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College of William & Mary Recreational Sports

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.”



SPORTSMANSHIP
The William and Mary Recreational Sports Department encourages sportsmanlike conduct from all participants.  Unsportsmanlike or other unspecified, yet inappropriate behavior in College facilities or occurring during Recreational Sports events will be handled in an expeditious manner within the guidelines set forth in the Sportsmanship/Punitive Action Policy.

Teams will be awarded a sportsmanship rating by officials after each game.  The point scale used will be 1...5, with 1 being poor sportsmanship and 5 being exceptional sportsmanship.  Any team having a rating of less than 3 for any 2 games of the regular season will be dropped from the league.  Any team with less than a 3 average for the entire regular season will not advance into the playoffs.  Any team not receiving at least a 3 rating for any game in the playoffs will not advance in that playoff.



FLAG FOOTBALL RULES
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, tees and pinnies.  Teams are responsible for lost equipment on their field and will be charged replacement costs.  Teams may elect to use their own ball as long as this does not cause any delay during the game.  Teams may use either the official ball or the junior ball for Co-Rec play. If a team uses its own ball, they are not required to let the other team use it during the course of the game.
1 A 3-flag belt with attached flags will be used.  The belt clips at the waist and comes completely off when pulled.  Flags of each team shall be of contrasting color and shall be worn on the waist hanging freely down the hips, with one flag on each side and one in the back.

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.
4.  Only gym/tennis shoes or molded rubber cleats are permitted on the grass fields.  No metal or screw-in cleats will be allowed.  All players must wear some type of athletic shoes. ONLY TURF SHOES OR SNEAKERS ALLOWED ON THE BUSCH TURF! 
NO CLEATS ALLOWED ON THE TURF!
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:  Seven 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 4 to 3 (men/women or women/men).
2. Teams may play with fewer than 7 players, but must have a minimum of 5 players.  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
3. All teams must be ready to begin promptly at the time scheduled. GAME TIME IS FORFEIT TIME! All eligible participants including: students, faculty and staff of the College of William and Mary must be able to present a valid current-semester ID card.  The captains are responsible for visually checking IDs of each opposing player if they wish.

3. The games are played on the IM, Busch turf and grass fields. The field is divided into four playing zones of 20 yards and two end zones of 10 yards.


3.        The winner of the pre-game coin toss shall have the privilege of selecting one of the four              options:



a.
Kick

b.
Receive

c.
Choice of goal to defend

d.
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.
Kick

b.
Receive

c.
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 switch at     

   halftime).

4.         Length of Game: The game will consist of two 20-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 no overtime for tied games in the regular season.

8.
Scoring:
Touchdown







-
6 Points

Safety








-
2 Points

Run/Pass Conversion from 3 yard 


-  1 Point

Run/Pass Conversion from 10-yard line
-  2 Points



*THERE ARE NO FIELD GOALS OR KICKING EXTRA POINTS!

7.  Unfinished Games:  When a game is terminated by the sports supervisor due to darkness, weather conditions, or any unusual situations and it is not yet an official game (A game will be considered official once halftime is reached) it will be considered a postponement and may be rescheduled in its entirety.  

D.
PLAYING RULES
Offense

When the ball is first downed in a zone, the team in possession has four downs to advance the ball into the next zone.  

1 Screen Blocking:  the ONLY LEGAL blocking is screen blocking.  SCREEN BLOCKING IS OBSTRUCTING AN OPPONENT WITH THE SCREEN BLOCKER'S BODY WITHOUT CONTACT.  The blocker’s hands must be behind their back or at their sides.  Women may cross their arms in front of them.  Blockers may not leave their feet.  Blockers may not crab block or attempt to block from the ground. Blockers should use their feet and quickness to get in the way of the defensive player.  A blocker may only use his/her hands or arms to break a fall or retain balance.

1 There is a 25 second play clock.  This count will begin from the moment the ball is whistled ready for play by the referee.

