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Mission
“The Recreational Sports Department provides quality recreational opportunities to all members of the William and Mary Community to enhance, and foster a lifelong appreciation for, health, wellness, and recreation.”


Purpose and Philosophy of Intramural Sports
The purpose of Intramural Sports is to provide structured, competitive leagues and tournaments featuring a variety of sports and activities offered throughout the school year.

The College of William and Mary Recreational Sports staff is dedicated in interest and spirit to the responsibility of serving all students, faculty and staff.  The success of our program depends in a large part on the ability of the staff to present a positive attitude, communicate and act in a courteous and professional manner.  Your job is to serve the students, faculty and staff of William and Mary while officiating intramural sports contests and maintaining an atmosphere supportive of friendly competition. Your leadership directly influences all participants and provides game control and safe play.  The example you set, the manner in which you answer questions and give direction, and the way you offer assistance will either contribute to or detract from the services provided by the Recreational Sports Program.

A.
ADMINISTRATIVE RESPONSIBILITIES
I. Scheduling

Schedules for the first two weeks of the season will be set at the officials’ scrimmages. Blank schedules for weeks 3 & 4 of the regular season will be brought to the fields during games played in week 2.  Officials will then be able to schedule their hours for weeks 3 & 4. Playoff assignments will be set at the MANDATORY Officials’ Playoff Meeting at the end of the regular season.

II. Where to Report

1.  All officials should report to the IM Sports Supervisor at least 15 minutes before game time at the assigned field (Intramural or Busch).  Officials assigned to the first games of the day are expected to assist in setting up the fields.  Officials assigned to the final games of the day are expected to assist in the collection and storage of equipment.

2.  Each official is responsible for the equipment issued to him/her by the IM Sports Supervisor.
III. Clothing and Equipment

1.  Each official should have a whistle and will be provided with an official's shirt, penalty flag, bean bags, and a stopwatch.  This equipment along with the footballs, pinnies, kicking tees, player's flags and clipboards will be returned to the IM Sports Supervisor at the end of their shift.

2.  Each official should be dressed appropriately to officiate Flag Football (solid colored shorts or sweatpants, with sports shoes, sneakers or turf shoes and a baseball cap). ONLY TURF SHOES OR SNEAKERS ALLOWED ON THE BUSCH TURF! NO CLEATS ALLOWED ON THE TURF!
IV. Injuries

In case of any possible injury, stop play as soon as possible.  Immediately notify the IM Sports Supervisor on duty.  Keep the participant comfortable and still until help arrives.

The College of William and Mary is not responsible for injuries/accidents incurred through the voluntary participation in its Recreational Sports programs or the use of the facilities.  It is strongly recommended that all participants have a satisfactory health status (through an annual physical examination) and maintain personal accident/health insurance.

V. Rule Changes

The Recreational Sports Department reserves the right to place in effect any rules regarding intramurals that it deems necessary.  All attempts will be made to notify participants and teams of such changes in a timely fashion.


VI. Pay Scale

1.  All officials will be paid by the hour:

1st year officials ‑ $7.25 per hour

2nd year officials ‑ $7.50 per hour

3rd year officials ‑ $7.75 per hour

4th year and more officials ‑ $8.00 per hour

2.  
Officials need to obtain letters from previous employers or show high school certification in order to start at the next level on one's pay scale.  

3.  Officials must initial the hours recorded for them each shift by the IM Sports Supervisor on the back of the Supervisor Report Form.

4.  Pay checks will be mailed on approximately the 1st and 15th of each month. Questions about paychecks should be directed to the Assistant Director-Intramurals or Graduate Assistant - Intramurals.
B.
SUCCESSFUL OFFICIATING
This handbook is intended to provide a thorough explanation of the duties and responsibilities of flag football officiating. Officials will make better calls if they know exactly how the game should be played and what is expected of them.

Officials are used to keep the game running smoothly. A guiding principle in all officiating is “being consistent” in calling the game. The game will be more enjoyable for all participants, including the officials, if calls are fair and predictable. Most importantly, at the beginning of the game the officials should set the standard for what constitutes a penalty and maintain it throughout the game.  

