Messiah College Rec-Sports

Flag Football: Men’s and Women’s Leagues

*ALL PLAYERS MUST BRING ID TO PLAY. NO ID = NO PLAY*

Eligibility: 
Only current undergraduate, graduate students, and MC employees are eligible to participate. Alumni are INELIGIBLE. 
Roster Policies:

1. All players must bring their ID in order to play. No exceptions. 
2. Roster limit is 12 players, you may register with as few as 7.
3. Teams must have 5 players in order to play, less than 5 will result in a forfeit.
4. Roster changes may be made online at imleagues.com until Wednesday, November 4th. After that rosters are frozen.
5. Players can only play for one team and must be on a team roster to play.

6. Players are not allowed to play, under any circumstances unless they have submitted a Waiver Form via imleagues.com and are registered on a team under imleagues.com   
Sportsmanship: Good sportsmanship is vital to the success of the Rec. Sports program. Teams will be evaluated by Rec. Sports staff and graded on a 4.0 scale for each game. Only teams with an average of 3.0 or higher may participate in the playoffs. See the “Sportsmanship Policy” for more information.
Playing Rules:

1. Games are two 17-minute halves with a 3 minute half-time. During the last 2 minutes of each half: the clock will stop on OB’s, touchdown/safety, incomplete passes, defensive penalties, possession changes, or time-outs.
2. If a team is up by 20 pts. the clock will NOT stop in the last 2 minutes. Play will continue with a running clock. 

3. Refs will meet with team captains before the game for the coin toss and to determine who will receive first.

4. There is a maximum of 2 first downs per possession (excluding penalties) and they are achieved by crossing predetermined lines.

5. The ball will be marked where the ball carrier’s hips are when a flag is pulled. For example, a touchdown does not occur until the ball’s carrier’s hips/flags cross the plane into the end zone. 

6. Defense: MUST count “3 Mississippi” before rushing and this count must be AUDIBLE for refs and the opposing team to hear.

7. If the ball is fumbled on the snap it is a live ball and defense no longer have to count to “3 Mississippi.”

8. If the quarterback pitches/ laterals the ball, it is a live ball and the defense no longer has to count to “3 Mississippi.”

9. Blitzing is allowed once during every 4 downs, and the defense must call “BLITZ” as the ball is snapped. Calling “BLITZ” indicates a blitz regardless of whether the defense crosses the line of scrimmage. In other words, no fake blitz calls.
10. Blocking: Arms cannot be extended during any blocking attempt. This includes linemen. Players must attempt to go around blocks and may not push through them.
11. Ball carrier cannot create body contact with defensive player, but must attempt to physically avoid them. Illegal contact, stiff arms and flag guarding will result in a penalty.

12. Fumbles may occur, but any intent to strip, punch, or grab the ball from an opposing player will result in a penalty.

13. An offense must have at least 3 down linemen, 1 eligible receiver (RB included), and 1 quarterback. Teams may use a TE, but their hand(s) must not be down in order to be eligible.
14. An offense has 30 seconds to snap the ball after whistle from the last play. The offense is responsible for retrieving their ball after each play. 

15. Each team gets 2 timeouts per game, and do not carry over into OT. In OT, each team will be given a timeout.

16. Kickoffs will be place-kicked from the ground (tees provided) in the middle of the closest first down line and the end zone which they are defending. A kickoff that goes out-of-bounds prior to being touched will be placed immediately behind the last “first down line” that the ball past while being in bounds. If the ball goes out of bounds past the end line without being touched, then the ball will be placed halfway between the end zone and the first down line.   

17. An onside kick attempt must travel at least 10 yards in order to be recovered by the kicking team. If the kicking team touches the ball first inside the 10 yard area, the ball will be given to the receiving team at that spot. 
18. Players must wear flags as they are supposed to be worn: Velcroed to the belt. Anything other than that is considered illegal and will result in a penalty.
19. If a player loses their flag accidentally, play will continue with the ball carrier being downed by a “1-hand touch” between the shoulders and knees.
20. Receiving team may call for a “fair catch” on punts/kickoffs. A “fair catch” is called for by the receiving player clearly waving a hand above their head while the ball is in the air. Players attempting a “fair catch” must be given enough space to make his or her catch without interference. Attempts to make a fake a “fair catch” signal will result in a dead ball at that spot.
21.  A legal catch will be made with at least 1 foot in bounds with control of the ball.

22. No fake punts. Fumbled snaps on punts which are recovered by the punting team may not be advanced beyond the line of scrimmage in order to gain yardage or a first down.

23. Defensive Backs are allowed to bump receiver’s within five yards of the line of scrimmage but their arms must remain in as if blocking, an extension of arms or holding, un-necessary roughness, pass interference will result in a penalty.

24. Overtime: If a game is tied at the end of regulation, an overtime period will be played.
a. A coin toss will determine which team has first possession. Captain winning the toss selects offense or defense first.

b. Each team will have 1 timeout, regardless of how many remain from regulation time.

c. Each team will start 1st and goal from the 10 yd line and will have a set of 4 downs to score. (Both teams will play offense toward the same goal-line)
d. A team may intercept a pass or fumble and return for a touchdown. If the recovering team scores, they win and the game is over. If they do not score, the ball is placed at the 10 yd line and it is 1st and Goal with 4 downs to score.
e. Normal scoring procedures apply- 1 or 2pt conversions after touchdowns.

f. If a tie remains after each team’s possession, the game ends in a tie (except in playoffs when the procedure continues until a winner is determined).
Scoring:
1. Touchdown: 6 pts

2. Extra Points:

a. 1pt- ball placed at 2 yd line

b. 2pt- ball placed at 8 yd line

3. Safety: (2pts) occurs when an offensive ball carrying player’s flag is pulled off in their own end zone or when the ball is fumbled out of the back of an offenses’ own end zone. The team whom the safety was against then must punt the ball. 
Penalties:  Only Team Captains may accept or decline penalties to the official.
1. Flagrant Foul: Anything resembling tackling, or the intent to tackle or injure. Offensive: 15 yd penalty from line of scrimmage, loss of down, and player is ejected from the game. Defensive: 15 yd penalty added, automatic 1st down, player ejected.
2. Unnecessary Roughness: Unnecessary body contact such as pushing, grabbing, contact with the QB. Intent is clear factor. Off: 10 yd penalty from line of scrimmage, loss of down. Def: 10 yd penalty added, automatic 1st down.

