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Flickerball Rules

FLICKERBALL IS A CONTACT SPORT AND INJURIES ARE A POSSIBILITY. THE DEPARTMENT OF CAMPUS RECREATION AND THE INTRAMURAL SPORTS PROGRAM ASSUMES NO RESPONSIBILITY FOR INJURIES; HOWEVER, BASIC FIRST AID WILL BE AVAILABLE.

Flickerball is played with a rubber football and incorporates many features of basketball, football, speedball, ultimate frisbee and hockey. The object is to advance the ball by passing to a position from which a goal shot is attempted.
The ball may be advanced toward the goal only by passing. The player in control of the ball may not advance toward his/her goal but may move laterally or backward. With refinement, the game is an extremely fluid sport in which lightning passes, sudden starts and stops, and rather close man-to-man play predominates. All players have countless opportunities to pass and receive the football.

One of the novel features of Flickerball is that an attempted goal results in loss of possession of the ball since the goals are situated out of bounds. Any shot, successful or unsuccessful, results in loss of the ball for the shooting team. Thus, the offensive team is forced to eliminate wild or haphazard shooting and work for better scoring opportunities. After a goal attempted, the defensive team puts the ball into play by throwing in bounds from behind its own line. 
Another interesting feature is that a loose ball that remains on the playing field is a free ball and may be played by any player. This provision promotes fluidity of action and places a premium on quick reaction and alertness. Running and physical stamina is an important consideration in any team’s success in Flickerball.

1. IMS SPORTS EQUIPMENT: Equipment provided by Intramural Sports is very expensive; therefore, any unnecessary abuse will result in the person/team captain being charged replacement costs for new equipment and must be paid before the team may continue to play. 

2. ID POLICY: ALL PLAYERS MUST HAVE AN SFA ID TO ENTER HPE. A SHOE TAG WILL NOT BE REQUIRED TO PLAY.

3. FLOOR RULES: Only officials, players (including substitutes) and one coach per team wearing proper shoes are permitted on the main floor. TOBACCO USE IN the HPE Complex is PROHIBITED. Spitting on the floor will result in your removal from the gym. All drinks must be in re-sealable containers and any spills must be cleaned up immediately. Substitutes must sit on the floor in their designated team areas and only one coach or player/coach may be standing in the team area. Substitutes must check in at the scorers table prior to entering the game and may do so only when officials have beckoned them onto the court.
4. SPECTATORS: Spectators will be allowed to view games from designated spectator areas only. Any violation of those areas will result in removal from the venue. Spectators may be inside the boundary lines on courts 3 for their respective courts. IMS staff will work with spectators to keep them back from the sidelines, but continued/repeated violations will result in removal from the venue. If spectators create a hostile environment by harassing players, opponents, spectators or staff, all spectators will be removed from the venue and teams will be responsible for those actions and will face sanctions.

5. BETWEEN GAMES: Teams completing a game will be given a reasonable amount of time to clear out for the next IMS game. We ask that teams leave the sideline area as quickly as possible out of respect for the next teams playing. Teams loitering in the area after the completion of their game will be asked to leave. Continued problems with teams loitering will result in the lowering of that team’s sportsmanship grade.
STARTING THE GAME

1. SCORING: An intramural sports staff member will keep official score and game time on each court.  Each team may have one (1) observer at the scorer’s table.
2. TEAMS: Each team shall consist of five (5) players. The teams MUST HAVE four (4) players to start the game. They may end with three (3) players due to injury or ejection.
3. SCORECARDS: All players must have their names on the scorecard for each game.  They must show a VALID SFA ID from the equipment cage. Players are responsible for providing the score table with the jersey number they will be wearing for that game. Incorrect or missing number will warrant a technical foul.

4. JERSEYS - A shirt must be worn under the jerseys provided by the Intramural Sports Program or the player will not be allowed to play.  If a team has its own jerseys with numbers, the numbers must be whole numbers and not more than 2 digits. Jerseys must remain tucked in throughout the game. See POINTS OF EMPHASIS to read more on uniform requirements.
5. GAME TIME: The game will be played in three (3) periods consisting of ten (10) minutes each. Between periods the teams will have a two (2) minute intermission.  Clock will stop during the final one (1) minute of each period.
· MERCY RULE:  If a team is winning by ten (10) or more when we reach the one (1) minute mark of the third period, the clock will not stop for any reason.