Prerequisites for Good Officiating
1.  Know the Rules
Good officiating is partially dependent upon a complete knowledge and understanding of Flag Football rules.  The correct way to prepare for effectively making decisions is through continued study of all possible situations.  Then basic fundamentals should become second nature where correct interpretations are virtually automatic.

2.  Timing 

While decisions must be made confidently and promptly, an official should not be too hasty in calling a play.  Timidity or hesitation demonstrates a lack of confidence.  Good timing, combined with clearly understandable actions and a confident demeanor, contributes to an official's credibility and reduces challenges to their judgment. All calls should be made loudly and clearly so that players of both teams can hear them.

3.  Good Mechanics
Knowing and maintaining correct positions is important in administering the rules.  Proper field coverage assures that each official will be at the proper place at the right time.  The movements must be such that each official is constantly in position to observe any action which falls under their jurisdiction.

4.  Communication & Signals 

Each official must give full cooperation to fellow officials.  The best rapport is obtained when there is a friendly attitude and mutual respect toward each other.  Every official must make a conscientious effort not to infringe on the duties and responsibilities of other officials, but we must always remember our job is to get the call right. This is best accomplished by communicating, both verbally and with signals, throughout the game.

Signaling is an essential aspect of officiating, through its use decisions are relayed to players, coaches and spectators.  An official’s signals are dignified, informative and meaningful.  Precisely executed signals establish the understanding that the officials are completely in-charge of the game.
5. Courtesy
Officials must be courteous to players and coaches while still maintaining a professional relationship. A businesslike attitude will often preclude and prevent an argument.  All actions reflect strict and total impartiality.

6.  Arguments

 Officials should not argue with players or coaches.  Any discussion should be brief and to the point.  As an official, you have a responsibility to “regulate the conduct” of the players, and with this responsibility comes the authority to make decisions.  While judgment calls should never be argued, be approachable and allow players the opportunity to ask legitimate questions concerning rule interpretations or perhaps for an explanation as to why a certain ruling was made. 

7.  Over-Sensitivity

An official must ignore remarks made from the crowd and spectators.  Every crowd will include a number of people who heckle an official.  Fans not only lose respect for an official who, in any way, reacts to criticism, but a reaction to heckling causes their criticism to become more intense. If fans do step over the line do not hesitate to get the IM Supervisor involved.
8.  Tactfulness

A diplomatic manner will often prevent ill-will and resentment.  Lack of tact can discourage a cooperative attitude on the part of players, coaches and spectators.  Use of it goes a long way in creating a willingness to accept decisions.

9.  Hustle and Energy

All officials should be physically fit. Officials must be able to keep pace with our Intramural participants and be able to move quickly to get into the best position to cover a play.   Always hustle and show enthusiasm, regardless of the level of competition.  
C. 
OFFICIATING FLAG FOOTBALL
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I.
Referee
Take a position near R's 10-yard line or just behind R's last receivers and about 15 yards from sideline opposite the linesman.  Count the number of R players.  Check the positions of the other officials.  Motion the umpire to the sideline.  Hold an arm above your head to request the ready signal from the other officials.   When ready signals have been given, drop the arm and sound your whistle to signal the kick to be made.  If the kick is down the middle or to your side, signal the clock to start when the kick is legally touched.  Pick up the runner and follow him, unless released to the linesman.  Sound your whistle and give the time out signal when the ball becomes dead.  Be alert for kicks, which go into the end zone or out-of-bounds.  If the kick does go out-of-bounds on your side be prepared to penalize (R takes possession at the spot at which it went out of bounds or K is penalized 5 yards and re-kicks).
II.
Umpire
Instruct the kicker to wait for the referee's signal before he kicks off.  Count the players of the kicking team.  Get the captain's ready signal.  On the signal from the referee, move to the sideline on the side opposite of the linesman and on K's free kick line.  Hold an arm above your head to indicate you are ready.  Be alert for onside kicks and their attempted recovery.  If there is a dead ball foul or a foul before the kick, administer the penalty and place the ball ready for the free kick.  Assume responsibility for kicks, which go out-of-bounds near you.  Watch initial blocks by players. After the ball has gone downfield, move in that direction watching for all penalties.

