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Game Length
	-Two, 18 minute halves.
-The clock will be stopped during a timeout, or for a referee timeout.  The clock will also stop on change of possession, incomplete passes, and out of bounds under 1 minute in the first half and the final 2 minutes of the game.
	Overtime
-Each team is given a chance to score from the opponent’s 20 yard line.  The team to score in the least amount of plays wins.
Timeouts
	-Two timeouts per half.
	-One timeout per overtime.
	-Timeouts are 1 minute long.
Players/Team
-Each player on a team must fulfill the eligibility requirements as stated in the Intramurals League Policies and Regulations.
-Rosters are limited to a maximum of 14 players.  No roster changes can be made after the 3rd game unless approved by the intramural supervisor.
-A team must consist of a minimum of 3 men and 2 women.  Team is limited to a maximum of 5 men for a total of 7 players on the field.
Before The Game
-A coin toss will determine who starts with the ball.  The team captain that wins the coin toss can choose to begin on offense or defense.
	-There are no kickoffs.  The ball will be placed at the 5 yard line to start the game.
Game Play
	-NCAA rules will be enforced.
	-A team that scores a touchdown is awarded 7 points.
	-A team that forces a safety is awarded 2 points.
	-There are no fumbles.  Play is dead once ball hits the ground.
		Offense
			-A first down is earned every time a 20 yard line is crossed.
-The quarterback can run the ball when the defense crosses the line of scrimmage.
-All blocking must occur in an upright position.  No blocking below the waist, with hands, or stiff arming.
		Defense
-If there is a turnover on downs, the defense gets the ball at their own 5.
-If the defense intercepts the ball, they get it where their flags are pulled off.
[bookmark: _GoBack]-Attempting to ‘Strip’ the ball is not allowed.
-There is a “3 Mississippi” count to rush the quarterback.  The count must be loud enough for the referee to hear.
-One blitz can be used every 4 downs.  The defense must yell “Blitz” loud enough for the referee to hear.
-Go for the flag, not the player.  Unnecessary roughness will result in penalty and possible ejection.

Penalities
	-Off Sides			5 Yard Penalty
	-Flag Guarding			10 Yard Penalty and Loss of Down
	-Unsportsmanlike Conduct	10 Yard Penalty and Automatic 1st Down/Loss of Down
	-Unnecessary Roughness	15 Yard Penalty
	-Illegal Blocking			15 Yard Penalty
	-Pass Interference		Ball is Spotted at Point of Infraction
	-Failure to Yell “Blitz”		Automatic 1st Down
Forfeits
-Not meeting the minimum amount of players required to play after 10 minutes of the scheduled game time.
-If an ejected player does not leave the Kress Events Center immediately after the ejection takes place their team will forfeit that game.
-Forfeiture will follow the forfeit policy described in the Intramurals League Policies and Regulations.
Dismissal From League
	-Physical contact with players or referees.
	-Flagrant fouls that could, or do injure anyone.
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