LCIRSA Flag Football Rules

Certain risks of injury are inherent to participation in sports and recreational activities. These types of
injuries may be minor or serious and may result from one’s own actions, the actions of others, or a
combination of both. In Intramural Sports, injuries to ankles, knees, and shoulders, and the head are
common. Serious injuries, (including death, broken bones, broken ankle, back & neck injuries, head
injuries, and paralysis) can occur from, but not limited to, contact with other participants (such as
colliding), contact with the ground while sliding and/or tripping, severe injuries due to running on an
uneven field.

LCIRSA playing rules and interpretations are governed directly by those established by NIRSA.
Below are modifications deemed necessary. Rules/interpretations not addressed here will be
governed by the NIRSA NATIONAL TOUCH AND FLAG FOOTBALL RULE BOOK.

GAME PLAY

® Equipment

o No protective equipment may be worn; i.e. helmets, shoulder or hip pads. The
game official must approve all protective materials (tape, pads, etc.) Casts are
illegal equipment. Mouth and teeth mouthpiece are strongly recommended.

o Shoes must be worn at all times. Shoes with metal or screw-in cleats are not
allowed. Shoes must be one piece molded plastic/rubber or regular tennis shoes.

o Jewelry of any type is considered illegal equipment.

o Shirts must be worn with the tails tucked inside pants. No cut off shirts will be
allowed. Shirts may not be altered in any manner that produces a knot-like
protrusion or creates a tear-away jersey.

o Shorts or pants with belt loops drawstrings or pockets are NOT ALLOWED.

o All teams must provide their own ball with the approval of the referee. All teams
are responsible for bringing their ball on the field and taking it off the field. In the
event that a team is not ready to play due to not having their ball, the official will
not delay blowing his/her ready for play whistle. If the team has not provided their
ball at the end of the 25-second period, a delay of game penalty shall be
administered.

o Coed and women’s teams may use either the regular size ball or the junior size
ball.

@ Playing Field
o The field shall be 100 yards long and 40 yards wide with four 20 yard first down
sections, and two 10-yard end zones.
o The following dash marks shall be measured from each goal line and placed in
the center of the field:
= 3yards from goal line = 1 point conversion attempt
= 10 yards from goal line = 2 point conversion attempt
= 20 yards from goal line = 3 point conversion attempt
* 14 yard lines = to start each half and after a score

@ A player’s box shall run parallel to the sidelines between the 20-yard lines. Players must
remain in the box if not on the field. Both teams may remain in the same box.



® Timing

o The game shall consist of two 20 minute halves, running clock. The clock will
stop in the final 2-minutes of the 2" half. Half time shall be no more than 5
minutes in duration.

o Each team is allowed three 60-second timeouts per game. Time outs may be
shortened of both teams are ready.

o The clock will stop during the last 2 minutes of the second half only for the
following situations.

= Incomplete pass - starts on the snap

» Qut-of-bounds - starts on the snap

= Team time-out - starts on the snap

= First down - dependent on the previous play

» Penalty and administration — dependent on the previous play (Exception:
Delay of game — starts on the snap)

» Referee’s time out — starts at his/her discretion

= Touch back — starts on the snap

= Change of possession — dependent on the previous play

= Team attempting to waste time illegally — starts on snap

= After a score

@® Mercy Rule

o Ifateam is 19 or more points ahead anytime after the referee announces the 2-

minute warning for the second half, the game will be over.
GENERAL

@ Once the ball is marked ready for play; a team has 25 seconds within which to snap the

ball.
@® A game will be declared a forfeit by the referee if a team is in violation of the following
rules:

o Team must have five players read to begin the game at the scheduled time.

o If ateam commits 3 unsportsmanlike fouls in one game.

o If ateam employs tactics obviously intended to delay the game. One warning will
be given.

o If an order for the removal of a player or spectator is not obeyed within three
minutes after the warning.

o If after play has been suspended (by the referee), one side fails to resume
playing within 25 seconds after ordered by an official.

o If ateam or its spectators, in the opinion of the referee or the Field Supervisor,
continues to display unsportsmanlike behavior after being warned by an official.