III.
Linesman
Take a position on the 40-yard line near the sideline opposite the umpire.  Hold an arm above your head to indicate everything on your side of the field is ready.  If the kick is to your side, pick up the runner, follow and sound your whistle when the ball becomes dead and give the time out signal.  Be alert for onside kicks and their attempted recovery.  If the ball becomes dead on your side of the field, sound your whistle promptly and take charge.  The linesman is responsible for marking the spot of kicks when they go out-of-bounds on their side of the field.
Declaring the Ball Ready-for-Play
All Officials
After the ball is spotted, a neutral zone is marked off (3-yards off the ball outside the opponent’s 3-yard line and 1 yard off the ball inside the opponent’s 3-yard line) and the linesman is in position, the referee should move back behind the quarterback and to the side opposite the linesman.  The umpire should stand over the ball until the referee gives the ready-for-play signal and sounds his/her whistle.  If the offensive team is in position to make a quick snap, the referee must be in position to observe the snap before declaring the ball ready-for-play.  Then either the umpire or referee starts the 25-second clock and the umpire backs away from the line of scrimmage into the defensive secondary to his/her normal position.

R=Referee









U=Umpire
Plays from Scrimmage






L=Linesman










x=Defensive Team

   G     10     20
      40
             20     10      G

o=Offensive Team
	        
	
	
	U
	x

     x
	     L
x

x

x

x

x


	O

O

O O

O

O

O


	R
	
	


I.
Referee

A.
After spotting the ball, announce the number of the down and distance to go.  When your partners are ready give the ready-for-play signal accompanied by a short blast of your whistle. If you are keeping time, start the 25-second clock.  Move to a position behind Team A on the side opposite the linesman.  The distance back, or to side will vary according to the formation used.  Watch for snap irregularities and double check the number of the down by showing the proper number of fingers to your partners.

B.
Count the number of Team A players.  Be alert for an illegal shift, illegal procedure. Once the ball is snapped watch for illegal use of hands and illegal blocks by the offense and unnecessary roughness by the defense. On pass plays give special attention to contact with the passer (roughing the passer). Watch him instead of the flight of the ball.  Be alert to observe any illegal forward pass determining whether the passer is on A's side of the offensive scrimmage line when the ball leaves her/his hand.  If close, mark the spot of the pass with your hat.  Decide if her/his arm was in motion forward when flag was pulled; if so, allow the play to finish.  If not, it is a quarterback sack.  Follow the quarterback downfield if she/he decides to scramble.

C.
Do not immediately move toward the line after the snap to avoid hindering a reverse or other type of delayed play.  Watch the linesman for a signal on foremost point of ball on quick plays into the line.

D.
On a run to the linesman's side, do not follow the runner too closely.  The linesman should pick up the runner in this area, declare the ball dead and toss it to the referee or umpire at the inbounds spot.  On a run to the other side, follow the runner and, if the ball becomes dead in the side zone, toss it to the umpire or linesman at the inbounds spot.

E.
If a penalty is detected in the course of play, do not sound your whistle until the ball becomes dead.  The time-out signal should be given, following a penalty, change of possession, 1st down or any other type of play, which stops the clock in the last 2 minutes of the 2nd half and last 30 seconds of the 1st half. Each official should repeat this signal.  If there is a score, give the proper signal after checking for a penalty, which might nullify the score.

II. 
Umpire
A.
After placing the ball ready for play, take a position that will fit conditions.  It will usually be 3 to 8 yards behind Team B's ends and on the side opposite the linesman.  If keeping time, start the 25-second clock when the referee gives the ready to play signal and blows their whistle.  Count the number of B players. Do not interfere with their movement.

B.
Check for a false start or encroachment.  After the snap, note the initial charge of the defensive lineman, looking for unnecessary roughness (running straight into offensive lineman, pushing, holding or hooking offensive lineman) and for illegal blocks or illegal use of the hands by offensive lineman. After the first few seconds, drop back into the secondary watching for any illegal chucks, pass interference, defensive holding to grab the flag, and guarding the flag downfield.  Favor your sideline opposite of the linesman.  Try not to let any players get behind you if possible.  When the ball becomes dead, sound your whistle promptly, give the time-out signal and mark the spot if it is at your side.  Move quickly to the inbounds spot to receive a pass from the linesman if he/she is holding the spot on their side.  If the pass is incomplete, sound your whistle and give the incomplete pass signal.

