must be extended by an untimed down, except for unsportsmanlike or nonplayer fouls, if during the last timed down, one of the following occurred:

a) There was a foul by either team and the penalty is accepted.

b) There was a double foul.

c) There was an inadvertent whistle.

d) If a touchdown was scored, the Try is attempted unless the touchdown is scored during the last down of the second half and the point(s) would not affect the outcome of the game of playoff qualifying.

If (a), (b), or (c) occurs during the untimed down, the procedure is repeated.  Apply the “extension of periods” rule prior to enforcing the mercy rule.

FIRST 22 MINUTES

The clock will start on the snap when the ball is legally touched.  It will run continuously for the first 22 minutes unless it is stopped for a:

a) Team time out-starts on the snap.

b) Referee’s time-out-starts on the ready for play.

TWO MINUTE WARNING

Approximately 2 minutes before the end of each half the Referee shall stop the clock and inform both captains of the playing time remaining in that half.  The clock starts on the snap.  The Back Judge will announce to the captains the remaining time and status of the clock after every play during the final 2 minutes.

LAST TWO MINUTES

During the final 2 minutes of each half the clock will stop for a:

a) Incomplete legal or illegal forward pass-starts on the snap.

b) Out-of-bounds-starts on the snap.

c) Safety-starts on the snap.

d) Team time-out-starts on the snap.

e) First down-dependent on the previous play.

f) Touchdown-starts on the snap (after the Try).

g) Penalty and administration-dependent on the previous play (EXCEPTION: Delay of game-starts on the snap).

h) Referee’s time-out-starts at his/her discretion.

i) Touchback-starts on the snap.

j) Team A is awarded a new series-dependent on the previous play.

k) Team B is awarded a new series-starts on the snap.

l) Either team is awarded a new series following a legal kick-starts on the snap.

m) Team attempting to conserve time illegally-starts on the ready.

n) Team attempting to consume time illegally-starts on the snap.

o) Inadvertent whistle-starts on the ready.

p) First touching on a free kick and ball strikes ground-starts on the snap.

PLAY

Inside the final 2 minutes of the second half A-1:  (a) advances the ball across the zone line-to-gain and is deflagged inbound; or (b) advances the ball across the zone line-to-gain, runs five more yards and guards his/her flag before going out of bounds.  RULING:  In (a), the clock stops for the first down and will start when the Referee marks the ball ready for play.  In (b), the clock stops for the player stepping out-of-bounds and will start on the snap, regardless of whether or not the penalty is accepted.

F. Unsportsmanlike Conduct

1. No player shall use abusive or insulting language nor commit any act of unfair play including attempts to interfere with offensive signals or movements, kicking at opposing players, kicking at the ball other than during a legal kick, swinging arms, hand, or first at an opposing player.

2. When the ball becomes dead in the possessions of a player, he/she shall not intentionally kick the ball, spike the ball, throw the ball high in the air, and fail to return the ball to the huddle or toss the ball to the officials.

3. Coaches, substitutes, or others subject to the rule shall not attempt to influence the decision of an officials, address and official disrespectfully, or be on the field illegally.

***********ONLY THE TEAM CAPTAIN CAN ADDRESS AN OFFICAIL CONCERNING THE QUESTIONING OF A CALL.  FAILURE TO ADHERE TO THIS RULE WILL FIRST RESULT IN A WARNING WITH A SECOND INFRACTION RESULTING IN EXPULSION.

************THERE WILL BE NO DIRECT OR INDIRECT DEROGATORY COMMENTS MADE TO THE REFEREE OR ANY OTHER PLAYER.  THE RESULT IS A WARNING FOR THE FIRST INFRACTION. EXPULSION IS THE RESULT OF THE SECOND INFRACTION.