® Players

o Seven players per team are allowed on the field at a time. (Coed: 8 players)
Teams are required to know all LCIRSA eligibility rules.

o Ateam may begin a game with five players (Coed: 6 players).

o If this team falls behind by 24 points, the game shall be ruled complete at that
time.

o If this team legally gains enough players to make the player limit, no point

restriction shall apply.



o The offense must have at least one player within one yard of the scrimmage line.
(Coed: 1 player)

o All plays must originate with a snap from the center. A minimum of 2 yards must
be between center and the person receiving snap. A towel may be placed under
the ball, regardless of weather or field conditions.

o Only one offensive player may be in motion hen the ball is snapped. This motion
must begin more than one second before the ball is snapped, and must be
parallel to or away from the line of scrimmage. There must be one person on the
line of scrimmage not counting the person in motion.

o An offensive huddle is not required prior to play. However, if a huddle is formed,
all players must attend.

o Defensive buffer restrictions: No defensive player may be closer than 1 yard to
the line of scrimmage. Defensive players may not break the buffer zone prior to
the snap of the ball.

o All substitute players and spectators must remain between the 20-yard lines.

® Snap

o All plays must originate with a snap from the center. This snap must be received
at least two yards behind the offensive scrimmage line. The snap can be made
between the legs of the snapper or on the side but must originate from the
ground.

o Anytime on or after the ball is marked ready for play, each offensive player must
start within 15 yards of the ball before the snap.

o The offense must have at least one player on the offensive line of scrimmage.

o Only one offensive player may be in motion when the ball is snapped. This
motion must be parallel to the line of scrimmage (no motion toward the line).

o No defensive player may be closer than one yard to the line of scrimmage during
all scrimmage downs. Defensive players may not break the neutral zone until the
ball is snapped.

® Punting

o The referee will ask the offensive team on all fourth downs if they intend to punt
or “go for it.” There are no fakes allowed.

o Once the decision is made, it can only be changed if a timeout is taken.

o All players must remain at the line of scrimmage until the ball is kicked.
Defensive players may put their hands up and/or jump to attempt to block the
punt as long as they do not cross the defensive line of scrimmage.

o On abad snap, the ball is dead where it first touches the ground.

o The punt must be made immediately and in a continuous motion upon receiving
the snap.

o The kicker must receive the ball two yards behind the center.

® Blocking Kicks

O

One the ball is punted, any defensive player may block the kick. If a blocked punt
hits the ground, it is dead at the spot. If the punt is blocked and then caught by
an offensive player behind the scrimmage line it may be advanced. Any player on
the defensive team may advance the kick anywhere in the field of play or end
zone.



@® Returning Punts
o When a punt which has crossed the scrimmage line, touches a player from either

team and then hits the ground, the ball is dead and belongs to the receiving
team.

If the ball is caught in the air, or after the ball has hit the ground, it can be
advanced by any player on the receiving team.

If the ball hits a player on the receiving team and then is caught in the air by
anyone on the kicking team, the ball is dead and belongs to the kicking team.

@ First Downs

O

O

A first down is awarded to a team whenever they advance the ball across the
next 20-yard marker. Four downs will be allowed to obtain the first down.

A first down may be obtained by running, passing, penalty, or change of
possession.

Only one first down per series of possession can be obtained at each 20-yard
marker.