C.
On running plays, when the ball becomes dead and the runner's forward progress is stopped in your area, sound your whistle immediately.  When the ball becomes dead in the side zone or out-of-bounds, you should be ready to take a position at the inbounds spot in order to quickly relay the ball for spotting.

III.
Linesman
A.
Take a position on the offense line of scrimmage, always outside of all players in a spread formation even if it’s necessary to take a position on the sideline.


Watch for encroachment, offsides, a false start, illegal use of the hands and unnecessary roughness on the defense on your side of the field initially.  If a player in motion starts toward the opposite sideline, determine if he is going clearly backward or parallel at the time of the snap. Maintain responsibility if the player in motion reverses direction.  Watch for quick plays into the line and assist the referee in determining the foremost point of the ball.  Indicate this foremost spot with one foot extended slightly forward; never turn your back to a runner.  During a wide end run to your side, fade back to avoid interfering with the play and then follow the runner downfield.

B.
Be alert for any illegal chucks, defensive holding of an eligible receiver.  Drift downfield to cover passes on your side, Watch for pass interference, defensive holding to grab the flag, guarding the flag downfield and be ready to rule on a possible fumble or illegal lateral after the pass is complete.  Be ready to change your movement if the potential passer decided to run.  If the pass is incomplete, sound your whistle and give the incomplete pass signal.  If the umpire retrieves the ball, help him relay it to the referee by going about half the distance between the two officials and taking the toss from the umpire.

C. Be ready to move quickly downfield on quick kicks and passes.  When moving with a runner, watch for an illegal forward pass or a fumble.  If play continues following an illegal forward pass, drop your penalty marker at the spot of the pass and the spot of any subsequent penalty.  
D.
In some situations, the referee will not continue to the spot of the dead ball but will depend upon you to sound your whistle.  When the ball comes to your side of the field, move with it and when it becomes dead, move in and sound your whistle promptly.  Note the point of forward progress and spot the ball.  Be positive of the ball location before sounding your whistle.  If the ball becomes dead in a side zone, toss it to the referee or umpire at the inbounds spot.

IV.
All Officials
A.
Keep each play properly boxed in at all times.  If a spread formation is used, each official should widen their position.  Be alert for unusual formations, surprise plays or fumbles (dead ball if they hit the ground).  If a penalty occurs before a play, blow the play dead immediately!  If a penalty occurs during a play, drop a penalty marker and continue to officiate until the down ends.  Sound your whistle if the ball becomes dead in your area, or if necessary to attract the referee's attention after the ball becomes dead.  Note the spot of the ball at the time of the penalty and the spot where the ball becomes dead.  If the referee has called the penalty, another official should retrieve his marker if necessary. The official who calls the penalty should immediately inform the referee of the type of penalty and the offending player's number if known. All officials should check that the correct options are given on all penalties.  All officials when sounding the whistle need to be positive of the location of the ball and be certain that the ball is dead. 

B.
When the ball goes out-of-bounds, the nearest official should give the time-out signal, hold the spot and continue to observe play.  Under certain circumstances, such as when play has been completed and the official holding the spot is still in the best position to retrieve the ball.  Other officials should echo the time-out signal and move in that direction to assist in getting the ball ready-for-play in the most efficient manner.  Ensure at least one official holds the spot of the ball until it is set.
C.
If a pass is intercepted, mark the spot of the interception with your hat.  Follow the play covering your particular sideline and boxing in the play if it goes toward the opposite sideline.  All officials should help spot the ball and discuss any penalties that occur during the change of possession.

D.
All officials should work as a team in speeding up action and getting the ball ready-for-play.  In relaying the ball from one to another, it is usually best to toss it underhand.  If the distance is greater than 15 yards, the official should carry the ball part way and then toss it.  Following a touchdown, safety or touchback, the referee should take charge and spot the ball with its foremost point on the proper yard line in the middle of the field unless requested to place it at another spot on the proper yard line.
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I.
Referee
A.
Check the down and distance with the linesman.  Announce the down and distance to be gained.  Take a position 3 to 5 yards behind and 5 to 7 yards outside the player in the kicker's position, opposite the linesman, in order to observe the line of scrimmage and the ball.  Count the number of Team A players.  Watch for penalties behind the line especially near the kicker.  Be alert for a fake or blocked kick.  Move downfield slowly following the kick.  Watch for penalties and be ready to pick up the runner if there is a long return. 
B.
If a long kick goes out-of-bounds in flight, line up the nearest official with the point it crossed the sideline by using an outstretched arm to indicate the direction the official is to move and drop that arm when the official is in the correct spot.  If a short kick is out-of-bounds, go directly to the spot where it crossed the sideline.