1 No sleeper plays - A sleeper play is when an offensive player does not enter the huddle and stands out near the side line, in an obvious attempt to deceive the defensive team (a hurry-up offense is not a sleeper play).
1 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.

1 Only one player is allowed in motion at the snap and that player must be going parallel to or back from the line scrimmage or be set before the snap.

1 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 15 yard unnecessary roughness penalty.

1 The offensive team may not run up the middle over the line of scrimmage (inside two yards of either side of the ball) if the yardage to gain is less than the distance of the neutral zone.
Defense
The neutral zone is defined as: the area 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.  The neutral zone extends from sideline to sideline.

1. Defensive players MUST GO AROUND the offensive player's screen block.  If both the blocker and rusher happen to move in the same direction at the same time, incidental contact may occur, but in all other instances the defensive rusher MUST GO AROUND the offensive player's screen block (Penalty: unnecessary roughness on the defense a 15 Yard Penalty).

2. The defensive rusher may use his/her hands to cushion any contact with offensive screen blockers but MAY NOT USE THEM TO HOLD, PUSH OR HOOK THE OFFENSIVE BLOCKER.  The defensive rusher may not push aside the blocker or use swim arm tactics to get around the blocker.

3. 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.

4. Defensive Backs may hold up the receiver one time using their hands within 5 yards of the defensive line of scrimmage but they may not do it a second time, hold the receiver, or excessively push or hit the receiver (5 Yard Illegal Chuck Penalty or a 15 Yard Unnecessary Roughness Penalty). 

Dead Ball

Any ball which touches the ground 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 AFTER being touched by a player.

2.
A fumble or forward pass that touches the ground during a play.

3.
A punt or kick that strikes the ground AFTER being muffed by a receiver.
4.
A blocked punt that touches the ground behind the line of scrimmage.

5.
A muffed ball that touches the ground during lateral or backward pass.
6.

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

Kickoffs

A kickoff will begin each half, taking place at the kicking team's 20-yard line.

10. On a kickoff or punt the receiving team may choose to SPOT PASS.     A legal spot pass consists of a receiving team player catching the ball and without advancing (in any direction) throwing the ball to any teammate forward (1 spot pass per play). You can always lateral or throw a pass backwards. 

10. After scoring a touchdown, the scoring team has the option to kickoff or to give their opponent the ball at the 20-yard line.

10. The ball, when kicked, becomes live when it passes the 40-yard line and may be recovered and advanced by either the receiving or kicking team.
10. If a kickoff goes out of bounds, the receiving team may either take the ball at the spot at which the ball went out of bounds or accept a 5 yard penalty and force the kicking team to re-kick.

Scrimmage Kick

A team may punt from behind its scrimmage line before team possession has changed.

1. The defensive team can not rush unless the kicker, once in her/his kicking position, has not kicked the ball immediately (within 2 or 3 seconds) or in a continuous motion.  If the kicker does not kick the ball immediately, looks to pass or run the ball, or an offensive player crosses the line of scrimmage before the kick, it is considered a fake and the defense may rush using the same rules which apply to all other plays from the line of scrimmage.

2. The offensive team may not block unless they fake the kick and then they may screen block using those rules which apply to all other plays from the line of scrimmage.

3. On all scrimmage kicks the defense may line up directly on the line of scrimmage (they do not have to be 3 yards off the offensive line as they are during other plays from the line of scrimmage).

4. Defensive players may attempt to block the kick by jumping and raising one's arms, as long as they are behind the line of scrimmage. A player may not step or jump on the back of another player in order to block a kick.

5. When the ball strikes the ground on any kick, including kickoffs and punts, play will continue.  The ball is live until a play is made on the ball (muffed is the touching of a loose ball by a player in an unsuccessful attempt to secure possession) 

Forward Pass

All players are eligible to catch a forward pass.  A legal forward pass may be made from any spot behind the line of scrimmage.  Any number of forward passes may be thrown as long as the passer(s) are behind the line of scrimmage when the ball is thrown.  

