COF Intramurals 
7 v 7 Flag Football 

LEAGUE RULES
The rules for Colleges of the Fenway 7-on-7 Flag Football are derived from the National Intramural Recreational Sports Association’s (NIRSA) rules. The current NIRSA Flag and Touch Football Rules Book will apply in all cases not specifically covered below.
For information regarding rainouts, please follow us on Instagram @cofsportandrec. We will do our best to notify you through e-mail as well through IMLeagues, but Instagram will be the quickest way to get updates on playing conditions. We will try to make a decision by 3pm each day, but later arriving thunderstorms or rain will cause us to have to make some last-minute cancelations. We will make every attempt to play the games, but safety is our first priority.
Alcohol and drugs are not permitted on the fields of play before, during or after games. Violators WILL be expelled from the league. Teams are required to clean their bench area after the completion of their game.
No tobacco products, gum, food, sport drinks, pets, bikes, etc., are allowed on Sweeney Field. Failure to adhere to this policy will result in expulsion from the league.
All games will be played at Emmanuel’s Clemente Field. 
Zero Tolerance Policy 
· Colleges of the Fenway has a zero-tolerance policy for any physical and verbal incidents that occur at intramural events/games. One offense will result in a removal from the league and a second offense during any other season will result in a program ban. Students and players are responsible for maintaining a safe environment for themselves and other players. If students are to be found guilty of verbal abuse, physical abuse, cheating, or stealing, they will be removed from the league.
Eligible Players 
· Players must be a current student, staff, or faculty member of a COF Institution.
· Players may not play on both an Open-Competitive and Open-Recreation team. Players found in violation will be asked to leave one of their teams. 
· In order to participate, players need:
· Student ID or Government Official Identification (Driver’s License / Passport)
· Up to date to with COF Covid policies. 
· To be on IMLeagues Roster and Roster Printout on day of game
· Rosters are updated the Friday before games. If a player is on IMLeagues but not on COF’s paper printout, they are ineligible to participate for that day. The roster will be updated for the next week, and they can play then. 
Checking In
· Players must report to the scores table before the start of their scheduled game. At the table they must show:
· Student ID or Government Issued ID
· If players are unable to present a form of identification, they will be ineligible to play that day. 
· Players who fail to check in will be disqualified from the game and issued a warning through COF.
· If found to repeat this offense, they will be removed from the league and suspended from COF Intramurals for the season. 
Start Times
· GAME TIME IS START TIME! If game is scheduled for 7pm, game STARTS at 7pm.
· Please show up 15 minutes before your scheduled game. 
· If team shows up late, check forfeit rules, no full game can start 10 minutes past scheduled start time. Example: if team shows up 15 minutes late, they can play the other team and use the field, but referees and scorekeepers will not officiate or count game.
· If one team arrives on time and another team arrives 10 minutes late. Teams can still compete, but they will not be provided refs or scorekeepers. Team who arrived late will be given a “forfeit” and on-time team is rewarded a win. 
Forfeit
· In order to start the game, teams must have at least SIX players present at scheduled start time. Teams are allowed to play 7v6. If no players are present FIVE minutes after start time, it counts as a forfeit. 
· If 1-5 players from a team are there at scheduled start time, team has until 5 minutes after start time (7:05pm from a 7:00pm start time) to get rest of team to arrive. 
· On a team’s FIRST forfeit, they are eliminated from playoff contention. 
· On a team’s SECOND forfeit, they will be removed from the league. 
· If team has 5 of less players arrive, counts as forfeit but they can still use the field for the hour. Referees and Scorekeepers are not responsible for officiating. 
Unable to Make a Game? 
· [bookmark: _Hlk177815783]If a team is unable to attend a game and they know ahead of time, they must reach out to Anthony Andrews, COF Student Supervisor, 48 hours before scheduled game time. If they contact Anthony Andrews 48 hours before, the missed game will not count as forfeit. andrewsa4@wit.edu
· Even if you have a last-minute cancellation, please inform andrewsa4@wit.edu so the COF staff can make an attempt to fill the game. 
Player Conduct
· Striking, fighting or any other inciting action (whether physical or verbal) will result in suspension of the player(s) and may result in team suspension. Additional sanctions may also be imposed pending investigation of the incident in question (Zero-Tolerance Policy). Suspension of a longer duration, removal from the league, or intramural ban is possible.
· Physical or verbal abuse of an employee of COF Intramurals or fellow participant may result in a suspension. A team must maintain control of its members and exhibit a high standard of sportsmanship.
· The COF Intramural Director reserves the right to remove any player or team from the league without prior warning if there are any incidents of unacceptable sportsmanship.
Uniforms
· Teams are encouraged to show up in matching colors or have a team uniform. Numbers are not required. We will provide mesh jerseys if your team does not have jerseys. All teams who wear jerseys will be required to wear a shirt under the jersey.