II.
Umpire
Take a position, downfield near the kick returner on the opposite side of linesman. Count the number of Team B players. During the kick be alert for penalties in the secondary.  If a kick is down the middle or to your side, cover the play around the ball and pick up the runner if the kick is returned.  If the kick rolls out-of-bounds along your sideline, sound your whistle, give the time-out-signal, mark the spot and continue to observe play until all action subsides. Retrieve the ball and toss it to the referee at the inbounds spot.  If the kick is to the linesman's side, box-in the play, keeping a wide angle on all the action around the ball.  If the ball becomes dead, out-of-bounds or in the side zone, move quickly to the inbounds spot to receive a pass from the linesman and spot the ball.  Following a fair catch, sound your whistle, give the time-out signal and mark the spot.

III.
Linesman
Hold your position until the ball is kicked then hustle downfield on your sideline.  Cover all kicks to your side of the field.  If the ball rolls out, sound your whistle and give the time-out signal, hold the spot and continue to observe play until all action subsides.  If necessary, after a fellow official has the spot, retrieve the ball.  If the kicked ball goes out in flight, sound your whistle to indicate the ball has become dead and give the time-out signal.  Have the referee spot you on the sideline.  Mark the spot and retrieve the ball.

Goal Line Play
I.
Referee
Observe play in and behind the offensive line.  Avoid following the runner too closely and do not make a close touchdown decision from behind the runner unless a touchdown is obvious.  Be alert for the farthest point of advancement of the ball (i.e., the point of the ball-carrier’s hips when his/her flags are pulled) and for a whistle by the linesman to signal dead ball.  Give the touchdown signal if another official has signaled a touchdown and no penalty has occurred.

II.
Umpire
Take a position near the back line of the end zone and opposite the linesman.  Concentrate on player action in the line and be alert for a forward pass play.  Avoid giving any signal if there is doubt whether a touchdown has been scored.  If you are certain a touchdown had been scored, give the touchdown signal without hesitation.  Watch the back line of the end zone and your sideline on a forward pass play.

III.
Linesman
Observe action on the line.  Be ready to move quickly to the goal line if a forward pass is thrown, especially covering your sideline.  Be alert to detect the farthest point to which the ball is advanced (i.e., the point of the ball-carrier’s hips when his/her flags are pulled).  If short of the goal line, move in quickly and help by marking the point with an extended foot or by actually placing the ball.  If you see the hips of a runner in possession of the ball touch or cross the goal line plane, instantly give the touchdown signal.  Do not wait for a decision by any other official.  If the player's hips do not break the goal line, do not give any signal.  A majority of the time determining whether or not a player had crossed the goal line with the ball for a touchdown will be your responsibility.

IV.
All Officials
Each official must take over specific assignments for accurate and instant rulings; smooth teamwork is imperative.  Touchdown requirements can be met and erased so quickly that only one official observes them.  Be mindful of farthest advancement (see above)!!
After a Touchback, Safety, or Try for Point 

I.
Referee
Give the proper signal, including the time-out signal, if the clock has been running.  Take the ball to the center of the proper yard line, unless the captain of the team which is to put the ball in play requests it be placed at some other spot between the hash marks.  If the ball is to be put in play by a snap, spot the ball and stand over it until ready to move away to give the ready-for-play signal. If it is to be put in play by a free kick, have the umpire hand the ball to the kicker.  After a safety or touchback, the ball is placed with its foremost point on the 20 yard line.  Following a try for point, officials should strive to have the ball put in play without delay.

II.
Umpire and Linesman
Count Team B players and be alert for substitutions while moving to proper position.  Retrieve any kicked ball.  Quickly take the ball to the spot of the next snap or free kick.  If the ball is to be put in play by a free kick, be ready to hand the ball to the kicker and move to the sideline opposite the linesman on the referee's signal.