@® Carrying the Ball

O

A ball carrier may not guard his/her flag other than “spinning” or jumping to avoid
being de-flagged.
The ball carrier may not hurdle a player to avoid being de-flagged. Hurdling
interprets as an attempt by a runner to jump over a player; the opposing should
stand on their feet.
If a player inadvertently loses their flags or the opposition pulls it before
possession of the ball, the play will continue and ball player must be downed by a
one hand touch, between the shoulder and knees, including the hand and arm.
A player will be ruled “down” when:
» A defender removes the flag belt for a runner. The defender should hold
up the flag belt high above the head after removal.
= Any part of the body other than the hand or foot touches the ground.
= Under the provision of section C
A player is not “down” if the ball touches the ground while he/she is in possession
(The ball then becomes an extension of the hand).
The defender may not play the man, nor may they hold or tackle the runner.
The ball carrier may not be pushed out of bounds, but must be cornered and
made to run out of bounds on their own accord.
A fumbled or muffed ball is dead when it strikes the ground.
When an official sounds his/her whistle inadvertently during a down or during a
down in which a penalty accurse the foul is declined, when:
= The ball is in player possession — the team in possession may elect to put
the ball in play where declared dead or replay the down.
= The ball is loose from a fumble, backward pass, illegal kick, or illegal
forward pass — the team in possession may elect to put the ball in play
where possession was lost or replay the down.
= During a legal forward pass of a free or protected scrimmage kick — the
ball is returned to the previous spot and the down replayed.

o Note: If a foul occurs during any of the above downs,
an accepted penalty shall be administered as in any
other play situation. When the foul is accepted,
disregard the inadvertent whistle.



® Blocking and Rushing

o Blocking will be by screening only, that is, a blocker must hinder a defender’s
movements through positioning rather than body contact.

o No part of the body except the feet shall be in contact with the ground and the
feet must remain on the ground for the duration of the block.

o During a block, the body must remain upright with elbows and hands touching
the body at the side or behind the back.

o Moving blocks are legal, so long as the blockers do not initiate contact with any
opposing player.

o While incidental contact may occur; blocking/rushing penalties will be called
against the player who initiates contact.

o The defense may not use hands, arms, or legs as a wedge to gain an advantage
over a blocker.

® Passing

o A forward pass may be thrown from any point behind the line of scrimmage.

o Allincomplete backward passes shall be marked down at the point of ground
contact.

o Only 1 forward pass may be attempted from behind the line of scrimmage on a
given play. A pass is determined to occur at any time the ball is intentionally put
into the air, regardless of direction or manner.

o A forward pass is illegal if:

= The passer’s foot is beyond the plane of Team A’s scrimmage line (first
ball spotter-orange) when the ball leaves his/her hand.

» Thrown after team possession has changed during the down.

= Intentionally thrown to the ground or out-of-bounds to save loss of
yardage.

= A passer catches his/her untouched forward pass.

= There is more than one forward pass per down.

o All players except the passer are eligible to receive a pass.

o A player must have complete possession of the ball and land with their first foot
in bounds, to be a legal reception.

o A pass intercepted in the end zone may be advanced.

o Ifthe passer is de-flagged prior to releasing the ball, the ball is dead and the
down is ended.

o An offensive player, who goes out of bounds on his/her own cannot come back
into the field and participate in the play.

e Penalty: lllegal Participation — 10 yards
@® Fumbles

o All fumbled balls touching the ground are dead immediately at the spot the ball is
next put into play at that spot.

o The team fumbling the ball retains possession of the ball (except on the 4™
down).

o The kick, which strikes the ground after being touched by a receiver, is dead at
that point.

o Allincomplete laterals or passes behind the line of scrimmage will be spotted
where the ball lands.

o Any player catching a passed or fumbled ball that does not touch the ground can
advance that ball.

o A fumbled ball by an offensive team in their end zone constitutes a safety.

o The offensive team may not fumble a ball forward in mid-air to advance the ball.



® Flag Belts
o Each player must wear a flag belt; each team will have a different color. Every
player must have their shirts tucked in their pants/shorts.
o Any ball carrier caught wearing the belt illegally will be ejected from the field of
play.
o The ball is dead if either knee of the ball carrier touches the ground at any time.

@ Kicking
o Kickoffs will not be used at any time in the game. Each half will begin with the
offense at the 14 yard line.
o Immediately after the P. A. T., the ball will be put in play on the 14 yard line.

