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City Mission Flag Football 2007 Rules

BEFORE THE GAME
· Practice – "Official" practices will take place the day of the game – 30/45 minutes before the scheduled start time. 
(Coaches can hold a practice during the week at Stout Park if they choose. Practice times should not exceed 90 minutes and coaches must provide water or drinks for the team.)
· Coin Flip – Before the start of each game, both teams will send out their captains to midfield for the coin flip. The visiting team will call heads or tails. Winner gets to choose to kick-off or to receive.  The opposing team chooses which end they would like to defend. What ever team does not receive the ball in the 1st half receives it to start the second half

LENGTH OF GAME

· Two 22 minute halves with a running clock. The clock stops during the last minute of each half on incomplete passes, out of bounds plays and penalties.

· Halftime will be 10 minutes long (5 minutes of which will be devoted to the speaker)
TIME OUTS

· Each team is allowed 2 (30 second) timeouts per half.
NUMBER OF PLAYERS

· Each team consists of up to 10 players.  7 players from each team on the field at a time

· If a team does not have 7 players, the team must forfeit.  A scrimmage game will be played, with equal players on each side.
PUTTING THE BALL IN PLAY (KICK-OFFS) 

· The ball will be punted or place kicked from the 15 yard line to begin each half of the game.  The receiving team must start behind their own 15 yard line until the ball is kicked.

· The ball will be kicked off after each score.

· A kick-off not traveling ten yards and recovered by the kicking team will be kicked over with a five yard penalty, after second unsuccessful kick, the ball will be spotted at receiving teams 20 yard line.




· On-side kicks are not allowed.  Kicking team must allow the receiving team to field the kick-off.


· On a kick-off or punt, the ball is not ruled dead if it is mishandled on the original reception.  If the player receiving the ball touches it he/she is the only person allowed to recover it, and must be allowed to by the kick-off/punting team.  In the event that any other player on the field touches the ball, the ball will be ruled dead at the point, and spotted there. 

· Kickoff Traveling out of bounds will be placed on the 50 yard line.

OFFENSE
· The offensive team will have 60 seconds to start the play or they will be called for delay of game 
(Referees are to be lenient during the first couple of weeks. Referees should also give the offense reminders/updates on the time left ~ "Only 15 more seconds.") 
· If in four consecutive downs a team shall have failed to score or advance the ball 10 yards, the ball shall go to the opponents at that point. (Unless a team elects to punt on fourth down.)
RUNNING PLAYS
· The player who takes the hand-off or lateral can throw the ball as long as they are behind the line of scrimmage.  

· The quarterback is eligible to run the ball.

· The center quarterback exchange can happen in shotgun, under center or sideways.  The center is eligible to receive the ball but not rush the ball on a snap (a center sneak).

RECEIVING
· All players are eligible to receive passes (including the QB if the ball has been handed off behind the line of scrimmage).
· As in regular football, only one player is allowed in motion 
at a time.

· Player must have at least one foot in bounds when making a catch.

BLOCKING

· Flag football is a non-contact sport.  
ALL BLOCKING WILL RESEMBLE A PICK IN BASKETBALL -  NO MOVEMENT  - OR A PENALTY WILL BE CALLED


· You will be allowed to be in the way of the defender (with no contact) as long as the party in the way is stationary!!!!!  
· No lead blocking or running down the field with the ball carrier.  Only player carrying out a fake can run down the field as long as there is no attempt to block or impede a defenders angle.

· Referees determine incidental contact which may result from normal run of play!
DEAD BALLS
· Play is ruled "Dead" when:



1.
Offensive player’s flag is pulled.  
4.
Ball carriers knee hits the ground


2.
Ball carrier steps out of bounds.
5.
Ball carriers flag falls out.


3.
Touchdown is scored.


6.
The ball is fumbled*

*There are no fumble recoveries.  At anytime the ball is fumbled, during play, after a lateral, pass, or run, the ball is dead and belongs to the offensive team at that spot.

PUNTING/KICKS

· All punts are done without snaps.  The kicker holds the ball 10 yards behind the line of scrimmage and kicks it after the official is notified and gives their signal to proceed.
· The punter may not take more than three (3) steps before kicking the ball.
· No rushing the punter.
DEFENSE
· The offense DOES NOT have to wait for the defense to be ready before the ball is hiked.

RUSHING THE QUARTERBACK
· All players that rush the quarterback must be a minimum of 10 yards from the line of scrimmage (Designated by the referee) when the ball is snapped.  Any number of players can rush the QB.
· The referee will designate 10 yards from the line of scrimmage.
· Rushers may verify that they are behind the 10 yard line by pointing to the designated official.  
· Players not rushing the QB may defend on the line of scrimmage.
· Once the ball is handed off, the 10 yard rule is no longer in effect and all defenders may go behind the line of scrimmage.
INTERCEPTIONS

· Interceptions change the possession of the ball at the point of interception.

· The defensive team is allowed to advance the ball after an interception. 
STOPPING THE BALL CARRIER

· To stop a ball carrier, the defensive team must pull one flag from the runner and immediately hold the flag above the head to assist the officials in marking the ball.  
· After the play has ended, the defensive player who has pulled the offensive player flag should return the flag to the offensive player or drop it to the ground at the spot it was removed.  
· Should the ball carrier lose a flag the ball is returned to that spot where the flag was lost.

OFFENSIVE PENALTIES:

· Illegal Motion (more than 1 person moving, false start, motion, etc.) 
=5 yard loss and repeat down

· Illegal Forward Pass (throwing the ball forward of the line of scrimmage)
= 5 yard loss and loss of down
· Blocking (intentionally causing contact with the defender with the purpose of keeping them away from the ball carrier
=10 yard loss (from the spot of the foul) and loss of down
· Offensive Pass Interference (illegal pick play, pushing off/away defender) 
= 5 yard loss and loss of down

· Flag Guarding/Stiff Arming (knocking the defenders hands away as they attempt to grab the flag
= 5 yards (from spot of foul) loss of down

· Delay of Game 
= Clock will stop/5 yards and repeat down.

DEFENSIVE PENALTIES:
· Offsides 
= 5 yards and repeat down
· Interference 
= 5 yards from the spot and automatic first down
· Illegal Contact (blocking, holding, etc.) 
= 10 yards from the spot of the foul and automatic first down
· Illegal Flag Pull (before receiver has the ball)
= 5 yards from the spot of the foul  
· Illegal Rushing (start rush from inside 10 yard marker) 
= 5 yards and repeat down
MISC. PENALTIES/RULES:


· Unsportsmanlike Conduct - If the referee witnesses any acts of tackling, elbowing, cheap shots, blocking, or any unsportsmanlike act, the game will be stopped and the player will be ejected from the game.  FOUL PLAY WILL NOT BE TOLERATED.
=15 yards and repeat down


· There shall be no unsportsmanlike conduct by players, substitutes, coaches, spectators or others subject to the rules, including:
· Abusive or insulting language toward a player, coach, official or other. (Referee has the right to determine language which is offensive).
· Any acts of unfair play.
· A substitute or any other person interfering with a player or any play while the ball is still alive.
· Shirts must be tucked in shorts, pants, etc.
· Flags may not be wrapped around a belt loop.

· Both flags need to be located on the player’s sides, by the hips, in a vertical position.  
Referees have the final say in all matters – like it or not. If there is any concern about a referee, notify league commissioner after the game.
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