UWSP Intramural Flag Football Rules

Section A

1. Metal spikes will not be permitted.  Shoes with removable cleats will be permitted.  Pliable rubber cleats, turf shoes, or tennis shoes may be worn.  Shoulder pads, hip pads, casts, hats, or helmets are not permitted.

2. Gloves, shin guards, forearm pads, and elbow pad may be worn. 
Section B
1. Games are played with eight (8) players per team on the field.  However, a team may start a game with a minimum of six (6) players.

2.
A substitution is allowed only when the ball is not in play.

3. A coin flip before the game will determine choice of receiving or defending.  THERE ARE NO KICKOFFS.  The winner of the toss chooses first.  At the start of the second half, choices are reversed.

4. A team has five (5) minutes after the scheduled game time to start play.  If a team is not present or does not have the minimum required players to begin a game five minutes after the scheduled start, they will receive a forfeit, resulting in a $15 fee charged to the team captain.  

5. An official game will consist of two twenty-minute halves.  The clock will run continuously unless there is a time out or it is the last two minutes of the second half.  

6. Each team will have 2 timeouts a game.  These timeouts may be used at any time.  In overtime each team will only have one time per overtime.  Timeouts will not carry over.   

7. Teams are not allowed to stall.  Each team will have 25 seconds to run a play. The side official will keep track of this.
8. During the last two minutes of the second half, the clock will stop on all time outs, penalties, incomplete passes, or plays ending out of bounds.  The clock will not stop on first downs.  However, a 28-point “mercy clock” rule will apply when applicable.
Section C

1. A tie score after regulation will result in an overtime period.

2.
A coin flip before the overtime period will determine who receives possession first and who plays defense first.


3.
During overtime, the ball will be place on the twenty-yard line.  Each team will have four (4) plays to score a touchdown.

4.
In overtime, a team wins by scoring a touchdown on their possession, and preventing their opponent from scoring. If the team on defense to begin the overtime period scores off a turnover the game is over.
5.
If the score is still tied after three (3) overtime possessions, the game will result in a tie.

6.
Game officials will keep score.

Section D

1. The playing field will be sixty (60) yards long in addition to two (2) ten (10) yard end zones.

2. There will be two (2) pre-designated first down lines, twenty yards from each end zone.

3. Each team will receive four (4) downs to cross the next first down line on the field by running, passing, or penalty.  Note:  if the result of a play takes a team beyond their previous first down line, they still must reach the further first down line.  I.E. you can’t cross the same first down line twice on a possession.

4. If a team reaches fourth down and wishes to punt, they must declare their intention to the referee.  A team may not run a fake punt nor may they punt when they have not declared that intention to the referee.  Also, the defense MAY NOT rush the punt, and the offensive players cannot leave the line of scrimmage until the ball is punted.

5. Flags must be worn outside of shirts.  

Section E 

1. Each offensive team must have three (3) blockers on the line of scrimmage.  These blockers may not catch passes.  The offense may have an eligible receiver (a player other than the three designated lineman) block at the line of scrimmage.

2. Each defensive team must have three defensive linemen.  These players must start the play on the line of scrimmage.  They must line up with their head no wider than the outside shoulder of the man across from them and must have their shoulders square to the lineman’s shoulders.  These linemen do not have to rush the passer, but they must remain on the line of scrimmage, they may not drop more than 2 yards back into pass coverage.
3. The lineman cannot rush until the ball touches the quarterback’s hands.  Also, the center must snap the ball directly back to the quarterback, no “floater” snaps. In the case of a floater snap, if a defender leaves early the Referee is permitted to let the play go.
4. No blitzing of any kind is allowed.  The only players who may rush the passer are the three (3) players who started the play on the line of scrimmage.  The defense may not put more than three players on the defensive line in order to hide whom will rush the passer.

5. Defensive line stunts are legal.

6. The rest of the defense may cross the line of scrimmage only once the ball leaves the possession of the quarterback.  

7. There are no quarterback sneaks, draws.  The quarterback may not run beyond the line of scrimmage unless the defensive line rushes.  If there is no pass rush, the quarterback may not run beyond the line of scrimmage.

8. The player who receives the snap is deemed the “quarterback”.  There are no “direct snaps” to a running back that allows that player to move beyond the line of scrimmage.

 Section F - Penalties
1. Chop Blocking is strictly forbidden!  Contact during a blocking situation is legal however; the block must be thrown ABOVE THE WAIST!  No player may contact a person below the waist for any reason. The penalty for a cut block is 10 yards and loss of down. (the official may eject a player if he/she feels the block was meant to injure an opponent)

2. Illegal hands to the face - 5 yards.  Players, offensive or defensive, may not contact an opponent’s head with any part of their body for any reason.