4. Once a ball has crossed the line of scrimmage, no forward pass can be made during the remainder of the down. 
4. Any player who has her/his flags fall off will still be eligible to throw a pass, catch a pass and advance the ball in any direction.  Once that player is touched (one hand) by a defensive player it is as if that player's flag has been pulled (the offensive player is down at that spot).  If a player's flag is purposely pulled off when that player is not involved in the play, it is an unsportsmanlike conduct penalty on the defense (15 yards).
4. A receiver needs to have one foot in-bounds for a pass to be complete.

4. More than one offensive player may touch a completed forward pass.  
Joint possession of a thrown ball by an offensive and defensive player is a completed pass for the offense.

5.         If the quarterback’s arm is in motion forward when the flag is pulled he/she will be allowed to finish the pass. 


6.         A pass intercepted in the end zone may be returned out of the end zone.  If                the interceptor's flags are pulled in the end zone, it is a touchback (the                       intercepting team receives the ball at the 20 yard line.)
Flags

All players on the field must wear flags
.  

1. Wrapping, tying or in any other way securing the flags to one's uniform or belt, other than by the intended manner, is illegal (15-yard penalty for unsportsmanlike conduct).

2.
All shirts must be tucked in at all times so as not to obscure the flags.
3. 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.
4. 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, or horizontally dive to gain yardage (i.e. into the end zone). This will result in a 10 yard penalty.

Points After Touchdown
After a touchdown, the referee will place the ball on the 3-yard line for a 1-point conversion    (by a run or pass), or on 10-yard line for a 2-point conversion (by a run or pass).

If a try for point is intercepted or a fumble caught in the air, it may be returned for 2 POINTS by the defensive team.  If the ball hits the ground or the player with the ball has his/her flag pulled before he/she scores, the try for point is unsuccessful.  The scored upon team will either start 1st and 20 on their own 20 or receive a kickoff.

Safety
A team which has a safety (offense player with the ball having her/his flag pulled in their own end zone or committing a penalty in one’s own end zone) scored against it shall put the ball in play anywhere between the sidelines on its 20-yard line by a free-kick (a punt or place kick).
E.
PLAYOFFS
1. Playoffs will be a single elimination tournament.  During the playoffs you will likely play at times and on days other than those preferred. Please carefully fill out your close-out sheet for playoffs at the Flag Football Captains’ Playoff Meeting.

1. All games in tournament play shall follow regular season rules (except championship games which go the full 40 minutes). In case of a tie, overtime will be played until a winner is decided.

1. If a playoff game is stopped due to darkness, weather conditions, or any unusual situations, if at all possible, it will be continued from the point at which it was stopped.

1. During the playoffs, 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.

F. PROTESTS
1. No protest will be considered which concerns the judgment of an official.
1. To be valid, a protest of a rule interpretation must be verbally registered with an official at the time the incident occurs.  The game will be stopped; the officials and team captains shall separate themselves from the other participants and determine the correct ruling.

1. If either captain believes the ruling to be in error, he/she may request that the officials consult with the sport supervisor on duty.  The supervisor will make a decision and the game will continue.  

4.
   If either captain believes the supervisor's ruling to be in error, he/she should inform the supervisor that he/she wishes to file a formal protest. At that time the protesting captain will complete a protest form with the supervisor.  The game will continue under protest (see Protest Policy for more information).

G.
INCLEMENT WEATHER
The decision to play a scheduled slate of games which is threatened by bad weather or wet grounds will be made approximately one hour (it may be made earlier) before the scheduled starting time of the first game.  Captains should call the Intramural Rain Hotline (221-3310, menu option 2) for information regarding play for that day or evening.  The Sport Supervisor on duty will make decisions regarding inclement weather at the game sites and notify the captains as soon as possible.

H.          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 (5 yds from the end of the run and the down counts)

Kickoff Out of Bounds

10-yard Penalties



*Any offensive penalty in the last 30 seconds 
                       Offensive Holding


of a half will result in a 10-second clock 
Illegal Use of the Hands

run-off
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



1

