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Intramural Program – Flag Football Rules

Teams

1. Each advisory may sponsor a team made up of its members.

2. Each team can have 8 players on the field with a minimum of 6 players (unless both teams and staff referee agree otherwise). Players may be substituted in between plays.

3. A roster of eligible players must be presented before the first game.
Equipment
1. Two footballs will be present at each field.

2. Orange cones to mark the playing field.

3. Players must wear athletic shorts or pants and a tee shirt.

4. Players must wear gym shoes. Cleats are allowed, but no metal spikes.

5. Flag Belts with two flags attached to either side.
Field

1. All games will be played on Klemm Field starting at the 50 yard line.

2. Three fields will be used going across the field with each field being 15-20 yards wide.

3. The field will be marked using hash marks and orange cones.

Game Play
1. Games will have two 12 minute halves with a one minute halftime.
2. Scoring: A touchdown equals 7 points and a safety equals 2 points
3. A safety will be scored if a player flagged is pulled off or runs out of bounds in their end zone.
4. Games ending in a tie during the regular season will be recorded as a tie unless it is an elimination game.
5. The receiving team will be decided by a game of paper-rock-scissors between team captains.
6. A throw/kickoff will start the game. If the ball clears the back of the end zone then it will be declared a touchback. The ball will be placed at the 10 yards from the end zone.
7. The scoring team will throw/kickoff after every touchdown.
8. Each team shall have 4 downs to reach half field and another 4 downs from half field to reach the end zone. There are no punts.
9. After every touchdown, play will resume with the scoring team kicking/throwing the ball to the other team.
10. A Dead Ball is defined as: when the ball carrier loses his flag; the ball carrier steps out of bounds; a touchdown or safety is scored; the ball carrier’s knee hits the ground.
11. The ball will be spotted where the ball is at the time the ball carrier loses his flag. If the ball crosses the plane of the goal line before the ball carrier is considered down it will result in a touchdown.
12. 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:
a. Swinging the hand or arm over the flag belt to prevent an opponent from deflagging.
b. Placing the ball in possession over the flag belt to prevent an opponent from deflagging.
c. Lowering the shoulders in such a manner that flag guards.
d. Tucking the flags under the belt.
13. Receiving:
a. All players are eligible to receive passes.
b. A player must have at least one foot inbounds when making a reception.
14.
Passing:

a. All passes must be forward and received beyond the line of scrimmage.
b. Interceptions may be returned until the ball carrier is deflagged.

15.
Rushing the Quarterback:
a. The QB has five seconds (“Mississippi” style) to throw the ball or the play is dead.
b. The QB cannot pass the line of scrimmage, and there is NO RUNNING. All plays must be completed passes beyond the line of scrimmage.
16.
Penalties: All penalties will be called by the Staff Referee. Normal rules and penalties of the NCAA apply.

Rule Enforcement
1. Rules will be enforced primarily by the "honor system". Players will be expected to rule when they are done. All contests will be supervised by a Staff Referee. The Staff Referee’s responsibility will be to rule on any situation in which teams cannot agree. THE FIELD MONITOR’S DECISION IS FINAL – NO EXCEPTIONS.

2. During Semi-Final and Final Round Matches there will be no less than two Staff Referees. These officials will rule on all calls.
Sportsmanship

1. Team Captains must ensure that their teams maintain a code of conduct that involves the highest ideals of brotherhood expected at CBC.
2. This includes: the understanding, appreciation, and adherence of the rules of the game; respect the integrity and judgment of Staff Referee; respecting your opponent and congratulating them in a courteous manner; being responsible for your actions and maintaining self-control; not taunting your opponents; refraining from using foul or abusive language.

3. Teams and individual players may suffer disciplinary action for failure to abide by the aforementioned code of conduct.

4. For failing abide by this code, teams will receive a verbal warning. If their behavior deteriorates, then the team will receive a penalty that includes playing a player down for the duration of the game. If their behavior continues to deteriorate, the team will be forced to forfeit. Repeated violations will result in a hearing where teams or certain players may be suspended for future contests and other disciplinary action may be taken.
Forfeits

1. A team not ready to play (or not appearing) for their game at the designated time and location will forfeit the contest. With consent from their opponents, teams will be given five minutes after the game’s official start to be present.

2. To accept the forfeit the other team must be ready to play with the minimum amount of players required.
3. If neither team is ready play, then the game will be called a double forfeit with neither team advancing.