Time-Out is Declared
I.
All Officials
A.
The term "time-out" includes all times when the clock is not running.  A time-out may be caused by some act such as the ball going out-of-bounds, or it may be caused by an official requesting the clock to be stopped for a conference, a change of possession, a 1st down being declared, or it may be declared due to a player’s request.  In all cases, the time-out signal is given and repeated by the other officials.  Make a written record if the time-out is charged to a team.

B.
During a time-out discuss any situations that may come up at that point in the game, especially near the end of a close game.  Stand alert and do not visit with the players unless there is something to discuss with the captain.

II.
Referee
A.
Sound your whistle and clearly signal "time-out." Get an answering "time-out" signal from the umpire.  If a time-out is requested, indicate it by moving both arms in a horizontal motion toward that team.  If a time-out is to be charged to the official, indicate it by tapping your chest with both hands.

B.
Check the number of time-outs charged to the team, the time remaining in the half, and the down and distance-to-gain with the umpire and the linesman.  Inform each team huddle of the down, distance-to-gain and the time remaining in the half. Notify the captain of how many time-outs his team has left.  Take a position over the ball and be ready to act in any emergency such as accompanying a player to the sideline.  Keep time with your own watch.  After 30 seconds, move to the ball, announce the down and distance-to-gain, and get a ready signal from both captains.  While moving away from the ball, give the ready-for-play signal, sound your whistle and start the 25-second count.

III.
Umpire and Linesman
When play is to be resumed, the linesman should check the number of players of Team A and the umpire should check the number of players of Team B.

End of a Half
I.
30-Second & 2-Minute Notification
Time is being kept on the field; the referee will inform both captains of the 30 second warning in the 1st half and the 2 minute warning for 2nd half.  An official's time-out shall be taken for this purpose in both halves.

II.
Signal at the End of a Half
The referee should keep both teams informed in the last 30 seconds of play in the 1st half and the last 2 minutes of play in the 2nd half as to how much time is left in each half.  When time expires and the ball becomes dead, if no penalty has occurred, the referee will declare the half over by holding the ball in one hand above his head.

Between Halves
I.
Referee
Turn the game ball over to the umpire.  Discuss any problems, which may need attention. Determine which team has the choice for the 2nd half.  Meet the captains at the center of the field and inform them of their options. The officials may then meet at the center of the field for final instructions before moving to their kickoff positions.

II.
Umpire
Direct the captains to report to the referee at the center of the field.  The umpire keeps time during the 3-minute intermission.

End of the Game
If an Overtime is to be Played

During the playoffs only, if a game ends in a tie, the two captains shall meet with the referee and a coin flip will determine who has the option of going first or second with their offensive series.  Both teams will play towards the same end zone.  Each team will be given 4 downs from the 10-yard line.  The object will be to score a touchdown, and if so, attempt a 1 or 2-point conversion.  The first team will attempt to score and then the second team.  If at anytime the defense intercepts the ball and returns it for a touchdown, they win the game.  If they do not return it for a touchdown, either that team wins because they already scored on their series of downs or the ball will be placed at the 10-yard line to begin their series of four downs.  Each team is entitled to one time out per overtime (non-accumulative).  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.

D.
ENFORCEMENT OF PENALTIES

Individual Responsibilities for Administering Penalties
I.
All Officials
Whenever you observe a penalty, drop a penalty marker and continue to observe play.  Note the location of the ball at the time of the penalty.  If it is a dead ball penalty, or as soon as the ball becomes dead following a live ball penalty, give the time-out signal to the referee.  Report the offending team to the referee with the number of the offender if known.  Indicate the spot of the ball and which team was in possession at the time.  The referee will explain the options to the captain of the offended team. Check to be certain the referee has enforced the penalty properly.  Avoid visiting while the penalty is being administered.  The 3rd official should stand over the spot of the ball until the offended team had made a decision and then recover the penalty marker and return it to the proper official.  As soon as the penalty had been accepted or declined, move quickly into position.  When a penalty is called, the referee, when possible, will give the number of the offender to the offending team's captain. When a disqualifying penalty is called, the official, who called the penalty, shall report the player's number and the type of infraction to the referee.  The official shall not place a hand on the offender accompany or escort the player to the sideline.  All officials should assist in locating the captain to be consulted.