3. Offensive Holding – 5 yards

4. Illegal Touching – 5 yards and loss of down. A player can not run out of bounds then back into play and be the first person to touch the ball. 

5. Illegal Contact – 5 yards.  Defensive players are not allowed to contact an eligible receiver until he has possession of the ball.  There is no five-yard “bump” rule.

6. Defensive Pass Interference – 5 yards/automatic first down

If ball is tipped at any point there can be no pass interference 

7. Offensive Pass Interference – 5 yards 

If ball is tipped at any point there can be no pass interference 

8. Illegal Motion – 5 yards. Players can’t be moving forward at the snap of the ball. In addition a team can’t have more than one player in motion at the snap of the ball

9. Illegal Tackling – 10 yards/automatic first down.  When attempting to tackle an opponent, the defensive player must be reaching for the opponent’s flags.  This is crucial.  Contact with the offensive ball carrier is legal if and only if the defensive player is reaching for the offensive player’s flags.  The defensive player may not contact the ball carriers head, chest, legs, knees, ankles, or feet for any reason.  Also, a player may be ejected if the official feels an illegal tackle was intended to injure an opponent.

10. Illegal Offensive Contact—5 yards from the spot of the foul.  Players possessing the football cannot lower their shoulders in order to stop the defense from pulling their flags off.  Also, lineman may not use excessive force when blocking.  This will be up to the discretion of the officials.  
11. Stiff – Arming/Flag guarding – Play will be blown dead by the official at the spot of the violation.  An offensive player may not use the classical “stiff – arming” technique at any time.

12. Tied Flags-5 yards from the original line of scrimmage.-Before player can enter must show ref that the flags are not tied anymore.  

13. Illegal flag wearing-5 yard from original line scrimmage

14. Loss of flags – 

a. If flags fall off, the play will be blown dead at the first player

interaction with the ball. 
b. If flags are torn off before the player’s interaction with the ball, a 5 yard penalty on the defense will be assessed from the result of the play.  If the result ends within 5 yards of the endzone, ½ of the distance to the endzone will be assessed to the result of the play.

15. Illegal Forward Pass – 5 yards/loss of down

16. Not Enough Men on the Line of Scrimmage – 5 yards

17. Illegal Pass Rush – 5 yards. This includes blitzes and defensive lineman dropping into pass coverage.

18. Illegal Quarterback Run – 5 yards

19. Roughing the Passer – 5 yards.  This will only be called if the Quarterback is deliberately and harshly contacted after they release the ball. If a defender brushes the quarterbacks arm as he releases it roughing the passer will not be called. REFEREE’S DISCRETION.
20. False Start – 5 yards

21. Offside – 5 yards

22. Personal Foul/Un-sportsmanlike Conduct – 10 yards.  Any activity the official deems unnecessarily rough or un-sportsmanlike will be penalized.  

23. **Officials retain the right to eject a player for any action they feel warrants such a penalty.

24. Fighting is met with immediate ejection and a minimum one game suspension; further action is dependent on a ruling by Intramural Supervisors. 

25. The only penalties that are more than 5 yards are Chop Blocking, Personal Foul, and Tackling.  All these penalties will result in 10 yards.
26. Penalties resulting in automatic First Down are Defensive Pass Interference, Tackling, and Personal Foul.

27. Penalties resulting in loss of down are chop blocking or blocking below the waist.

Section G

1. There are no fumbles.  The ball is dead where it touches the ground in any and all situations.  The only exception is on punts.  If the ball hits the ground, the receiving team can forward the ball that has hit the ground.  However, if the receiving team muffs the football, the play is dead at the spot where the ball hit the ground. 
· Stripping the ball is allowed, however if the defenders attempt to strip the ball results in a tackle a penalty may be called.

2.
Touchdown = 7 points


Safety = 2 points

2. The official’s decision is always final.

Section H

1.

Under no circumstances may a participant be under the influence of alcohol or illegal substances while at or in an Intramural sponsored event. Participants and spectators may not bring any alcoholic beverages, illegal substances, or tobacco products to an Intramural sponsored event. Any individual/team that fails to adhere to this rule will be banned from Intramural play immediately and subject to further suspension upon consideration by the Intramural staff. Ejections will be handled on a case by case basis and will be handled by Intramural staff.
The Intramural department reserves the right to eject and ban any individual/team that fails to follow this policy.

The Intramural department has written these rules and reserves the right to interpret the rules as they see fit.  Rules are created with fair play in mind.  Therefore, the Intramural department reserves the right to alter rules for circumstances that may arise.
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