Men's/Women's Flag Football Rules
PART I - PLAYING PROCEDURES
Sec-1
TEAM SIZE

A team consists of 7 men/women playing at one time.  There shall be no limit to the number of eligible players on a roster.  Teams must have at least 6 players present to start a game.

Sec-2
ELIGIBILITY

Only players listed on the official roster are eligible to participate on a football team.  All players must meet the eligibility participation requirements of the Occidental Intramural Sports Department.  Additions and subtractions to official team rosters must be made prior to that team's third league game.  No changes to rosters will be accepted after that time.

If one or both teams do not have 7 players present and ready at 5 minutes after game time, a non-roster player may participate upon approval from the opposing team captain, and may only play one game for any particular team.  The referee must be notified concerning the participation of any non-roster player.

If, after the start of a game, a captain suspects the opposing team of using an ineligible player, the captain may protest the game by identifying the suspected player to the referee.  The referee shall write on the official score sheet the name of the player in question.  If the game is lost by the team filing the protest, and the individual in question is indeed found ineligible, the game shall be forfeited.

AN INDIVIDUAL MAY PLAY ON ONLY ONE TEAM.

Sec-3
EQUIPMENT

Soft rubber soccer style molded cleats or shoes with cleats not more than 1/2 inch long will be allowed only.  No metal spikes or cleats longer than 1/2 inch will be allowed.  Officials will provide all necessary equipment for the game with the exception of a regulation size football.

NO protective hand gloves or pads on any part of the arms will be allowed.
Sec-4
FIELD DIMENSIONS

The field will be divided into 20-yard quarters.  The two end zones will be 10 yards deep.  The area enclosed by the side and end lines shall be considered "inbounds" and the areas surrounding and including the side and end lines shall be declared "out-of-bounds."
Sec-5
STARTING TIME

Starting times for all games will be given on league schedules published by the IM office.  Games postponed due to inclement weather will be rescheduled by mutual agreement of team captains involved, with the consent of the IM Director.

A 5-minute forfeit time will be in effect for any team or teams that are not present or ready to play according to Sec-1.  Captains should report early to games so they will have time to fill out their game roster on the score sheet.
Sec-6
GAME TIME

There shall be two 20-minute halves with running time, except the last minute of the second half which will be regulation stop time, with a 4-minute rest period between halves.

Sec-7
TIME OUTS

Three one-minute time-outs shall be allotted for each team per game.  Time-outs may be utilized at any time during the game.  Only team members on the field may call a time out.
The only other instances that the clock will be stopped will be for player injuries or for an official's time-out, and the last minute of the second half which will be regulation stop time.

Sec-8
SCORING

A touchdown will be worth 6 points.

A safety will be worth 2 points.

A conversion from 3 yards out will be worth 1 point.

A conversion from 10 yards out will be worth 2 points.

A return of a extra point by the defense team across the offensive team's goal line is 2 points.

Sec-9
COIN TOSS

The winner of the coin toss at the beginning of the game shall choose whether to start on offense or defense, which goal to defend, or defer his decision to the second half.
Sec-10
SUBSTITUTIONS

There will be unlimited substitutions during any dead ball situation.  Substitutes must remain in the game for at least one play.  Entering offensive substitutes must pass within 10 yards of the ball.
Sec-11
BALL PLACEMENT

At the start of a half, and after a touchdown or safety, the ball shall be placed at the offensive team's own 1 set of first down markers.  After a touchback, the ball shall be placed the same as the start of a half and any score.
Sec-12
LINE-OF-SCRIMMAGE AND BACKFIELD PLAYER POSITIONING

At least one player (the center) must position himself/herself on the designated line-of-scrimmage.  At least one player (the quarterback) must position himself/herself in the backfield.

All other players may align themselves either on the line-of-scrimmage or in the backfield.

All offensive players (with exception of a back-in-motion) must be set one second prior to the snap from the center.

Sec-13
MAN-IN-MOTION

At the time the ball is snapped from center, only one member of the offense may be in motion and he/she must run parallel to or away from the line of scrimmage.

Sec-14
ELIGIBLE PASS RECEIVERS

All offensive players shall be eligible to receive a forward pass.
Sec-15
FIRST DOWNS

Four downs are granted to make a first down.  A first down shall be awarded for advancing the ball to or across a section (or quarter) line.  If the section line has been previously crossed during the same series of possession, a first down will not be awarded.

