SEYMOUR RECREATION ADULT FLAG FOOTBALL 2019 
EQUIPMENT

1. NO metal cleats allowed. Jewelry must be taken off or covered during game play
2. Only a QB may wear a towel that hangs from their waist, as long as it is directly in front or in the back.  Towels may not cover or get in the way of the flags.  
3. Every player on the field must be wearing a “flag belt” with two flags on it.  Seymour Recreation will supply flag belts. 
4. Any player tampering with the flag belt in any way to gain advantage, include tying, or use of foreign material will be ejected.  In addition, that team will receive an unsportsmanlike conduct penalty. 

5. Any player not wearing two flags on any given play, and while carrying the ball, will only need to be touched by an opponent to be forced down.

6. All teammates are required to wear the same color uniforms.  If players do not have the same color t-shirt, jersey, etc, they will not be allowed to enter the game.

7. Any shirt or article of clothing may not interfere with the flags and impede the opponents from being able to pull the flags of the ball carrier.  A player may be ruled down (at the ref’s discretion) if it is determined that an article of clothing prevented the defense from pulling the ball carrier’s flag. 
8. The football must be either a professional or collegiate level ball.  

PLAYING FIELD AND CLOCK

1. The official length of the field will be 60 yards and 35 yards wide. This includes two end zones. 
2. Midfield will be marked on either side of the field with cones to represent first down lines.

3. The “no run zone” consists of the space between the goal line and the 5-yard line.  Teams may not run the ball within this space.  This includes the quarterback who cannot advance the ball over the line of scrimmage even if the defender(s) cross the line.  Once a team is within the “no run zone”, they may not run the ball (by QB or by way of handoff) for the rest of that possession.  
4. The game will consist of two 22 min halves.  The clock will continually run with the exception of:

a. Within the last two minutes of each half

b. A team or official time-out (even if not within 2 min)

During the last two minutes of each half, the clock will stop for a team or official time out, an incomplete pass, out of bounds, safety, a touchdown, penalty, and change of possession, first down, extra point try, or an inadvertent whistle. 

5. Each team will receive two (30 second) timeouts per half

6. Any injury during the last two minutes of each half will result in a charged timeout for that team.  The clock will be stopped for any injury outside of the last two minutes.

7. Halftime will be five minutes in length.

8. Once the line of scrimmage has been marked for the next play and/or the ball has been placed, the offensive team will have 30 seconds to snap the ball.  Failure to do so will result in a delay of game penalty.

PLAYER REQUIREMENTS

1. Games will be played 7 v 7. 

2. Rosters are limited to a maximum of 16 per team players. Any player on a team must appear on the official roster.  Player additions throughout the season will not be permitted unless a special circumstance is approved by league officials (i.e. player injury).  

3. If a team does not have 7 players they can play with 6 upon agreeing with the other team. The other team can play 7 with players. 
4. A player may play on only one team during a season.

5. A player must have played in at least half of the games during the season in order to be eligible to play in the playoffs.  “Playing in a game” is defined as being on the field for at least one series.

RULES OF PLAY

1. A coin toss will determine which team gains possession of the ball first.  The team that wins the coin toss has three options:

a. Decide possession of the ball

b. Decide which side of the field they will start on

c. Defer their option to the start of the second half

2. There will be no kickoffs.  The “receiving” team will start with the ball on the 5 yard line. 

3. Six offensive players are eligible to receive a pass. The center is not eligible. 
4. Legal Snap – the ball must be snapped to someone directly behind the center.  There will be no direct snaps to anyone else, unless they are lined up directly behind the center.  A player in motion may receive the snap as long as they do so when they are directly behind the center.  The center may snap the ball from the side or through the legs. 
5. One offensive player may be in motion, but not toward the opponent’s goal line.  All other offensive players must not be in motion.  More than one player in motion will result in a 5-yard penalty.
6. Teams have four downs to advance the ball to the first down marker (midfield).  A team registers a first down when it crosses or touches the first down line.  Once the first down has been established, that team may not make another first down by crossing the same line during that series of downs.  They may advance the ball via the forward pass or handoffs.

7. A forward pass is legal when:

a. The passer’s feet are behind the line of scrimmage when the ball leaves his hand.

b. It is the first and only forward pass during the down.  Only one forward pass is permitted per down, regardless of whether the pass is completed beyond or behind the line of scrimmage.

8. A forward pass is illegal when:

a. The passer’s foot is beyond the line of scrimmage when the ball leaves the hand.

b. If intentionally throwing the ball into the ground or out of bounds without a receiver being in the vicinity, to avoid a loss of yards.

9. Handoffs are legal.  Once the ball is handed off to another player from the one that received the snap, the defense may cross the line of scrimmage to pull the flag before 3 seconds is counted without being credited with a blitz.  Once a handoff (or backwards pitch) is made, the ball carrier may throw a forward pass as long as they have not crossed the line of scrimmage. 