· Players must wear athletic sneakers/cleats. No metal or screw-in cleats! No boots, dress shoes, open toe, open heel. 
· Players with casts are unable to play. Considered illegal equipment. 
· Players must wear shorts or pants to do not have pockets or pockets than can be zipped up.
· All jewelry must be removed.
· Necklaces, Bracelets, Watches 
Equipment
· Teams can bring their own football to warm up, although footballs will be provided for the game. A team can use their ball from home during the game if the other team agrees to use it as well. 
Team Information
· [bookmark: _Hlk177815881]Team roster is capped at 24 participants. If there is a conflict with this roster cap, please contact andrewsa4@wit.edu.
· Teams are able to add to their roster until October 17th at 11:30pm. Once that date passes, rosters are locked for the season. 

Team Composition
· For open-rec and open-competitive, there is no requirement for the number of male/female participants. “Open” – open to everyone, no gender requirements. 
· Minimum number of players to begin game is 6.

Game Rules
Game Duration
· The game consists of two 20-minute running halves. 
· Halftime should be no more than 5 minutes.
· The clock runs continuously for the first 18 minutes of each half unless stopped for:
· Team Timeout 
· Official Timeout
· Each time receives two timeouts per half. 
· Each time receives one challenge per half. 
· In the last two minutes, the clock stops for:
· The clock stops for a two-minute warning in first and second half. 
· Incomplete Pass – starts on the snap
· Out-of-Bounds – starts on the snap.
· Penalty and Administration – depends on the previous play. (Exception: following delay of game, clock starts on the snap). 
· Touchdown – starts on the succeeding snap after the extra point try. 
· Team Time-Out – starts on the snap.
· First Down – depends on the previous play. 
· Official’s Time-Out – starts at the referee’s discretion. 
· Touchback – starts on the snap.
· Safety – starts on the snap. 
· New series for Team B – starts on the snap.
Coin Toss
· Both captains and an official should be present. 
· Official will do either a coin toss or hold a number 1 or 2 behind their back. 
· Visiting team gets to call the toss or number. 
· Winning Captain gets to decide 
· Starting on offense or defense 
· Losing team – decides which goal to defend 
Starting Each Half
· Unless moved by penalty, each half begins with a snap from the 10-yard line
· Referees should determine where ball is placed to begin half. 
· Teams change goals after halftime. 
Extension of Periods 
· A period is extended if, during a down in which time expires: 
· There was an accepted penalty for a live-ball foul
·  Exception: Unsportsmanlike/nonplayer fouls, loss of down fouls, or fouls for which enforcement results in a safety 
· There was a double foul
· There was an inadvertent whistle 
· A touchdown was scored 
· Try is attempted unless the touchdown is scored on the last play of the 4th period and the point(s) would not affect the outcome of the game.
Overtime
· There is no overtime period in the regular season. Regular season games will end in a tie
· Overtime will only be played in the playoffs.
· Coin toss – visiting team calls the toss.
· Team starts 1st and Goal from the 10 yard line.
· Team has 4 downs to score
· Only 1 time-out per overtime. 
· Team A has chance to score, if they score, team B has chance to score. If Team B scores, goes back to Team A. If Team A scores but Team B does not, Team A wins. 
· Team A has chance to score, they don’t score. Then Team B scores, Team B wins. 
Challenging a Play
· Teams that wish to discuss a misapplication or misinterpretation of a rule must request a time-out. 
· Request must be made before the next live ball. 
· Referees and captain/coach will confer. 
· Rulings:
· If referee changes the ruling, no time-out is charged. 
· If ruling is not changed, team is charged a time-out. 
· If team has no time-outs remaining, a delay of game penalty is assessed. 
· Teams are only allowed 1 challenge per half. 
Mercy Rule 
· If a team is 28+ points ahead at or after 5-min left in the second half, the game is over. 
· If team that is down has the ball when clock goes below 5-min, they can still finish their possession. Even if a score would not get them to within 28. 
Extra Point Attempt
· After a touchdown, the scoring team may try for: 
· 1 point from the 3-yard line 
· 2 points from the 10-yard line
· 3 points from the 20-yard line
· If defense gains possession during the Try the ball is dead and try is over. 
Safety
· A safety is worth 2 points. 
· A safety occurs if: 
· A team is responsible for the ball being in their own end zone and it becomes dead there.
· A penalty that would have forced a team back into their own endzone is placed at the 1-yard line. 
Substitutions
· Between downs, a team may replace any number of players, as long as the substitution is legal. 
Fumbles and Interceptions
· A backwards pass or fumble by a player that strikes the ground will be considered dead. Ball marked at spot of contact with ground. 
· A snapped ball which hits the ground before or after getting to the intended receiver is dead at the spot where it hits the ground. 
· QB drops snap = dead ball, marked at spot of contact. 