Sec-16
DOWNFIELD BLOCKING

Downfield blocking is permitted on all running plays from scrimmage and on passing plays after a pass is completed.

No downfield blocking is allowed while the ball is in the air.
Sec-17
PUTTING THE BALL IN PLAY

To put the ball in play, (except on punt plays), the center must pass the ball through his/her legs in a single continuous motion.  Prior to putting the ball in play, the center may adjust the ball by rotation only.  After such an adjustment, further movement before the snap will be considered illegal procedure.
Sec-18
RUNS FROM SCRIMMAGE

All runs from scrimmage must be preceded by a lateral pass or hand-off before the runner has crossed the line-of-scrimmage.  
Sec-19
FORWARD PASSES

All forward passes must be attempted from behind the line of scrimmage.  Any amount of forward passes behind the line of scrimmage will be legal.
Sec-20
DOWNED BALL CARRIER

A ball carrier is considered down when any defensive player detaches one of the two flags worn by the ball carrier.  Officials will rule on all cases where loss of flag is unintentional and where play is to be continued.  Defensive players should continue until whistle is blown.  If a flag is detached during incidental contact, a ball carrier may be downed if a defending player touches the ball carrier anywhere below the shoulders with two hands.  A defending player who removes a potential ball carrier's flag is guilty of unsportsmanlike conduct.  A forward passer who has started his forward throwing motion shall not be considered down if his flag is pulled.

Sec-21
LEGAL CATCH

A pass receiver must have at least one foot in-bounds after gaining possession of the ball in order for a catch to be legal (providing that his other foot is not 
touching either on or over the out-of-bounds line).  If a receiver catches a ball while suspended in air over fair territory, and is pushed out-of-bounds by a defensive player before hitting the ground, the pass will be complete and it will be an unnecessary roughness penalty from that spot for pushing the player out of bounds.  A pass deflected from one offensive player to another will be considered a legal catch.
Sec-22
DEAD BALL

A live ball becomes dead:  (A) when a score is made, (B) the ball goes out-of-bounds, (C) an errant snap-from-center or lateral touches the ground, (D) a punt is dropped, (E) whenever an official sounds his whistle, even though inadvertently.  (The offensive team will be given the option of taking the ball at the spot of the whistle or having the play go over.) (F) Incomplete pass.
Sec-23
LOOSE BALL

All loose balls are dead upon touching the ground.  In the case of an errant or fumbled lateral, the ball will be spotted either at the point of contact with the ground or at the point that the ball was last controlled, whichever creates the greatest disadvantage for the team in possession.
Sec-24
PUNTS

A team wishing to punt can announce its intentions to the officials and the opposing team before the ball is declared ready for play.  Following the announcement, the ball must be punted and neither team may cross the line-of-scrimmage until the punt has been executed.  On free punts the ball will be put in play by the punter.  Four defensive players must be on the line-of-scrimmage.  Quick kicks are allowed.

A blocked punt or a partially blocked punt is not a free ball and cannot be advanced by the kicking team under any circumstances.  The receiving team may or may not advance such a punt under the following circumstances:

a.  Receiving team blocks punt - it may advance the ball from anywhere on the field, provided the ball did not first touch the ground.

b.  Receiving team blocks punt - ball touches the ground.  Ball is dead at point of first contact with the ground.

Sec-25
PUNT RETURNS

A punt may not be returned if the ball is not fielded cleanly by the punt returner.  Any punt that is fielded and then dropped (or - simply touched by the receiving team prior to the ball hitting the ground) is considered a dead ball and may not be advanced.  The ball shall be spotted where it hit the ground (if not previously  touched, a ball laying on the ground may be picked up and advanced by the receiving team).

PART II - PENALTIES
Sec-1
ILLEGAL PROCEDURE

The following violations shall constitute illegal procedure and a penalty of 5 yards will be assessed the violating team.  All illegal procedure penalties are enforced from the line of scrimmage.

A-Illegal Snap-from Center (except on punts)

Picking the ball up from the ground by the center. Further movement of the ball by the center after initial adjustment.  Failure by the center to pass the ball through his legs.  Advancement of the ball by the center if the ball has not completely left his hands and given to the quarterback.

B-Illegal Execution of Punts

Forward movement by either team before the punt has been executed.  Advancement of a blocked punt by the punting team. Failure to line four defensive players on the line-of-scrimmage.