® Scoring
o Point values will be as follows:
=  Touchdown: 6 points
=  Safety: 2 points

= P.A.T from the 3-yard line: 1 point

= P.AT from the 10-yard line: 2 points

= P.A.T from the 20-yard line: 3 points

o Touchdown Verification: The player scoring the touchdown must raise his/her

arms so the nearest official can de-flag the player. If the player is not easily de-
flagged, and the official determines the flag belt has been secured illegally, the
touchdown is disallowed. The player is disqualified and an unsportsmanlike
penalty will be enforced from the previous spot.

@ Tie Breaker (Overtime)
o Should a game end with a tie score, the following system shall be used:
o Coin toss with the following options:
= Offense or defense.
» Goal — Both teams will use the same goal on offense.
= Each team will get one 30-second timeout per overtime.
o Each team is allowed a maximum of 4 downs in which to score from 10-yard line.
A series is ended by:
» Scoring a touchdown , P.A.T. is attempted.
= |nterception — If returned for touchdown, P.A.T. is attempted, if needed. If
no touchdown, they being their 4 down series if available.
= |f the score remains tied, the tiebreaker procedure is used again, team
captains will alternate choices.

@ Safety and Touchbacks

o A fumbled ball by an offensive team in their end zone constitutes a safety.

o If ateam intercepts a pass in the end zone and does not advance the ball out of
the end zone it is a touchback. The ball is put in play on the 14-yard line.

o If ateam receives a punt in their end zone and does not advance it out of the end
zone, it is a touchback. The ball is put in play on the 14-yard line.

o Following a safety, the ball shall be placed on the 14-yard line of the team
credited with the safety.



@ Penalties

o The offended team may have its choice of the penalty or the result of the play.

o  When both teams commit an infraction during the same live ball period,
regardless of the severity, the down is automatically replayed, provided there is
no change of possession. If an ejection is warranted, this may occur even though
no yardage is assessed.

o When the live ball and dead ball penalty occurs, each is handled on its own
merit, regardless whether the penalties are on the same or opposing teams.

@® Fighting and Ejections

o Any individual ejected from competition for fighting or another infraction at a state
tournament shall be barred from competition for the duration of the tournament.
Further action may be determined by the Appeals Committee.

o If ateam commits 3 unsportsmanlike fouls in one game they will forfeit that game
and shall be barred from competition for the duration of the tournament.

o A second of ejection on one team in pool/tournament play shall result in the team
being barred from further participation. Any institution having a team eliminated
under the provisions of this Section shall forfeit the privilege of entering one team
in the sport/division in question for the following year.

COED MODIFICATIONS

® Players
o The game shall be played between 2 teams of 8 players, 4 men and 4 women
each. Teams with 7 players shall be 4 men and 3 women or 4 women and 3
men, 6 players (3 men/3 women or 2 men/4 women) are required to avoid a
forfeit.

@ The Ball

o The regular, intermediate, junior or youth size footballs shall be used for co-rec
games.

@ Free Kick & Protected Scrimmage Kick Receivers
o All players from the receiving team are eligible to catch and/or advance a kick. A
kicker/punter cannot kick the ball to himself/herself or any other player on his/her
team (Penalty: lllegal kicking — 10 yards).

@® Minimum Line Players

o The offensive line must have at least 1 player on the scrimmage line at the snap
of the ball. Penalty: lllegal procedure - 5 yards.

® Male Runner
o An offensive male runner may not advance the ball across the scrimmage line.
There are no restrictions for female runners. Penalty: lllegal procedure — 5 yards
from previous spot.

@® Male-to-Male Completion
o During the offensive team’s possession there may not be 2 consecutive forward
pass completions from a male passer to a male receiver.
o If amale passer completes a forward pass to a male receiver, the next forward
pass completion must involve either a female passer or a female receiver for



® Mercy
O

@® Touch
O

positive yards. The spot where the ball becomes dead must be beyond the
offensive teams scrimmage line. Penalty: lllegal forward pass — 5 yards from the
spot of the pass and a loss of down. The foul, whether accepted or declined shall
have no effect on whether the next forward pass completion is “open” or “closed”.
If a female passer complete a forward pass to a male receiver behind the
offensive scrimmage line and runs beyond this scrimmage line, it is an illegal
forward pass. Penalty: lllegal forward pass — 5 yard from the spot of the pass and
loss of down.

