PISA INDOOR ADULT 4x4 FLAG FOOTBALL LEAGUE
OFFICIAL RULES

 THE GAME 
The home team (or highest ranked team) will defend the goal in the beginning of the first half of the game and the away team will take possession. It will be the opposite for the second half of the game. 

The offensive team takes possession of the ball at their 5-yard line and has 3 plays to cross mid-field. Once a team crosses mid-field they have 3 plays to score a touchdown. If the offense fails to get a first-down or a touchdown, the defense takes possession of the ball and the new offensive team takes over on their 5-yard line. 

All possession changes except interceptions start on the offenses 5-yard line. 

The game is divided into (2) 12-minute halves, running time. There is a 1-minute break in between halves. The clock will be stopped during the last minute of the second half for incompletions and out of bounds. Each team will get (1) 30-second time-out per game. 

►NOTE: If there is 17+ point difference in score, clock does not stop running in the last minute. 

NO CONTACT ALLOWED 
NO BLOCKING 
►Defensive players must be at least 1-yard away from the offensive players before the ball is snapped. 

SCORING 
►Games are played to 27 minutes (curfew), or a 28-point differential, which ever comes first. 

►Touchdown=6 points, Extra Point=1 (5-yards out); 2 (12-yards out). Safety=2 points. 

►A defensive team may run back an interception on an extra point for the value of the extra point try. 

THE BALL
►This is an Adult Flag Football League.  All footballs used in official PISA Adult Flag Football Games will be of regulation size and weight per NCAA or NFL rules.  Youth Footballs / Jr. Footballs are prohibited. 
RUSHING THE QB 
► Pass rushers are to line up 1 yard on either side of the ball and take a direct path to the line of scrimmage, they have the right of way. If there is any contact between the rusher and an offensive player it is an offensive penalty of 10 yards and loss of down.
► All players that rush the passer must be a minimum of 7-yards from the line of scrimmage when the ball is snapped. Any number of players can rush the QB. 
►Players not rushing the QB may defend one yard off of the line of scrimmage. 

►Once the ball is handed-off, the 7-yard rush rule is no longer in effect and the defenders may go beyond the line of scrimmage. 
►The referee will designate the 7-yards with a marker. 

►No player may make contact with the QB's arm at anytime during the pass. Any arm contact, even inadvertent, is roughing the passer. 
RUNNING 
►The quarterback cannot run the ball unless he or she is taking a hand-off. 

►A “LEGAL HANDOFF” occurs when a player takes full possession of the ball and the player “HANDING OFF” the ball completely releases the ball --- creating an exchange of possession. Once a hand off occurs a player can not follow behind another player as a pick. This is a dead ball foul.
►Tapping the ball or simply touching a player with the ball is NOT considered a “LEGAL HANDOFF” 

►Only direct hand-offs behind the line of scrimmage are legal. Anyone (excluding the center) when located behind the line of scrimmage can receive a hand-off. 

►The player snapping the ball is not eligible to take a handoff. 

►Once a player has advanced beyond the line of scrimmage, said player cannot return across the line of scrimmage and receive a handoff. 

No laterals or pitches of any kind. A tipped ball, when judged so by the official as intentional, will be ruled as an illegal lateral. 

No lowering of shoulder by runner. 

No flag-guarding or protecting flag belt with arm or hand; no stiff-arms. 
►Spot of ball is where hips are when flag is unbuckled, not where ball is. Ball & flag must cross the plane for first-down and touchdown. 

►"No Running Zones" are located 5-yards from each end zone and 5-yards on either side of mid-field. 

►"No Running Zones" come into affect only when the offensive team is approaching first-down marker or end zone. 

The player who takes the hand-off can throw the ball as long as he does not cross the line of scrimmage. 
►Once the ball has been handed-off, all defensive players are eligible to rush. 

►Once the ball has been handed-off, the 5-second pass rule is ignored. 

►Defensive players cannot cross the line of scrimmage during a direct hand-off play until the ball is handed off. 

►Spinning is allowed, but players cannot leave their feet to avoid a defensive player. Diving to advance the ball is not allowed. 
RECEIVING 
All players must start each play with their belts on. If a player does not have his belt at the start of a play he is ineligible and can not touch the ball.If this occurs it will result in loss of downs.
►All players are eligible to catch passes 
        (including QB if the ball has been handed off behind the line of scrimmage). 

►As in regular football, only one player is allowed in motion at a time. 

 ►Player must have one foot in bounds when making a catch. 

►Receiver is down at point of reception if flag belt has fallen off.
►All players must start each play with their belts on. 
PASSING 
►All passes must be forward and received beyond the line of scrimmage. If a pass does not go beyond the line of scrimmage it is a sack and the ball is down where the QB released the ball. This does not apply to tipped passes.
►Shovel passes are allowed but must cross the line of scrimmage. 

