FLAG FOOTBALL RULES (7-8 Player Teams)
AT THE SNAP: Four offensive players must be on the line of scrimmage. (5 yard penalty)
BACKFIELD: At least one (1) yard behind the line of scrimmage. (5 yard penalty)
BALL CARRIER: Shall not deliberately drive or run into a defensive player, nor straight arm, nor protect
the flag. (10 yard penalty)
BLOCKING: Blockers must be on their feet before, during, and after contact. (10 yard penalty)
DEAD BALL: The ball is dead when an opponent removes the ball carrier's flag. (NOTE: In all cases where
a play is in progress and a ball carrier loses a flag either accidentally, inadvertently, or on purpose, play
shall be stopped at the spot where the flag is dropped. If any player loses a flag, he still is eligible to
receive a legal forward pass, but cannot advance the ball, and the ball is dead where it is caught).
DEFENSIVE PLAYER: Shall not hold, grasp, or obstruct forward progress of ball carrier when in the act of
removing a flag. (10 yard penalty) Exception: (5 yards and first down)
END ZONES: 10 yards in width.
FLAGS: Players must wear two approved same length flags attached to a belt at the waist.
FORWARD PASS: All players are eligible receivers. A team may make multiple forward passes behind the
neutral zone. No pass interference rule if pass stays in or behind the neutral zone.
FUMBLE: Loss of possession after control: Ball is dead when it strikes the ground.
ILLEGAL EQUIPMENT: Shoulder pads, helmets, and hip pads are not legal equipment.
KICKOFFS: Must be a place kick or a drop kick. Ball is kicked from the 20 yard line.
KICKOFF RECOVERY: An untouched free kick must travel 20 yards before the kicking team can legally
recover unless touched by the receiving team.
LINE TO GAIN: The line-to-gain in any series is the zone in advance of the ball. A new series is awarded a
team when they legally advance to the next zone.
MUFF: An unsuccessful attempt to catch or recover the ball. Ball becomes dead when it touches the
ground after a muff.
STANCE: All players of both teams, except the snapper, may use any stance.
TEAMS: The game is played between two teams of seven to eight players per team.
ZONE: A zone is 20 yards wide. Four or five zones constitute the playing plus 10 yard end zones.
EQUIPMENT:
• The Intramural Director will supply numbered game pinnies to each team. Teams may also opt to
supply their own team shirts. Pinnies will be available if opposing teams have the same colored t-shirts
to differentiate teams.

• A player shall not wear anything that is dangerous to another player on the field (i.e. loose chains,
rings, watches, headwear that contains any hard, stiff material including billed hats or items containing
exposed knots). ALL JEWELRY MUST BE REMOVED. Participants wearing illegal equipment will be
required to sub off (whether a sub is available or not) until the next substitution opportunity after the
jewelry is removed. THIS INCLUDES ALL EARRINGS. If you are wearing any type of cast you will not be
allowed to play. Braces must be covered and padded.
• All shin guards made of hard substances (plastic etc.) must be covered entirely by stockings.
• Players must wear athletic type shoes that cover the foot completely. Sandals, boots, and open toe
shoes are NOT allowed. Cleats are limited to studs or projections that do not exceed ½ inch in length
and are made with nonabrasive rubber or rubber type synthetic material that does not chip or develop a
cutting edge. Baseball cleats are not allowed. The Intramural director will have final judgment on legal
footwear and it will not be up for protest.
•

The goalkeeper must wear a shirt color that distinguishes him/her as a goalkeeper.

THE GAME:
•
The game shall consist of two equal periods of 15 minutes each; with a two minute halftime.
•

The clock will only be stopped if the referee has to discontinue the game or if a player is injured.
(THERE ARE NO TIME OUTS).

•

Halftime the teams switch ends.

•

The choice of ends or possession of ball is determined by the flip of a coin.