Females must complete or receive the ball in front of the line of scrimmage in
order to open the play up.

Rule
If a team is 25 or more points ahead anytime after the referee announces the 2-
minute for the second half, the game will be over.

down Values
If a female participates in scoring in a play by either passing, receiving or
running, the touchdown shall be 9 points.

SUMMARY OF PENALTIES

CODE: (P.S.) = Previous spot; (Spot) = Spot of foul

A. Dead Ball Fouls — Loss of 5 yards

1.
2.

3.

4,

5.
B. Live Bal

1.

NN WD

9.
10.
11.

Delay of game (P.S.)
Encroachment (P.S.)
(2" consecutive encroachment — loss of 10 yards)
False Start (P.S.)
Illegal snap (P.S.)
Illegal substitution (P.S.)
| Fouls — Loss of 5 yards
Aiding runner by teammates
Failure to wear required equipment (P.S.)
Illegal forward pass (Loss of down if by team A) (SPOT)
Illegal handing the ball forward (Loss of down if by team A)
Illegal motion (P.S.)
Illegal procedure (P.S.)
Illegal shift (P.S.)
Less than required # of players on the scrimmage line at the snap (P.S.)
Male advancing ball through the neutral zone (Co-rec) (SPOT)
Player receiving snap within 2 yards of scrimmage line (P.S.)
Two consecutive male-to-male forward pass completions (Loss of down) (Co-rec) (SPOT)

C. Live Ball Fouls — Loss of 10 yards

1.
2
3
4
5.
6.
7
8
9
1

0.
NOTE: If any of

Eligibility lost by going out of bounds and participating in the play

Flag guarding

Unsportsmanlike conduct (Succeeding spot)

Illegal bat, illegal kick, illegal participation

Illegal contact

Illegal secured flag belt on touchdown (Loss of down & score; Player disqualification) (P.S.)
Pass interference — defense (Automatic 1% down) (P.S.)

Pass interference — offense (Loss of down) (P.S.)

Personal foul

Roughing the passer (Automatic 1** down (P.S.)

the above infractions are deemed flagrant, the player will be disqualified.



APPEALS PROCESS

If a team wants to submit an appeal, captains must stop play immediately and notify a
supervisor. The supervisor will document appeal and forward it to the intramural professional
staff. The appeal must be done immediately. If the appeal is not made at the time in question,
then the game will be continued in “good faith” and the result will stand. Teams cannot appeal
referees’ calls.

Player Eligibility Appeals
A player eligibility appeal may ONLY be done during the game or 30 minutes before and
after a game the player in question is participating. Once the 30 minutes of the conclusion of a
game has passed the player in question is deemed eligible for that game and the result of the
game stands. This eligibility granted for the game in question DOES NOT guarantee eligibility
for future tournament games. To ensure the integrity and sportsmanship of the tournament, once
a player is found ineligible by the professional staff, that player is automatically disqualified from
the tournament. No further appeals or protests are necessary. Any team caught with an
ineligible player via protest or professional staff discovery, shall forfeit the game in which the
ineligible player participated unless the 30 minutes after the conclusion of the game has elapsed.
Player Eligibility Appeals that the above guidelines govern:
a. Height requirement for 6ft Under Basketball League
b. Player participation in NCAA Sport in which he/she was an athlete on any collegiate level.
Includes: Scholarship/Non-scholarship. Division I, II, & IlI, practice squads, Junior
Varsity squads, etc. Rule of Thumb: If a player appears on a collegiate roster, he/she is
ineligible.
c. Student enrolled in university/college they are representing.
d. Maximum number of years participating in LCIRSA Tournament