3. Holding/Illegal Block: Blocking with extended arms, tripping, holding a shirt/shorts to grab a flag, holding to slow down a player etc. Off: 10 yd penalty from line of scrimmage, replay the down. Def: 10 yd penalty added.
4. Illegal Contact: Stiff arm, flag swatting, flag guarding, intent to strip/force fumble, contact not avoided etc.

Off: 10 yd penalty from line of scrimmage, replay down. Def: 10 yd penalty added.

5. Illegal Count: Inaudible or rushed “3 Mississippi” count. 10 yd penalty, repeat down.
6. Illegal Procedure: Offensive linemen/players not set at snap, illegal forward motion, false start, or a defensive player initiates contact with offensive player prior to snap. 5 yd penalty, dead ball.

7. Offsides: Defensive player lined up in the neutral zone at snap or is across the line of scrimmage at the snap. NO contact is initiated with offensive player. 5 yd penalty, replay down.
8. Pass Interference: Off: 10 yard penalty, replay down. Def: 10 yard penalty, automatic first down. 
9. Diving: Diving qualifies as a body motion in any direction where ones advance results in the ball carrier landing on the ground and not on one’s feet. Remaining upright and leaping into the air to advance the ball is legal provided no contact is made with a defending player who had position prior to the leap. Contact will result in an offensive charging penalty. A player may not dive forward to advance the ball in any instance. You may not dive on or towards the ground to advance the ball. Diving to catch or deflag is legal provided normal contact rules apply. Diving into a player to deflag is roughing. Off: 10 yd penalty from line of scrimmage, loss of down. Def: 10 yd penalty added, automatic 1st down.
Expectations:

1. Teams will show up on time to each match and notify the other team/RS office in advance if they plan to forfeit.  

2. Teams will play within the rules of the game, as established by Messiah College Rec Sports.

3. Teams will treat each other with respect and resolve disputes in non-confrontational ways.

4. Teams will respect the RS staff and game officials as the decision making authority in charge of running their contest.  

5. Teams may issue any complaints/comments with the RS Supervisor at the end of the contest and in a respectful manner, so they can be resolved quickly and necessarily.  
MC Rec. Sports

Sportsmanship Policy

Sportsmanship is a vital part of the Rec. Sports program. Participants are expected to comply with all of the rules which govern the game, match, or activity. Compliance to the rules and good sportsmanship provide a more enjoyable experience for everyone.

Officials may remove from a contest or activity any individual who demonstrates language or action unbecoming of a Christian. Any player ejected from a game will be suspended for a minimum of 1 game. An individual’s second removal from a game will, at a minimum, prohibit him/her from participation for the remainder of that sports season. See “MC Rec. Sports Ejection Policy” for more information.

Teams and players will be given an ample warning by a Rec. Sports official after their first offense to the rules. Multiple offenses will result in the loss of a Sportsmanship Rating point. Exception: If intentional physical contact is made with another player or official players may be subject to immediate ejection.

Teams and individuals will be held accountable for their actions by the following Rating System:

“A”- 4.0 
Excellent Conduct


Players cooperate fully with the officials, the opposing team, and Rec-Sports Staff. 


The captain calmly converses with officials about rule interpretations/calls and has 


control of his/her team.

“B” – 3.0
Good Conduct


Team members verbally complain about some decisions made by officials and/or 


show minor dissension that may or may not merit a technical foul, yellow card, or 


penalty. Teams that receive 1 such violation may NOT earn a rating above 3.0. Also, 

showing up late for a game will result in a MAXIMUM sportsmanship rating of 3.0.

“C” – 2.0
Average Conduct


Team shows verbal dissent towards officials and/or the opposing team that may or 


may not merit a technical foul, yellow card, or penalty. Captain exhibits minor 

control over his/her team. Teams receiving multiple violations of this manner or 1 player ejection shall not earn a rating above a 2.0.

“D” – 1.0 
Below Average Conduct


Team constantly comments to the officials and/or the opposing team from the field 


or sidelines. The team captain exhibits little or no control over teammates and/or


himself/herself. A team which receives 2 player ejections shall not earn a rating 


above a 1.0.

“F” – 0.0
Poor Conduct


Team is completely uncooperative and disrespectful toward officials and/or 


opposing team. Captain has no control over teammates and/or himself/herself.

any team causing a game to be forfeited or receives multiple ejections shall receive a 0 rating.  In addition, teams which do not provide a 24-Hr advance notice of being unable to play a scheduled game will also receive a “0” rating.
**Teams must have a minimum average of 3.0 to be eligible for playoffs!**

Also, teams that receive a sportsmanship score less than 3.0 during the playoffs, will not be able to advance. The unsportsmanlike team will be forced to forfeit, allowing the opposing team to advance. 

If you have any questions, please contact

Heather J.Greer, Director of Rec Sports (Ext. 2246)

HGreer@Messiah.edu 