10. The ball carrier will be allowed to spin to elude the defense.  Runners must have at least one foot on the ground.  A ball carrier may not hurdle, dive, or jump in order to score or avoid having their flags pulled.  The play will be dead at the spot of the infraction.  

11. A ball carrier is not down till his flags are pulled off, if the ball carriers flags inadvertently falls off, then one hand touch rule will be in effect. If a ball carrier falls on the ground with his flags on, a defender needs to touch him with 1 hand.  If the ball carrier is not touched he can get back up and run. If a player starts play without a flag then the 1 hand touch is in affect

12. A ball carrier may use their hands to keep them up and to keep the play alive.  The ball, when in possession, is considered part of the hand and can also be used to stay up.

13. An offensive player who is bumped out of bounds by a defensive player does not lose eligibility to receive the ball.  This action is at the discretion of the referees.  

14. Simultaneous catch – if members of opposing teams catch a legal forward pass at the same time, the ball becomes dead at the spot of the catch and belongs to the team on offense.

15. A player may return an intercepted ball from out of the end zone.  If they are deflagged before leaving the end zone, the result is a touchback.

16. Once the ball is snapped, the defense must wait 3 seconds before they can cross the line of scrimmage.  If it is determined that they crossed the line before 3 seconds, it will be counted as a blitz. An official will be counting a 3 second count. 
17. Blitzes – when the defense crosses the line of scrimmage before 3 seconds.  The defense is allowed one blitz per four downs and there is no limit to the amount of players that can blitz at a time.  If the defense blitzes more than once in a set of 4 downs, it will be considered a penalty.  The offense will then be given the opportunity to accept the 5-yard penalty with a replay of the down or decline it and take the result of the play.

18. The quarterback cannot cross the line of scrimmage until any member of the defense has crossed the line of scrimmage (whether on a blitz or after a 3 second count).  If the QB crosses the line before the defense does, it will result in a 5 yard penalty and a loss of down. 
19. A fumble is dead at the point the ball touches the ground.  The ball will be spotted where the ball lands, if fumbled backwards…or at the spot of the fumble, if fumbled forward.  The ball goes to the team who last had possession.  A ball that has not hit the ground can be recovered in the air and advanced by either team.  

20. If the ball hits the ground on the snap or is fumbled by the quarterback on the snap and hits the ground, the ball is dead on ground contact.

21. The line of scrimmage, after a play is run, is determined by the spot of the ball, not the spot of where the flags were pulled.  Ball carriers may reach out with the ball in an attempt to gain extra yards. Making contact with the ball carrier while doing so will be called a personal foul (contact) penalty.  

PUNTING

1. On fourth down the offense has the option of punting the ball to the opposing team.  A punt will put the opposing team back at their own 10 yard line. 
SCORING

1. A touchdown will count for six points.

2. After a touchdown is scored, the scoring team will have the chance to try for a one-point conversion (from the 5 yard line) or a two-point conversion (from the 10 yard line).  There is no running on conversion attempts, whether by QB or by way of handoff.  A legal forward pass attempt must be made.  You are not allowed to run if going for a one- point conversion (inside the no run zone) 
3. An interception on an extra point try can be returned for 3 points.  If this occurs, the intercepting team still takes over on offense from their own 5 yard line for their next possession. 

4. A safety is worth 2 points.  After a safety, the offense will get the ball at their own 5 yard line.  

OVERTIME

1. A coin toss will be conducted to start the overtime period.  The winner of the coin toss will have the choice of offense, defense or determining which side of the field the overtime will take place.  

2. Overtime rules are played in the same way as the collegiate level.  The offense starts with the ball at midfield and has 4 plays to score.  No first downs can be made.  

3. If the offense scores, they have the choice of going for a 1 or 2 point conversion. 

4. After the first offense goes, the opposing team will have a chance to score as well with 4 plays from midfield.  

5. After each team has been on offense, the team with the highest score wins. 

6. If the game is still tied, a second overtime will begin.  The team who started on offense in the first overtime will now start on defense.  This rotation will continue throughout the overtime rounds.  

7. After the first overtime period, all teams who score will be required to go for a 2-point conversion.  

8. If the defense intercepts the ball and runs it back for a touchdown, the game is over with the intercepting team winning the game.  

9. An interception in overtime that does not result in a touchdown, will be a change of possession.  The new offensive team (if necessary) will start with the ball at midfield.  

PENALTIES

1. Delay of game – 5 yards from previous line of scrimmage – not snapping the ball before the 30 second play clock is up.  Deliberately holding the ball or preventing it from being placed for the next play will result in a delay of game.

2. Encroachment – dead ball foul and 5 yard penalty – If a defensive player touches an offensive player prior to the snap or if a defensive player causes an offensive player to move prior to the snap, an encroachment penalty will be called.

3. Offsides – when a defensive player is across the line of scrimmage when the ball is snapped.  Play will continue.  Offense has the option of taking the 5-yard penalty or the result of the play.

