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a2/ INTRAMURALS

These rules have been modified forthe purpose of this tournament. Please refer to the NIRSA Flag Football rule
book for all other rules.

I. Policyand Procedures

A. For all Policy and Procedures, please refer to Columbia University’s Intramural Handbook which
can be found on perec.columbia.edu under Intramurals, Rules & Policies, as well as under
Handbooks/Manuals on the Columbia University’s imleagues.com website. All Intramural
participants are responsible for knowing all of the Intramural Policy and Procedures.

B. Leaguesoffered:

1. Open-Recreational: is a mixed gender league that is open for anyone to register and
participate.

C. All players must present a valid Columbia University identification (CUID) and a Dodge Fitness

Centermembership to Intramural Staffin orderto play.

D. Allgamesare played atBaker Athletics Complex at 533 W. 218" Street. Teams mustarrive ready
to play no more than 10 minutes afterthe scheduled game time oraforfeit will be declared.

II. Team Size

A. Seven(7) players constituteafull team.
B. Teams may start and finish the game with five (5) players.

Ill. Equipment

A. Players must wear close-toed, athletic type shoes at all times. No metal cleats allowed, rubber
cleatscan be worn.

B. Players must wear athletic clothing such as shorts or sweatpants. Jeans or dress pants are not
permitted.

C. Pinnies will be provided and must be worn unless a team has matching jerseys with legible
numbers and the officials can differentiate between the teams. Players must wear a t-shirt
underneath their pinnies. A player cannot just wear a pinnie. Shirts worn under pinnies must
remain tuckedinso thatflags are exposed.

D. No hats, jewelry, or watches may be worn during agame. Exceptions may be made for mandatory
religious paraphernalia, at the discretion of the Columbia Intramurals Department.

E. Anyequipmentthat,inthe official’sjudgment, would be injurious to the participants, would aid
theindividual whoiswearingit, oris not within the spiritof the rulesisillegal.

F. Towelsand play sheets may not be tucked into shorts orflag belts.
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G.

Each player must wear shorts or pants without any belts, beltloops, POCKETS, or exposed drawstrings.
Pants or shorts must be a different color than the flags.

IV. Time Factors and Substitutions

A.
B.
C.

Games shall consist of two 15-minute halves with a 3-minute halftime.
Games may be shortened if weather or other conditions interfere.
Duringthe entire first half and for the first 13 minutes of the second half, the clock will start on the initial
snap of the half. It will run continuously for the first 28 minutes of play unlessitis stoppedforan injury
(starts on the ready) or a team timeout (starts on the snap).
During the last two minutes of the game, the clock will stop for:
1. Penalties(dependent on previous play)
Inadvertent whistle (starts on the ready)
Touchdown - starts on 1st scrimmage snap (the tryisan untimed down)
Incomplete passes/out-of-bounds(starts on the snap)
Injured players
Firstdowns (until the ball is setin play by the referee’s ready-to-play whistle)
Change of possession
Time outs (starts onthe snap)
. Safety (starts onthe snap)
Each team isallowed two 1-minute timeouts per half. Unused timeouts from the first half will not carry
overintothe second half. The clock will stop ontimeouts.
Substitutions are unlimited but may only occur when the ball is dead (i.e. in-between downs, aftera
score).
No substitute can enter afterthe ready for play whistle has been blown.

©ENDUEWN

V. Basic Rules

A.

w

The winner of the pre-game coin toss shall have the first choice of three options: choice of
offense/defense, which goal to defend, orto defertheir choice until the second half.

The field of playis 60 yardsin length with 10-yard end zones.

The offensiveteam has 25 seconds to put the ball in play after the refereesignals “ready for play”.
Penalty: Delay of Game, 5 yards from the previous spot, replay the down

The ballis declared dead when the ball touchesthe ground: onafumble, on a lateral, ona mishandled
snap, on a pass, or ona punt.

Mercy Rule: If ateamis ahead by 17 points atthe two-minutewarninginthe second half, the game is
over.

At the start of each half, following a safety, a touchback, or after each try the game will begin with a
scrimmage play from the offensiveteams own 10-yard line unless moved by penalty.
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G. Whenan official blows aninadvertent whistle, the ball is dead at the point when the whistle was blown.
The team, against which the inadvertent whistle was blown, has the option of accepting the play at the
time of the whistle orreplaying the down. No time may be added to the clock.