II.
Referee
A.
As soon as the ball becomes dead following a penalty, give the time-out signal and get full information from the official who called the infraction.  Give the preliminary signal, call the captain of the offended team and briefly explain the down and distance if the penalty is to be accepted or declined.  When he has made his choice, it may not be revoked.  If the captain's most advantageous choice is obvious, the referee will briefly and quickly inform him.  This will be only a signal and a brief statement.  If the captain does not respond, his silence shall be considered acceptance of the obvious choice and the referee will proceed with the measurement.  If there is an accepted penalty for a foul committed by either team during the last timed down of either half, the penalty is enforced and play will continue with an untimed down.  If the penalty is declined, the half is ended.  However, if the defensive team fouls during a scoring play, the penalty may be enforced from the succeeding spot and the period is ended.  If two penalties are to be measured, the proper signals will be given following each measurement.

B.
After the ball has been spotted, give the proper signal for the penalty.  If the penalty is declined, go to the spot of the ball; give the penalty signal to the sideline, followed by the penalty-declined signal.  If there is a double penalty, place the ball at the spot for the next down, signal each penalty facing the sideline and follow this with the penalty-declined signal.

II.
Umpire
During the administration of all penalties, secure the ball, know the distance of all penalties, find out whether the penalty was accepted or declined and after making note of the enforcement spot for the penalty, mark off the yardage assessed by the penalty. Assist in the retrieval of all penalty flags and neutral zone markers after the penalty has been assessed or declined.
III.
Linesman
Check the enforcement spot and be certain of the down number.  Assist in the retrieval of all penalty flags and neutral zone markers after the penalty has been assessed or declined.

Procedure After a Penalty
I.
When a penalty occurs during a live ball, the referee shall, at the end of the down, notify both captains.  He shall inform the captain of the offended team regarding the rights of penalty acceptance or declination and shall indicate to him the number of the ensuing down, distance to be gained, and status of the ball for each available choice.  The penalty for any foul may be declined. If the penalty is declined or if there is a double foul, there is no loss of distance. In case of a double penalty, the captains are not consulted since the penalties offset. The captain's choice of options may not be revoked.

II.
When a penalty occurs during a dead ball between downs or prior to a free kick or snap, the official shall not permit the ball to become live.  The referee shall notify the captains, and the captain of the team not penalized will be presented with the options and the effect of acceptance or declination on the down and distance to be gained.  The captain may accept or decline the penalty.

III.
When a live ball penalty by one team is followed by a dead ball penalty by the opponent; the penalties are administered separately and in the order of occurrence.

IV.
When the same team commits a live ball penalty followed by one or more dead ball penalties, all fouls may be penalized.

Double and Multiple Fouls
I.
It is a double foul if both teams commit fouls, other than Unsportsmanlike fouls, during the same live ball period in which:

A.
There is no change of team possession.

B.
There is a change of team possession, and the team in possession at the end of the down fouls prior to final change of possession.

C.
There is a change of possession and the team in final possession accepts the penalty for its opponent's foul.

In (a), (b) or (c), the penalties offset and the down is replayed.

D.
If each team fouls during a down in which there is a change of team possession, the team last gaining possession may retain the ball, provided its foul is not prior to the final change of possession and it declines the penalty for its opponent's foul, other than an unsportsmanlike foul.

E.
When two or more live ball fouls are committed by the same team; only one penalty may be measured, except when one or more of the foul(s) are for Unsportsmanlike conduct.  The penalty (or penalties) for Unsportsmanlike conduct are administered from the succeeding spot as established by the acceptance or declination of the penalty for the previous foul.  When only one penalty is to be administered, the offended captain may choose which one it shall be, or he may decline all penalties.

F.
Penalties for dead ball fouls are administered separately and in the order of their occurrence.  A dead ball foul is not coupled with a live ball foul or another dead ball foul to create a double or multiple foul.

Administering Penalties
I.
The penalty for any foul between downs, any non-player foul, or any Unsportsmanlike foul, is administered from the succeeding spot.

II.
The penalty for a foul which occurs simultaneously with a snap or free kick is administered from the previous spot.

Special Enforcement
I.
A measurement cannot take the ball more than half the distance from the enforcement spot to the offending team's goal line.  If the ordinary distance penalty is greater than this, the ball is placed halfway from the spot of enforcement to the goal line.