6. INTERMISSION: Two (2) minutes will be allowed between periods. However, teams may agree to take less time. 

7. DEAD BALL DUNKING: Dunking the ball or hanging on the flickerball rims during a dead ball will result in a technical foul charged to the player committing the act (this includes before the game and during half time).  If the act occurs after the game, the penalty will still be enforced and will affect the team’s sportsmanship grade for that game. 

a. A player who obviously damages equipment as a result of hanging on the rim will be financially responsible for the repair or replacement of the damaged item.
8. GAME BALL: Game balls will be provided by the Intramural Sports Program. 

9. CAPTAIN: Only the captain may speak with the officials and only if done so in a polite and professional manner.  The captain will represent the team in all dealings with officials. 
General Rules and Regulations
1. EQUIPMENT

· A regulation rubber football will be the official ball. 

· The goal shall be a 4’ x 5’ rectangle, with a 2’ x 3’ rounded rectangular hold in the center. The goal shall be mounted in such a manner that its surface is at right angles to the sidelines of the court, and the height of the lower edge of the rectangular hole shall be exactly eight feet from the floor. 

2. JUMP BALLS 

· Center jump consists of a ball (ends pointing toward the goals) tossed up between two (2) players at mid court. Jumpers should face the goal they warmed up at. The first player to obtain possession of the ball after the jump must pass the ball laterally or backwards. The first pass may go into back court unless possession is established in the front court.
· A player other than the jumper must touch the ball before the jumper may again handle the ball. 
· Players other than the jumpers must remain outside the imaginary circle of 10 feet until the ball is batted.
· Each period of the game will start with a jump ball.
3. ADVANCING THE BALL: No player is permitted to advance toward his goal while in possession of the ball.  A player in control of the ball may move only in a lateral or backward direction.

· If a player gains control of the ball while advancing towards his goal, he will be allowed a maximum of two (2) steps in which to stop his advance or to swerve to a lateral direction. 

· These two steps are given for momentum only, not advancing the ball if caught in a stationary position.

· If a player is called for traveling (illegal advancing with the ball in his control), the official will immediately take the ball from the offending player and toss it to the nearest opponent who will put the ball in play when the official whistles the ball ready for play.

4. 5 SECOND COUNTS: No player may maintain possession of the ball for more than five (5) seconds while being actively guarded. A defensive player must be actively guarding that player in possession for a count (normal basketball closely guarded rules)

PENALTY: ball is awarded to the opposing team at that spot.

5. BALL OUT OF BOUNDS: When the ball goes out of bounds an opponent will be given possession at that point out of bounds.  Referee need not handle the ball.

6. PASSING THE BALL: Passes may be thrown with any motion. Lobs, push shots and underhand throws are legal.  NO HANDOFFS ARE ALLOWED!

7. INCOMPLETE PASSES:

a. If the offensive team attempts a forward pass which is incomplete through no interference on the part of a defensive player (an attempted pass is poorly aimed or receiver drops the ball), the whistle will be blown and possession of the ball will be given immediately to the nearest player of the defensive team who will put the ball in play as soon a he/she is able from the spot which he/she gets control of the ball.

· A ball whistled dead on the field of play remains dead until a player entitled to it puts it in play picks it up. Opponents must be six (6) feet away from the man putting the ball into play until the moment the ball is actually put into play by being picked up off the ground by an eligible player.  
· A player unintentionally within six (6) feet of the man putting the ball into play will not be penalized.

· Any intentional handling of the ball by the offense after whistle and before the ball is put into play by the defense is a technical foul.

8. BLOCKING THE SHOT:
· Any attempted shot which is blocked by a defensive player and rolls out of bounds will be given to the defensive team out of bounds at the point the ball went out of bounds. Since any shot can be blocked, it is considered a poor shot. 