H. Spikingthe ball,taunting,and excessive celebrationare considered unsportsmanlike conduct.

Penalty: Dead Ball Foul, Unsportsmanlike Penalty, 10yards.

I.  Blockersandrusherscannotinitiate contact to gain an advantage.

J. Allplayersare eligible receivers.

K. A player may not strip the ball or attempt to knock the ball out of a player’s hand once he or she has
possession. Penalty: Personal Foul, Stripping, 10 yards from the spot of the foul.

VI. Downs

A. Each teamwill receive4downs to attempt to move the ball 10 yards from the original line of scrimmage.

B. Oncea firstdownisachieved eitherby offensive progress or penalty anew 10 yards will be counted off
by an official.

C. Aconewillbe placed bythe line judge to markthe zone line to gain.

VII. Scrimmage

A.

oo

The scrimmage line for the offense is the vertical plane that passes through the center point of the
orange/red marker (ball spotter). The scrimmage line for the defense is the vertical plane that passes
through the center point of the yellow marker. A one-yard neutral zone should always exist between the
markers. Thisistrue even when the offensive teamislessthan one yard fromthe end zone or the zone
line-to-gain.
The offensive teamisresponsibleforthe ball. They must bring the ball back to the huddle. The referee
will place ball markers only.
Offense must have atleast 1playeronthe line of scrimmage.
No defensive players are required to be on the one-yard rush line atthe time of the snap.
No players may enterthe neutral zone prior to the snap.

1. Defensive Penalty: Dead Ball Foul, Encroachment, 5 yards, replay down.

2. Offensive Penalty: Dead Ball Foul, False Start, 5 yards, replay down.
No players may line up in the neutral zone (both offense and defense).
Penalty: Off-sides, 5yards, replay down
The ball may be snapped between the legs orto the side of the snapper. The center, afterassuming the
position forthe snap and adjusting the ball, may not move nor change the positionof the ball inamanner
simulating the beginning of a play. The ball must be snappedin one continuous motion, not necessarily
betweenthe center’s legs. Shifting the ball in asnapping motion without actually snapping or “double
clutching”isillegal. Penalty: Dead Ball Foul, lllegal Snap, 5 yards.
The player whoreceivesthe snap must be atleast 2 yards behind the offensive scrimmageline.
Penalty: lllegal Formation, 5yards, replay the down.
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Before the snap, all offensive players must come toa complete stop foratleast one full second. All other
shifts before thesnap are legalsolongas every playeris setforonefull second before the ball is snapped.
Penalty: lllegal motion, 5 yards, replay the down.

VIll. Flags/Removing The Flag Belt

A.
B.
C.

Flags must be worn within a 3-inch zone of the hip. Do not wrap flags around belt.
There must be three flags present, with one on each hipand one in the middle of the back.
A player may not tie their flags orfasten flags to their uniform or belt otherthan prescribed inthe rules.
Penalty: Personal Foul, 10 yards from the previous spot, loss of down, and automatic ejection. If it
occurs after an interception ball will be placed at the spot of the turnover.
Removal of flag belt: When the flag beltis clearly taken from the ball carrierthe down shall endand the
ballisdeclared dead. A player whoremoves the flagbeltfromthe ball carrier shouldimmediately hold
the flag beltabove theirhead to assist the official in locatingthe spot where the capture occurred.
Aplayer maydive toremove a flag beltas longas no contact is made with the opposing team.
The position of the ball when a playeris deflagged determines the spot of the next line of scrimmage. A
playeris considered deflagged at the point where the clip onthe flagbelt breaks.
In an attempttoremove the flagbeltfroma runner, defensive players may not hold, push, or knockthe
runnerdowninan attemptto remove the flag belt. Penalty: Holding, 10 yards from spot of foul.
An offensive player may not hold, block, or run through a defensive playertrying to remove the flag belt.
Screen blockingis allowed as long as the offensive player does not initiate contact. Penalty: Personal Foul,
10 yards from the spot of foul.
If aflagbeltinadvertently fallsto the ground, aone-handtag between the shoulders and knees constitutes
a capture.
Flags should be immediatelyreturnedto opponents. DO NOTTHROW FLAGS ON THE GROUND. This can
resultina delay of game or unsportsmanlike conduct penalty.
A defensive player may not remove an offensive player’sflag when the offensive player does not have the
ball. Penalty: Unsportsmanlike Conduct, 10 yards from previous spot.
Flag Guarding
1. An offensive player may notstiff arm or guard theirflags by blockingthem with theirhands, the
ball, or lowering the shoulders in such a manner which places the arm over the flag belt.
Penalty: Flag guarding, 10 yards from the spot of the foul, replay the down.
2. ltisnotflagguardingifa defensive playeris not within distanceto de-flag.
3. If flag guarding occurs and the defender de-flags the ball carrier at the same time, there is no
penalty.
4. Flagguardingisa spotfoul and can resultin positive yards once the penalty has been assessed.
An official will check the flags of each person who scores atouchdown ortry.
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IX. Passing and Catching