4. False start – dead ball and 5 yards from previous spot

5. Illegal Motion/Shift – 5 yards from line of scrimmage – when more than 1 player is moving as the ball is snapped or if any one player is moving forward toward the line of scrimmage as the ball is snapped.  

6. Flag Guarding – 5 yards from spot of foul and loss of down – The ball carrier shall not protect his flags by blocking with his arms or hands in order to deny the opponents the opportunity to remove them.  

7. Illegal Contact by Ball Carrier – Personal foul, 10 yards from the spot of the foul – The ball carrier must run to avoid tacklers.  Deliberately charging or running into an opponent is illegal.  The ball carrier may spin to avoid the defense, however, the ball carrier must remain in control of his body during such a move.

8. Defensive Holding – Any player must not grasp or hold on in order to impede the movement of another. 10 yd penalty from  spot of foul or decline penalty.
9. Offensive Holding - 10 yard penalty from spot of foul (offense) and replay down - An offensive player may not hold an opponent to prevent them from being able to pull a flag.  

10. Tripping – 5 yards from end of run or spot of foul – Tripping is using the lower leg or foot to obstruct an opponent.

11. Illegal Contact/Tackling by Defense – 10 yards from end of play or spot of foul – A defensive player must make an attempt to grab the flags of a ball carrier.  Any other contact will be considered a penalty.  Pushing out of bounds will be considered a penalty unless the attempt to pull a flag is made.  This call will be made at the discretion of the referee.  Any ball carrier illegally pushed out of bounds within the opponent’s 5 yard line will automatically be awarded a touchdown. A defensive player may attempt to swat or take the ball from the QB’s hand or block the pass from the QB, however, any contact made with the QB will result in a 10 yard contact penalty.  Such contact is at the discretion of the referee.  
12. Illegal Forward Pass/Intentional Grounding – 5 yards from previous spot and loss of down – Intentional grounding in the end zone is a safety

13. Offensive Pass Interference – 10 yards from previous spot – Pass interference occurs when a player contacts another eligible receiver who is beyond the line of scrimmage.  Restrictions exist for the offense from the time the ball is snapped until it has been touched by a receiver.

14. Defensive Pass Interference – Ball is placed a the spot of the infraction with an automatic first down.   
15. Unsportsmanlike Conduct/Unnecessary Roughness/Personal Foul – 15 yard penalty from spot of foul or end of play (loss of down if on offense, automatic first down if on defense) – Intentionally kicking, swinging an arm, hand or fist at an opposing player or official.  Disrespectfully addressing an official or continuous objections to an official’s decision.  Using profanity, taunting, insulting or vulgar language or gestures.  Fighting or leaving the sidelines and entering into an altercation.  Throwing the ball at players or officials.  Hitting a player already ruled down by contact or after their flag is pulled.  Intentionally throwing the ball carrier or any player to the ground.

16. Roughing the Passer – 10 yard penalty from previous spot and automatic first down – The defense must make an effort to avoid charging into the passer once they have released the ball.  Legal contact may only be made when the attempt is made to get the flags.  

17. Blocking –Shoulder blocking at any point during a play is NOT allowed which will result in 5 yard penalty. Players may open hand block down field or set picks. 
MISC.

1. Inadvertent Whistle – If the whistle is blown by the ref during the play before a ball carrier’s flags are removed, play on the field will be ruled dead at the spot where the ball is at the time of the whistle. 

2. Injuries – an injured or apparent injured player causing play to stop shall be replaced for at least one down unless halftime or overtime intermission occurs or if the team takes a timeout.  A player who is bleeding is considered to be an injured player and must cover/clean the blood before re-entering the game.

3. A player who is ejected will be suspended a minimum of one game.  League officials will decide on length of further suspension.  Any player who is ejected from a game must leave the field area immediately.  Failure to do so will cause their team to forfeit. You will lose your security deposit!  Any other disciplinary action is at the discretion of league officials.

4. Spectators – Players/Captains/Coaches are responsible for the actions of their spectators.  Unsportsmanlike penalties will be assessed against the team the spectator represents if they do not conduct themselves in a respectful manner.  This is at the discretion of the refs.  All spectators must remain at least 10 yards away from the back of the end zones.  No one, other than players, shall be permitted in between the fields or along the sidelines during game play.  Failure to cooperate will result in unsportsmanlike penalties and/or forfeits decided upon by referees and/or league officials.  

5. Two unsportsmanlike penalties in one game will result in ejection from game and an automatic suspension of the next one.

6. An accumulation of three unsportsmanlike penalties on an individual player during the season will result in automatic suspension from all remaining games and playoffs.  

7. Teams accumulating four unsportsmanlike penalties during the season will automatically be suspended for the remainder of the season and playoffs.

8. FORFEITS: Any team with less than 6 players at the start of game time will be allowed a 10 min grace period before it is declared a forfeit.  The forfeiting team will be responsible for payment of the refs ($60) in the form of a $60 forfeit fee to be paid prior to the start of the season by a check.  Two forfeits in a season will result in team being removed from the league.  