· A defensive player may be in the “NO SCORE AREA” when a shot is taken as long as he makes no attempt to interfere with the shot. If no interference occurs when a shot is taken, points are awarded as scored. 

· If any player does attempt to interfere with a shot while standing in the “NO SCORE AREA”, the result is a goal tending penalty. 

· PENALTY: Goal tending, three (3) points awarded.
9. NO SCORE AREA: Play may take place in the “NO SCORE AREA”, but all shots on goal must emanate from outside this area (shot must be taken from inside the basketball court behind the volleyball service line closest to the end line).  Any goal shots attempted from this area shall be considered dead and no scores allowed.  PENALTY for shot from “NO SCORE AREA”: loss of ball and no score counted.

10. BACK COURT: No backcourt restrictions or violations (women’s NCAA basketball rule)
11. PASSING THE BALL IN FROM OUT OF BOUNDS: the following rules will apply:

· When the ball is out of bounds in front or back court, the inbounds throw may go forward or backward.
· When a team is given possession of the ball out of bounds, they will have five (5) seconds in which to put the ball into play.  PENALTY: loss of possession.
12. SCORING: 

· Throwing the ball through the goal or striking the face of the board scores a goal. A ball, which passes through the hole in the board, is worth (3) three points. A ball, which hits the face of the board but does not go through the hole, is worth one (1) point. After a shot on goal, successful or unsuccessful, the defensive team is given possession of the ball behind its own goal line.

· An attempted shot for score must be thrown with one hand in an overhand forward pass. A push shot will not count as a goal.

· A free throw is attempted from the mid court line. Any free throw attempt, which enters the hole in the board, scores three (3) points. An attempt, which strikes the face of the board but does not enter the hole, scores one (1) point. After a free throw attempt, possession of the ball is given to the defensive team behind their own end line.

· Any player attempting a shot must remain inbounds following the shot. Should the player follow through out of bounds or into the “NO SCORE AREA”, any goal scored will be disallowed.

13. SUBSTITUTIONS

· Substitutions may be made during any dead ball period. Players must enter at mid court on the side where the timer/scorekeeper table is. 

· Any number of players may be substituted during a time out period. 

· Any player out of play because of a penalty may not be substituted for until he is eligible to re-enter play.

14. FOULS:

· PERSONAL FOULS

· Making contact with an opponent (hitting, slapping, tripping, blocking, charging, etc.)

· Think about basketball principles of defense, principle of verticality, and principle of displacement. Every player is entitled to their spot on the floor and players may not move opponents, play through opponents, etc.

· ENFORCEMENT OF PERSONAL FOULS:

· The player committing the personal foul must leave the game and cannot return to the court until either team has scored a goal. The offending player may not be substituted for until he is eligible to re-enter the game.

· The offended team will be given possession of the ball on the spot of the infraction and will put the ball in play as soon as the offending player leaves the field.
· If a foul is committed against a player in the act of shooting, a personal foul will be charged to the offending player (the player still must leave the court until a point is scored by either team), the shot will count if it is good, and the shooting player will be given one (1) free throw. 

· Four personal fouls disqualify a player from the game

· TECHNICAL FOULS

· Ball stripping

· Diving on a loose ball

· Intentionally kicking the ball in anger or to gain an advantage
· Dissent of official’s ruling

· Begging for calls/questioning judgment

· Failure to leave the court immediately when called for foul
· Any personal foul judged by the official to be flagrant, or any act of unsportsmanlike conduct will be ruled a technical foul.

· Continued illegal substitution.

15. ENFORCEMENT OF TECHNICAL FOULS/ POWER PLAYS
· Any technical foul shall result in a free throw and possession of the ball at mid court to the offended team. The player committing the technical foul shall be removed from the game for one (1) minute. This is a Power Play situation where the offended team is now able to play with their full team and the opponent will play a man down.
· Two (2) technical fouls on one player disqualify that player from the remainder of the game. 
· One (1) flagrant technical foul (unsportsmanlike conduct) and any other technical foul (rule infraction or unsportsmanlike conduct) on one player disqualify that player from the remainder of the game.
· Three (3) technical fouls on one team and the game is ended.