A.
B.

Fora legal catch, a pass receiver must come downwith atleast one footin bounds and control of the ball.
All players are eligible for a forward pass. The passer may pass from anywhere behind the line of
scrimmage. If the passer crossesthe line of scrimmage then comes back behind the line with both feet
and throws the team’s first forward pass of the down the pass islegal. Only one forward passisallowed
perdown. Thereisno limiton the number of laterals.

Penalty: lllegal Forward Pass, 5 yards, loss of down

A player may not go out-of-bounds voluntarily and be the first playertotouch a legal orillegal forward
pass. Penalty: lllegal Participation, 10yards, replay the down.

Roughing the passer: Defensive players must make a definite effort to avoid chargingintothe passer after
it is clearthat the ball has beenthrown and may not make contact with the throwingarm.

Penalty: Roughing the passer, 10 yards from previous spot, automatic first down.

If a passis caught simultaneously by members of opposingteams inbounds, the ballbecomes dead at the
spot of the catch and belongs tothe offensiveteam.

Defensive Pass Interference occurs when the defense hinders the receiver from catching the ball by
creating contact/advantage. Itis alsopassinterferenceif an eligible receiveris de-flagged prior to touching
the ball on a pass. Face guardingis alsothe attempt by a defensive playerto wave theirarmsinthe face
of areceiverwhoisattemptingto catch the pass.

Penalty: Pass Interference, 10 yards from the previous spot.

Offensive Pass Interference occurs whenthe offensive player hinders the defender from catching the ball
by creating contact or face guarding. Penalty: Pass Interference, 10 yards from the previous spot.
Interceptioninthe end zone is atouchback and the ball is placed on the 10-yard line.

Intentional Grounding: The passer may not throw the ball out of bounds or to the ground to avoid asack.
To avoid intentional grounding, the quarterback must pass the ball in the general direction of areceiver.
Penalty: Intentional Grounding, 5yards from the spot of foul and loss of down.

X. Punting

A.

M m

Punts mustbe announced before the ball isready for play. Once the decision to punthas been made by
the captain, it cannot be changed unless a charged time-out occurs. Quick kicks and fake punts are
illegal. Penalty: lllegal Kick, 10 yards, replay the down.

The kickingteam must have all players on their line of scrimmage except the punter.

Penalty: lllegal Formation, 5yards, replay the down

Punts must be snapped fromthe center. The punter must be at least two yards off the line of scrimmage
upon receiving the snap and must punt the ballimmediately.

The offense may not move forward until the ballis kicked. Penalty: lllegal Procedure, 5yards, replay the
down.

Defensive players may not enter the neutralzone until the ball is kicked.

The receiving team may not advance the ball afterit has touched the ground.

Once the punted ball crosses the scrimmage line, itis free forany receivingteam playerto catch as long
as the kickingteam does not get in the way of a receiving team players attempt to catch the kick.
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XI.

XIl.

XIIl.

H.

Penalty: Kick-Catch Interference, 10 yards.
There will be nofaircatch recognized - Players willignore any signals given by the kickersor receivers.
The ball remainslive. Thereisnofoul.

Blocking, Rushing and Contact

A.

Offensive Screen Blocking: The offensive screen blocking shalltake place without contact. The screen
blockershall have theirhandsand arms at theirside orbehind theirback. Any use of the hands, arms,
elbows, legs, orbodytoinitiate contact duringan offensive player’s screen blockisillegal. A player must
be on theirfeetbefore, during, and afterscreen blocking.

