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The Northwest University Intramural Flag Football Handbook is created to provide guidance and serve as a means of 

mediation through fun competition. All referees and participants are held to the information in this handbook.  

 

Games will be called by officials who are in absolute control of the game. The officials and Director of Recreation 

Sports have the power to make decisions on any matters or questions not specifically covered in this handbook. All 

final decisions will be made by the Director of Recreation Sports.  

 

1. Team Requirements 

●  A team can play with a minimum of 5 players. Ideally games will be played 8 vs 8. However, if a 

team does not have the full 8 participants, the opposing team will be allowed to play with one 

more than the amount of participants if they so choose. (For examples, if a team only has 6 par-

ticipants, the other team can play with only 7, not a full team of 8.) 

● Substitutions are allowed between plays and during time outs. 

● All players must be signed up through IMLeagues in order to participate. Rosters are finalized af-

ter the second week of play.  

● The designated team area is located between the 20 yard lines, two yards off the sideline. This 

area is for all players and a maximum of two coaches. 

● The spectator area is designated as five yards from the sideline. Spectators are not allowed in the 

team area. 

● Game time is forfeit time.Teams with less than the required number of participants at the sched-

ule start time will forfeit the contest.  

● Teams are responsible for keeping their spectators under control. Misconduct of spectators, play-

ers or coaches can result in assessment of a penalty, ejection or forfeiture of the game. Specta-

tors must also remain in the area designated by the officials. 

● Teams may only use players from their designated living area. No substitutes from other teams 

are allowed.  
 

2. Equipment and Facilities 

● All players must wear shoes. 

● Towels may not hang from a participant's waist or otherwise interfere with the removal of a flag. 

● Covering Flags: A team will get 2 warnings, then a 10-yard penalty will be assessed. (No Warn-

ings will be given) 

● All flag belts must be free of knots. Penalty: Unsportsmanlike conduct and ejection from the 

game. 

● Teams must use flags provided by Recreation Sports.  

 

3. Start of the Game and Timing 

● Each game will begin with a word of prayer between the two competing teams.  
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● Three minutes before the start of the game, the referee will conduct a captain's meeting in which 

he or she will designate which captain shall call the toss of the coin. The captain winning the toss 

will have a choice of options for the first half or shall defer his/her option to the second half: 

○ to choose whether his or her team will start on offense or defense. 

○ to choose the goal his or her team will defend 

■ The captain, not having the first choice of options for a half, shall exercise the re-

maining option. 

● Teams are allowed two one-minute time-outs each half. 

● The ball must be put into play no more than 25 seconds after the official has placed the ball. 

● Games will consist of two 20 minute halves with a three-minute half time. Timing will be continuous 

for the first half, and the first 18 minutes of the second half. Only team and official time-outs can 

stop the clock. Approximately two minutes before the end of the second half the referee shall stop 

the clock and inform both captains of the time left on the clock. The clock will restart on the snap. 

 

4. Game Rules 

● A team shall have four consecutive downs to advance to the next zone line to gain (and earn a first 

down). 

● Flag Belt Removal 

○ When the flag belt is taken from the runner, the down shall end and the ball is declared 

dead. The spot of the ball is determined at the point where the clip of the flag belt becomes 

detached, not where the belt falls to the ground. 

○ If a flag belt inadvertently falls off, a one hand tag between the shoulders and the knees 

constitutes a capture. 

○ A player may leave their feet to remove a flag. 

○ The ball becomes dead when: 

■ a legal de-flagging occurs. 

■ Incomplete pass 

■ The knee or elbow of the runner hits the ground, with or without de-flagging. 

● For a legal catch, a pass receiver must come down with at least one foot in bounds. 

● Rush. The defense must line up at least 1 yard from the line of scrimmage. This is true even when 

the offensive team is less than one yard from the end zone or the zone line to gain. 

● On kickoff, if the ball is kicked out of bounds, the ball will be placed at the 40 yard line 

● There will be no onside kicks, however, if the receiving team fumbles/bobbles the ball on kickoff, 

the kicking team can recover the ball.  

● Extra Point Attempts. A try for two points will be taken from the 10-yard line. A try for one point will 

be taken from the 3-yard line. If the defense should intercept a pass, they may return it for a score. 

A score will equal two points, regardless of whether or not the attempt is for one or two points. 

● Tie score. The field captains shall be brought together and a coin toss will be conducted. The over-

time format will be repeated until a winner is declared. The winner of the toss shall be given the op-
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tion of either offense or defense. If additional overtime periods are necessary, captains will alter-

nate choices. During the 5-minute overtime period, each team will be given 4 downs from the same 

20-yard line to score a touchdown. If the first team scores, then the second team will still have 4 

downs to attempt to win or tie the game. If the defense intercepts the ball and returns it for a touch-

down, the game will be over. If not, the ball will be placed at the 20-yard line to begin the series of 

four downs. Conversion attempts will be held as in regulation play. Each team is entitled to one 

time-out per overtime period. 

 

SUMMARY OF FOULS AND PENALTIES 

  

Loss of 5 yards: 

1. Required equipment worn illegally. 

2. Delay of game. 

3. Illegal Snap. 

4. False start. 

5. Encroachment. 

6. Illegal Procedure. 

7. Illegal forward pass (5 yards from point of pass and loss of down). 

8. Intentional grounding (5 yards from point of pass and loss of down). 

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

 

Loss of 10 yards: 

1. Delaying the start of either half. 

2. Two or more consecutive encroachments during same interval between downs. The initial encroachment 5 yards. 

3. Illegal participation. 

4. Offensive pass interference. (Loss of down) 

5. Defensive pass interference. (Automatic 1st down) 

6. Illegally secured belt on touchdown. (Revoke touchdown and loss of down) 

7. Unsportsmanlike Conduct. 

8. Spiking the ball or not returning the ball to the official during the dead ball. 

9. Hurdling. 

10. Roughing the passer. (Automatic 1st Down) 

11. Defensive use of hands. 

12. Guarding the flag belt 

13. Flagrant unsportsmanlike conduct. (Disqualification) 

 

Loss of 15 yards: 

1. Unnecessary roughness (From spot of foul) 
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Director of Recreation Sports and Referees are only allowed to play with approval from Director of Community Life 

and if there is a suitable replacement for the game.  