C-Illegal Motion

Failure of all offensive players (with the exception of a legal man-in-motion) to become set for at least one second immediately preceding the snap-from-center.  Movement towards the line-of-scrimmage by a man-in-motion.  Having 
two or more offensive players in motion at the time of the snap.

D-Illegal Delay of Game

Failure by the offensive team to put the ball in play  within 30 seconds after the official has placed the ball for play.  Delay of game violations committed by a team that is leading or tied in the last 3 minutes of a contest shall automatically stop the clock.

E-Illegal Ball Carrier

There will be no direct runs from scrimmage.  An offensive player who advances 
the ball beyond the line-of-scrimmage without first receiving a forward pass, lateral pass, or hand-off from another offensive back will be considered an illegal ball carrier.

Failure of a ball carrier or potential ball carrier to fully expose his flags for the defense.  Clothing must not be worn over flags.  All shirts must be tucked in.

F-Illegal Substitution

Failure of all entering substitutes to pass within 10 yards of the ball.  Having more than the legal number of players on the playing field while the ball is in play.

G-Off-sides

Failure by any player to remain behind the line-of-scrimmage before the ball is snapped.  If a defensive player is drawn off-sides by the illegal motion of an offensive player the ball shall be immediately blown dead (offensive penalty).

Sec-2
PERSONAL FOULS

The following violations shall constitute a personal foul and a penalty of 10 yards will be assessed the violating team. Personal foul penalties are enforced from varying spots on the field (according to the nature of the foul).

A-Illegal Block

A blocker may not leave his feet to make contact with another player.  His hands and arms may not be further from his body than the vertical plane of his elbows.  Contact must be made with the forearms and not with fists or elbows.  No contact may be initiated lower than the WAIST.  Any contact made to the head or neck whether unintentional or not, is strictly prohibited.

Violations of downfield blocking (Sec-16) also will be enforced under this section.

Penalty enforcement:  10 yards from the end of the play or the spot of the foul, whichever puts the violating team at its greatest disadvantage, down over.

B-Clipping

Contact on a block must be made within the blocked  person's field of vision.  Contact to the backside of a player and delivered behind his field of vision shall be considered a clip.  If a player to be blocked turns his backside to a blocker within 5 yards of each other so that contact is made from behind, no violation will be called.

Penalty enforcement:  10 yards from the spot of the foul, down over.

C-Illegal Use of Hands (Offense-Defense)

All offensive players are prohibited from using their hands for grabbing or holding a defensive player (blockers may make contact with an open hand).

Defensive players may use hands and arms to push, pull, or move offensive players (other than the ball carrier) out of the way in an effort to get at the ball carrier.  However, defensive players not attempting to reach the ball-carrier may not use hands or arms to tackle or hold an offensive player.  (This includes holding an offensive player's flag belt.)

Penalty enforcement:   
Offense:  10 yards from the line of scrimmage, down over.

Defense:  10 yards from Line or end of play (greatest disadvantage), down over.

D-Unnecessary Roughness (Offense-Defense)

Any player who commits any action which, in the opinion of an official, may cause serious injury to another player, whether unintentional or not, is guilty of unnecessary roughness.

On offense, all ball carriers must make an effort to evade potential flag pullers.  Ball carriers may not run  over, straight-arm, or ward off defensive flag pullers.  This will constitute unnecessary roughness.

On defense, all players must play the ball or the ball carrier's flags.  Defensive players may not tackle, hold, block, or shove a ball carrier either on-the-playing field or out-of-bounds.  This will constitute unnecessary roughness against the defense.  Defensive players must also make an attempt to avoid Offensive blockers.  No BULL RUSHING is Allowed.
Penalty enforcement:  15 yards from the end of the play or the spot of the foul, whichever puts the violating team at its greatest disadvantage.

E-Roughing the Passer

A defensive player who has not touched, deflected, or blocked a thrown ball, must avoid contact with the passer.  Any contact by a defensive player with a passer shall constitute roughing the passer.

A penalty shall not be incurred by the defense, if an offensive blocker knocks a defensive player into the passer.

Penalty enforcement:  15 yards from the line-of-scrimmage.

F-Double Roughness Penalty

Any player who has committed two unnecessary roughness fouls or roughing the passer violations, whether intentional or otherwise, shall be removed from the contest.

Sec-3
MAJOR PASS-RUN PROCEDURE PENALTIES

The following infractions involve passing and running violations of a major nature; penalties of various magnitudes will be assessed the violating team.