Penalty: Personal Foul, lllegal Block, 10 yards from spot of foul

Blocking and interlocked interference: Teammates of arunneror passer may screen block, but shall not
use interlocked interference by grasping orencircling one anotherinany manner.

Penalty: Personal Foul, lllegal Block, 10 yards from spot of foul

A runnershall not charge into or initiate contact with an opponentin their path.

Penalty: Personal Foul, lllegal Contact, 10 yards from spot of foul

Defense may rush as many players as desired.

Defensive players must go around the offensive player’s screen block. The armsand hands may not be
usedto grab or push the opponentaside. The application of thisrule depends entirely onthe judgment
of the official. Penalty: Personal Foul, lllegal Rush, 10 yards from previous spot

Safety

A.
B.
C.

If a playeris deflagged, commits flag guarding, orfumbles the ball in theirown end zone itis asafety.
Intentional groundinginthe end zone is safety.

The team scoring the safety will receive 2 points and will obtain possession of the ball on their own 10
yard-line.

Scoring

A.
B.

C.

Touchdown —6 points
Extra points (Tries)
1. Runorpassfrom5-yard line =1 point
2. Runor passfrom 10-yard line =2 points
3. Ifan extrapointattemptisintercepted and returnedtothe defensiveteam’s endzone the
defense isawarded the corresponding point(s).
Safety—2 points
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XIV. Penalties

5-Yard Penalties

>

TIOmMMUO®

2 - A

False Start (Dead Ball)
Encroachment (Dead Ball)
Illegal Snap (Dead Ball)
Delay of game (Dead Ball)
Illegal Formation
Illegal Motion
Illegal Shift
Off-sides
Illegal Procedure
1. Offensive MovementonaPunt
2. Playerreceives asnap within 2yards of center
Illegal forward pass (lossof down).
Intentional grounding (loss of down).
Intentionallythrowing a backward pass or fumble out of bounds (loss of down).

. Helping the runner: The runner shall not grasp a teammate or be grasped, pulled or pushed by a

teammate.

10-Yard Penalties

Z

CHAvmP OO

Holding
Flag Guarding
Illegal Touching
Roughingthe passer (Automatic 1st down).
Passinterference—Offense
Passinterference—Defense
Kick catch interference
Unsportsmanlike Conduct
1. Spikingthe ball, excessive celebration
2. Taunting
3. Disrespectingintramural staff
Personal Foul
1. lllegally securedflagbelton a touchdown —Offense (Loss of Down); Defense (Automatic First
Down)
Illegal Block/Screen
Illegal Rush
Illegal/ Unnecessary contact of any nature
Illegal Stripping
6. Contactwith opponentonthe ground (possible ejection)

AN

W. Any egregious contact by playersissubjectto ejectionincluding but notlimited to:

1. Throwrunnerto the ground
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2. Tacklethe runner
3. Intentional contact with intramural staff

XV. Overtime

A.

Play will begin onthe 10-yard line and teams will have 4 downs each to attemptto score a touchdown

and the possible extra points.

A cointoss will take place, the team winning the toss has 3 options: Offense, Defense, or Direction. The

opposingteamthen hasthe remaining choice. Note: All overtime periods are played toward the same

goal line.

The objectisto score a touchdown and subsequent extra point (1or 2 points). Afterteam A scores, team
B then has 4 plays within which toscore. If noteam has scored aftertheirrespective plays the processis
repeated. If the game has not been decided after the second overtime, teams must attempt a 2-point
conversion afterscoring atouchdown for the remaining overtime periods.

When a pass isintercepted the defense becomes the offense and begins their series of 4 plays at the 10-
yard line. If the interceptionisreturned foratouchdown, the gameis over.

Penalties are assessed similarto the regulargame. Ateam shall be given a new seriesof 4 downs when
an automaticfirst down penaltyis accepted. Dead ball penalties afteratouchdown are penalized on the
extrapointattempt.

Only the captain or designated captain can approach officials or activity supervisors during or after the game.

Email intramurals@columbia.edu with any questions.

Columbia University Intramurals
334 Dodge Fitness Center
perec.columbia.edu
(212) 854-4002

o

)

—
@columbiaperec
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