II.
If a kickoff goes out of bounds, the penalty is either: 5 yards and a re-kick or the receiving team may take the ball at the spot at which the ball went out of bounds.
III.
For fair catch interference, the offended team may choose a 15-yard penalty from the previous spot with K retaining the ball and the down replayed, or they may accept an awarded fair catch after the enforcement of a 15-yard penalty from the spot of the foul.

IV.
If the offensive team throws an illegal forward pass from its end zone or commits any other foul for which the penalty is accepted and measurement is from on or behind its goal line, it is a safety.

V.
If there is an unsportsmanlike conduct foul or a dead ball foul by the opponents of the scoring team, during a down resulting in a touchdown or successful extra point, the penalty may be measured from the succeeding spot. All other live ball fouls must be declined in order to count the score.
VI.
If there is a player foul by Team A that is during a down which results in a touchdown or successful extra point, the acceptance of the penalty nullifies the score.

VII.
A holding penalty against the defense downfield can be accepted from the succeeding spot, 5 yard penalty tacked onto the end of the run with the down counting or a five yard penalty from the previous spot with an automatic 1st down.

E.
PRE-GAME DUTIES

I. Each official should arrive at least 15 minutes before game time and check in with the IM Sports Supervisor.

II. Each officiating crew will be assigned to their respective field.  Each officiating crew will receive official's shirts, cones, 2 footballs, player's pinnies, penalty flags, beanbags, player's flags, clipboard with score sheets, and information cards on penalties and penalty enforcement.  Each team captain will be provided pinnies and flags for each game and will be responsible for this equipment. 

III. The umpire and the linesman will each gather the captains together approximately five minutes before the game is scheduled to start and the referee shall conduct a pre-game conference: 

(1) Introduce captains to each other and the officials, 

(2) Explain briefly any flag football rules you deem necessary, 

(3) Explain to the captains that they are the only ones who can discuss penalties 
and their options with the officials, 

(4) Remind the captains that their team conduct will determine their sportsmanship rating and that a sportsmanship average of 3 is needed to be eligible for the playoffs, 

(5) Go over any rule changes that have been instituted, 

(6) Ask the captains if they have any questions and answer them, 

(7) The referee will conduct the coin toss and give the two captains their options.   Enter the results of the coin toss on the game score sheet.

F.
POST-GAME DUTIES

When the game ends, the officials should make sure the final score is correct, circle the winning team, and sign the score sheet at the appropriate spot.  Each official should give a sportsmanship rating based on the teams’ conduct and the guidelines set forth by the Recreational Sports Department.  Each captain should sign the score sheet in the appropriate spot attesting to the final score, player eligibility and their sportsmanship rating.  After each game the officials should account for all equipment, i.e., pinnies, flags, and footballs. Report any missing equipment to the IM Sports Supervisor immediately.  After each game the officials should discuss the calls made during the previous game and receive as well as give constructive criticism.  Try to always be open to suggestions. You will learn something new every game.  Always give it your all and enjoy yourself!

G.
PENALTIES

Loss of Down





Illegal Forward Pass (5 yds)




Intentional Grounding (5 yds)




Offensive Pass Interference (15 yards)

Automatic 1st Down










Roughing the passer (15 yds)




Roughing the kicker (15 yds)




Defensive Pass Interference (15 yds)




Defensive Holding (5 yds from the line of scrimmage)

5-Yard Penalties
Offsides

Encroachment

Delay of Game

Illegal Procedure

Illegal Chuck (i.e. Illegal Contact w/ a Receiver Past the 5 Yd. Defensive Zone)

Illegal Motion 

Defensive Holding (5yds from the end of the run and the down counts)

Kickoff Out of Bounds

10-yard Penalties
 

Offensive Holding

Illegal Use of the Hands

Illegal Blocking



Guarding the Flag on Offense

Diving or Hurdling While in Possession of the Ball

15-Yard Penalties
Fair Catch Interference

Clipping

Tripping

Unnecessary roughness

Unsportsmanlike Conduct

Illegal Participation

*Any offensive penalty in the last 30 seconds of either half will result in a 10-second run-off
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