Indoor Flag Football Rules 2012
Official National Intramural-Recreational Sports Association Flag Football Rules apply in cases not covered by the College of William and Mary Recreational Sports rules stated below.

A. EQUIPMENT
1. The Recreational Sports Department will supply footballs, flags, and pinnies.  Teams are responsible for lost equipment on their field and will be charged replacement costs.  

2.        A 3-flag belt with attached flags will be used.  The belt clips at the waist and comes completely off when pulled.  

3. Players are prohibited from wearing any equipment deemed unsafe by the officials.  Elbow, knee and forearm pads made of soft material are permitted.  No pads made of hard substances or metal are permitted. No Jewelry. 
4.  Only gym/tennis shoes are permitted. All players must wear some type of athletic shoes.

5.  Shirts Must Be Tucked In! Delay of game penalties will be assessed if shirts are not tucked in.

B.
PLAYERS AND SUBSTITUTES
1.
Number of Players:  Four players shall be on the field at one time (there is no limit to the number of players that may be on a team), with all players eligible to receive and throw a pass.  For co-rec play, the ratio must be 2 women to 2 men.

2.
Teams may play with a minimum of 3 players. For co-rec the ratio must be 2 to 1 (men to women or women to men).  Roster players may be added throughout the game with no penalty.

3.          Each team will designate a captain (offense and defense) to the referee for communication purposes.  The team captain will represent the team in all dealings with the officials.

C.
THE GAME
1. All teams must be ready to begin promptly at the time scheduled. GAME TIME IS FORFEIT TIME!! NO ID, NO PLAY! 

1. The games are played in the MAC. The court is divided into two halves and two end zones.
3.        The Visiting team shall call the toss.  The winner of the pre-game coin toss shall have the privilege of selecting one of these options:                                                       
a.
Possession of the ball



b.
Choice of goal to defend

c.
Defer choice to 2nd-half

The loser of the pre-game coin toss shall have one of the options below (depending on winner's choice):

a.
Possession of the ball

b.
Choice of goal to defend



Beginning the 2nd Half:

The loser of the pre-game coin toss shall be given first choice for the 2nd-half unless the winner of the first-half toss deferred (Direction of play will automatically switches at halftime).

4.         Length of Game: The game will consist of two 12-minute halves with a three-minute halftime. The clock will only stop on dead ball situations in the final thirty seconds of the first half, the last two minutes of the second half and for all time-outs. Any offensive penalty in the last 30 seconds of a half will result in a 10 second run-off. If a team is up by 21 points or more with less than 2 minutes left in the game the clock will run continuously.
5.
Time-outs:  Each team is entitled to two 30-second time-outs per half (non-accumulative).  There will be a “thirty second” warning time-out in the first half and a “two-minute” warning time-out in the second half.
6.
35 Point Rule:  If, at halftime or at anytime during the 2nd half, a team is ahead by 35 points or more, the game will be deemed official and will be stopped.

7.
Tie Games:  There will be an overtime period for all games tied at the end of regulation.
8.
Scoring:
Touchdown









-
6 Points

Pass Conversion from free throw line 


-  1 Point

Pass Conversion from volleyball sideline


-  2 Points
Pass Conversion from division line




-  3 Points

Defense Conversion Runback      




-  2 Points


*THERE ARE NO FIELD GOALS OR KICKING EXTRA POINTS!

D.
PLAYING RULES
Offense

1. 
There will be screen blocking in indoor flag football
2.
Offensive Possession: A team will have 4 offensive downs to advance the ball into the end zone. If the team fails to score on their possession, the ball will be turned over to the opposing team at the spot of the last play. Possessions at the beginning of the half and following scores will be started from the top of the green box.
3.
There is a 25 second play clock.  This count will begin from the moment the ball is whistled ready for play by the referee.

5.
At the snap during a down, no player may be in advance of the line of scrimmage. One player (the center) is the minimum number of players needed on the line of scrimmage.  A legal snap is one which passed through the legs, not standing alongside the ball.

6.
All players other than the center are allowed in motion at any time prior to and during the snap as long as the players do not cross the line of scrimmage.


7.
A player with the ball may not run over a defender in an attempt to prevent a tackle (pulled flag).  This will result in a 5-step penalty.

8. 
Each play must contain a legal forward pass. Running the ball is prohibited.
9.
The quarterback has 7 seconds in which to attempt a pass. After 10 seconds it is a dead ball


10.
Only one forward pass per play is allowed.

Defense

1. 
There will be no defensive rushing.
2.
A defensive player MAY NOT hold, push or knock down the ball carrier in an attempt to remove the flag.  A defensive player MAY NOT push an offensive player out of bounds in order to stop his/her progress.
Dead Ball

Any ball which touches the ground, wall, or ceiling during any of the following plays is dead at that spot and belongs to the team last IN POSSESSION, except on 4th down plays. 

NOTE: There can never be forward progress in a dead ball fumble situation.

1.
A snap from center that touches the ground, wall, or ceiling.
2.
A fumble or forward pass that touches the ground, wall, or ceiling during a play.

3.
A muffed ball that touches the ground, wall, or ceiling during lateral or backward pass.


4.

When an official blows his/her whistle, even if it's inadvertently.

5.

If the quarterback crosses the line of scrimmage the play is declared dead.

Flags

1.
No horizontal diving allowed (to grab the flags on defense, to gain yardage with the ball, or to catch or knock down a pass).
2.
If the quarterback’s flags fall off he/she can still throw a pass in the allotted 7 seconds. A receiver or defensive back whose flags fall off can still catch a pass but can not advance the ball after the catch.
3.
All players on the field must wear flags

4.
Wrapping, tying or in any other way securing the flags to one's uniform or belt, other than by the intended manner, is illegal (5-step penalty for unsportsmanlike conduct).



5.
  All shirts must be tucked in at all times so as not to obscure the flags.
6.
When the flag is clearly taken from the ball carrier, the down shall end and the ball is declared dead.  A player who removes the flag from the ball carrier should immediately hold the flag above her/his head to assist the official in locating the spot where the capture occurred. The spot will be where the player's hips were when the flags were removed. Any player whose flag has been partially pulled off will be marked down at the point where the defense caused the initial falling off of the flag.

7.
NO GUARDING THE FLAG! A ball carrier may not lower her/his head, use straight arm tactics, use one's free hand to knock the hand of an opponent away, run in a bent-over fashion which hinders the opponent from pulling a flag. 
E.  
    OVERTIME

2. A coin toss shall be used to determine who gets the ball first. The visiting team shall call the toss. Both teams will play towards the same end zone.
3. Teams will have one play to convert conversions. i.e. 1 point from the free throw line, 2 points from the volleyball sideline, and 3 points from the division line.

4. The first team will attempt to score and then the second team.

5. If the game is still tied, the order the teams got the ball is reversed and the process is repeated until a winner is decided. 
F.          PENALTIES







Automatic 1st Down







Defensive Pass Interference (5 steps)




Defensive Holding (3 steps from the line of scrimmage)

3-Step Penalties   
Offsides

Encroachment

Delay of Game

Illegal Chuck (any contact w/ a receiver off the line of scrimmage)

Defensive Holding (3 steps from the end of the run and the down counts)

5-Step Penalties



 
Guarding the Flag on Offense 

                        Diving or Hurdling while in possession of the ball


Unnecessary Roughness

Unsportsmanlike Conduct



Offensive Pass Interference
4

