NIT MEN’S FOOTBALL RULES 2005

All NIRSA Flag football policies and procedures with cited modifications will be rules used to play the game.



OFFENSE

· Quarterback cannot run past the line of scrimmage off a direct snap.
· There must be four men on the line of scrimmage at all times.
· Contact blocking is allowed. However, there will not be any extension of the arms permitted.
· Direct handoffs are allowed.
· All run oriented plays must be designed to run outside the guards.
· There will be no run plays up the middle allowed.
· Motions can only be run parallel to the line of scrimmage. Arena ball, world league, XFL motions will NOT be permitted.
· Jumping in the backfield is allowed. 

DEFENSE
· Bump and Run IS allowed within a 5-yard buffer zone.
· Defensive players CANNOT blitz or rush in between the offensive guards at any time.
· Jumping in the backfield is allowed.

SPECIAL TEAMS 
· All punt return and kick return teams must have four (4) men on the line of scrimmage. 
· All kickoffs to start the game, after half time, and change of possession after touchdown will be kicked from the goal line. 

CONVERSIONS
· Teams will have a choice of conversions after the score or overtime:
5 yards=1pt
10 yards=2pts

OVERTIME
· If a game results in overtime, the winner shall be determined by conversion attempts. A new coin toss will determine which team will obtain possession first. After the first team gains possessions the opposing team will have a chance to rebut the score or win the game. 

CHALLENGES
· All challenges of referee calls and game outcomes must be made to the coordinator and referees before the game ends. Once the final second of the game expires all challenges and protests are null and voice.
· Calls made by the referees are subject to the THEIR interpretation.
· All decisions made by the coordinator are FINAL and WILL NOT be changed.
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