A-Flag Guarding

A ball carrier may not use his hands in a manner that prevents a potential flag puller from pulling a flag.  All ball carriers must run with arms and hands above waist-high while in the immediate area of pursuing defensive players.  Twirling, twisting and spinning maneuvers, that do not violate existing rules, shall be considered legal.

Penalty enforcement:  10 yards from the spot of the violation and loss of down.

B-Illegal Forward Pass/Lateral

A passer may not cross the line-of-scrimmage and attempt a forward pass.

Penalty enforcement:  5 yards from the line-of-scrimmage and loss of down.

A forward lateral beyond the line-of-scrimmage shall be illegal.  
Intentionally grounding the ball by the passer to avoid a loss shall also be illegal.  
Penalty enforcement : 5 yards from the spot of the violation and loss of down (or safety if quarterback is in the end zone).

C-Pass Interference

No player, whether unintentionally or otherwise, shall make contact with or physically prohibit another player from attempting to catch a passed ball (which includes waving hands in a receiver's face).

Incidental contact occurring when neither player has an  obvious advantage of receiving the pass shall not be considered a violation.

Penalty enforcement:  When committed by the defense--Automatic first down at the spot of the infraction (or 1 yard line if committed in the end zone).

When committed by the offense--10 yards from the line-of-scrimmage and loss of down.

Defensive pass interference committed behind its goal line will be enforced with a first down on the 1-yard line for the offensive team.

D-Defensive "Chucks"

Defenders may "chuck" a receiver but only within 3 yards of the line of scrimmage.  Defenders who block or "chuck" a receiver more than 3 yards beyond the line of scrimmage will be penalized.  You may NEVER "chuck" a receiver in the area of the head.

You may "chuck" the offensive center but not until he has had a chance to assume an upright position.  This is to prevent "canning the center" and a chance of injury.  
Penalty enforcement:  5 yards from the line of scrimmage.  Down over.
Sec-4 
UNSPORTSMANLIKE CONDUCT

Actions that are potentially dangerous to the participants of the game and/or conduct that is detrimental to the purpose of intramural sports will not be tolerated.  No players may physically intimidate or verbally abuse student officials.  Violations of this nature will be considered unsportsmanlike conduct and at the discretion of the official, may result in a 15-yard penalty, removal from the contest or both.

Two unsportsmanlike conduct penalties assessed an individual will automatically 
remove him from the contest.

Fighting--any acts of aggressive physical violence will not be tolerated.  This includes throwing a punch, kicking an individual or any other aggressive acts.   Any player guilty of such an action immediately before, during, or after an intramural contest shall be expelled from further participation in intramural sports for the duration of one year.
PART III - TIE GAME RULES AND PROCEDURES


Tie Game - In case of a tie, these rules are to be followed:

1.
Overtime Period - When the game ends in a tie score, the ball shall be placed in the center of the field, and the referee shall toss a coin in the presence of the two field captains.  The captain winning the toss shall have the option of putting the ball in play by scrimmage in the first or last play of the eight alternating plays or the choice of goals (direction).

2. 
Alternating Play - The team starting the series shall put the ball in play by scrimmage.  At the completion of that play, their opponent shall become the offensive team and put the ball in play at the spot where the previous play left it.  Any gain or loss of distance shall be considered as a part of the play, unless affected by penalty.  This alternating of plays shall continue until each team has had four plays in the series of eight.

3.
Penalties - Penalties shall be interpreted according to the regular rules of the game.

4.
Running and passing plays - Each play shall begin by scrimmage, and shall be limited to running and passing plays.  No kicks from scrimmage are permitted.  A try for point following a touchdown is not counted as 
one of the eight plays of the overtime period.

5.
Additional Overtimes - In case one overtime session of 8 alternating plays does not break the tie, a series of 4 alternating plays (2 plays per team) is to be used with the ball being placed at mid-field or the first play.  The captain of the team who lost the coin toss for the immediate preceding overtime period shall have the option of putting the ball in play by scrimmage in the first or last play of the 4 alternating plays, or choice of goals.  This overtime period shall be played under the same conditions as the first overtime period.  Overtime periods of 4 alternating plays will be used until a winner is declared.

6.
Winning Team - The team penetrating, or advancing  the ball into their opponent's territory, after the completion of 8 alternating plays, shall score one point and be declared the winner, unless other scores have been made by either team during the overtime period.  In case a touchdown is scored, play shall resume after the try for point by a  scrimmage at the center of the field with a continuation of the alternation series, unless that play was the last of the series.