►No part of the ball may pass the line of scrimmage on a pass. 

►QB has a 5 - second "pass clock". If a pass is not thrown within the 5-seconds, play is ruled dead, with a loss of down. Once the ball is handed-off the 5-second pass rule is ignored. CALLED AS 5, THEN WHISTLE. (1,2,3,4,5, WHISTLE)
►Interceptions are allowed. Ball is spotted where the interceptor is down by having his flag pulled. 

►If a penalty occurs on an interception return by the returning team, the penalty will be assessed from the spot of the interception. (10 yards) 

►If a penalty occurs on an interception return by the offensive team, the penalty will be assessed from the spot of the foul. (10 yards) 

Only 1 forward pass per down. 
►There is intentional grounding; it will only be called if pass does not cross the line of scrimmage. It is not called if the ball does pass the line of scrimmage. 

►Tipped passes caught by the quarterback are ruled dead if caught behind the line of scrimmage. If caught in front of line of scrimmage, play resumes as normal. 

DEAD BALLS 
►Ball must be snapped between the legs to start off a play. 

Play is ruled dead when: 
►Offensive players flag is pulled. 

►Ball carrier steps out of bounds. 

►Defensive players flag is pulled after an interception. 

►Ball carriers knee hits the ground. 

►Ball carriers flag belt falls off. 

►Receivers flag belt falls off. (play is dead at point of reception) 



No fumbles. Ball becomes dead where player loses control of it. No player may try to create a fumble by stripping the ball. A bad center snap is marked where it hits the ground. 



►All players must have flags on before the play will start. If a player's flag falls of during the play the ball will be ruled dead where that player catches the ball. 

PENALTIES 
►All penalties will be called by the referee. 

►All penalties will be assessed from the original line of scrimmage. 

►After an interception, penalties will be assessed from the point of the interception. 

►Referees determine incidental contact, which may result from normal run of play. 

►Only team captain may ask the referee questions about rule clarification. 

►Games cannot end on a defensive penalty. 

MISCELLANOUS 
►Only rule interpretations may be protested. 



►A flag-guard penalty in the offenses own end zone will result in a safety. 



►Intentional grounding in the offenses own end zone will result in a safety. 



►Rushers have the right to rush; receivers have the right to run routes- whoever initiates contact in the referee's judgment commits the foul. 



►Incidental contact will not be penalized if both players are going for the ball. 

Defensive: 
       ►Offside’s                                                             
►Roughing The Passer                                           
       ►Interference/Face-guarding                                       
►Illegal rushing 

       ►Illegal Contact (holding, blocking, QB.)                   
►Illegal flag pull
All defensive penalties are 10-yards and automatic first down. 
Defensive pass interference will be spotted where the infraction occurred. 
 Offensive: 
►Illegal motion (more than 1 person in motion, false start, etc.) 

►Illegal forward pass (pass received behind the line of scrimmage, illegal pitch) 

►Offensive pass interference (illegal pick play, receiver pushing off defender) 

►Flag guarding 

►Illegal run  / Illegal Handoff

All offensive penalties are 5-yards (from the line of scrimmage)
FALSE START PENALTIES ARE 10 YARDS WITH NO LOSS OF DOWN
TIMEOUTS 
►25-second huddle clock. Referee will issue a 10-second warning. 

►Each team has (1) 30-second time out each game. Clock will stop on time-outs. 

►Official can stop the clock on his or her own discretion. 

OVERTIME 
►No overtime. Game will end in a tie.
· Playoff Overtime:  College Rules
LEAGUE REGULATIONS 
►10-player maximum per game. 10-player roster maximum. 

►Teams must begin game with 3 players. 

►Players are not permitted to play for more than one team.

►In Playoffs -- teams may not pick up players from other teams (eliminated or still active)  If a team is short players and gets permission from the team they are playing to add an ineligible player --- this rule is waived.  However, no matter the outcome of the game --- it shall be considered an official game. 
 There will be no protests.

 UNSPORTSMANLIKE BEHAVIOR 
►Any unsportsmanlike behavior will not be tolerated: excessive swearing, cheap shots, trash talking, shoving, etc. 

►Unsportsmanlike penalties may result in ejection from the game, plus serve a one game suspension. 



►All unsportsmanlike conduct towards the referee will automatically result in a 10 yard penalty plus a loss of down. For a second offense of unsportsmanlike conduct (by the same player), it is an ejection from the arena and a one game suspension. 



Any fighting, including retaliation will result in ejection for the remainder of the event and/or removal from the league determined by the commissioner. 
Game official has judgment on unsportsmanlike penalties and has final say. 
If you are involved in two altercations within the same session you will be permanently banned from any future sessions as well as being banned from the facility. 
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