Ball in Play: Dead Ball
Runners 
· Runner’s flag belt is removed legally by an opponent
· Runner is legally tagged with 1 hand by an opponent once the flag belt is no longer attached. 
Punting
· Teams must announce if they intend to punt on a play. Referee and other team must be informed. 
· Teams may change their decision if: 
· A time-out is called 
· Foul or penalty occurs during the down and the down is replayed. 
· No players may enter the neutral zone until the ball is kicked. 
· After receiving the snap, the punter must punt the ball immediately and in a continuous motion. 
· If punt crosses the scrimmage line and touches any player before hitting the ground:
· It is dead and belongs to the return team
· No fumbles – If receiving team drops kick, ball is marked where it hit ground. 
· Ball is marked by out of bounds, where kicking team touches it, when returning team is marked down. 
· If punt breaks the plane of the returning teams goal line:
· Touchback – start at 10-yard line. 
Pre-snap Requirements
· All plays start with a legal snap.
· Players can snap ball through legs or off to the side, but ball must start on ground and come up. 
· Encroachment
· No defensive player may enter the neutral zone before ball is snapped. 
· False Start 
· No offensive player may enter neutral zone before start of play. 
· No offensive player may simulate the start of a play
· May be penalized if it intends to cause encroachment by defense. 
At the Snap 
· Line Requirement 
· Only the snapper is required on the line
· Motion 
· Only one player may be in motion
· May not be toward opponent’s goal line
· Can only run side to side not forwards
Passing 
· A forward pass is illegal if 
· Passer’s foot is beyond line of scrimmage when thrown
· Intentionally thrown to ground to save loss of yardage/time
· Thrown to self 
· The QB may receive the snap and throw it directly to the ground to stop the clock
Completed/Intercepted Pass 
· Player must get one foot inbounds to complete catch
· Simultaneous Catch – Ball is dead
· Replay down
Blocking 
· Any player may obstruct an opponent by getting in opponent’s path
· A blocker may not: 
· Initiate illegal contact against an opponent 
· Cause a player to fall to the ground 
· If contact occurs: 
· Player who initiates contact creates the foul 
· If both players move legally and contact occurs, it is incidental contact and foul should not be called 
Runner – Illegal Acts
· Flag Guarding
· Guarding their flags by using hands, arms, or ball 
· Preventing opponent from a chance to remove the belt 
· Stiff Arm
· Charging 
· Obstructing the runner 
· Holding onto runner to prevent progress
Fouls and Penalties 
Delay of Game
· Dead ball foul, 5-yard penalty
· The ball must be put in play promptly and legally
· Failure to snap within 25 seconds of the ball being declared ready for play
· Putting the ball in play before it is declared ready for play 
· Deliberately advancing the ball after it is declared dead
· Challenging a play when team has no time-outs. 
Unsportsmanlike Conduct 
· Noncontact Acts
· Refusal to comply with official’s request
· Dead ball Fouls
· Intentionally kicking the ball 
· Spiking the ball into the ground 
· Throwing the ball high into the air
· Prohibited Acts 
· Disrespectfully addressing an official 
· Using profanity or taunting, insulting, vulgar language or gestures
· 2nd Unsportsmanlike Foul
· Player Disqualification 
· If that player receives a 3rd Unsportsmanlike Foul they will be removed from the league

· 4th Unsportsmanlike Foul 
· Team Forfeiture of Game
Personal Fouls 
· Strips or attempts to strip ball from runner 
· Throws runner to the ground 
· Tackles a runner 
· Hurdles any other player 
· Roughing the passer
· Drives or runs into an opponent (offensive player running straight through) 
· Contacts an opponent in an unnecessary manner 
· Lowering Shoulder 
· Fighting 
Penalties and Yardage
5-Yard Penalties (5-yards from original spot of ball)
· Delay of Game – 5-yards back, replay down
· Illegal Substitution – 5-yards back, replay down
· Encroachment – 5-yards forward, replay down
· False Start – 5-yards back, replay down
· Illegal Snap – 5-yards back, replay down
· Illegal Motion – 5-yards back, replay down
· Intentional Grounding – 5-yards back, replay down
· Illegal Blocking – 5-yards back, replay down if team accepts penalty
10-Yard Penalties
· Kick Catching Interference – 10-yards forward from spot of foul 
· Pass Interference – 10-yards forward from original spot of ball, replay down
· Unsportsmanlike Conduct – 10-yards forward or back depending on offender 
· Roughing the Passer – 10-yards forward from original spot, replay down
· Personal Fouls - 10-yards forward or back depending on offender 
· Flag Guarding – 10-yards back from original spot, replay down
· Stiff Arm – 10-yards back from original spot, replay down
· Obstructing the Runner – 10-yards forward from spot of foul
· Charging – 10-yards back from original spot. 
