FLICKERBALL 

How to play the game: 

· The players are divided into two equal teams. 

· Players scatter about the playing area. 

· Each player stands near an opponent in a person-to-person defense. 
· One team taking the ball at their 10-yard line starts the game. 

· Only passing and catching may advance the football. 

· Passes may be overhand, underhand, or sidearm and in any direction but must go at least 5-yards. 

· Hand-offs are not legal. 

· A player must stop immediately after receiving a pass and then pass the ball within 3-seconds. 

· There are no downs as the ball is continuously in play.

· The game is played best when the offensive team spreads out and keeps moving using the entire field. 

· The defensive team is expected to play person-to-person defense. 

· To score the ball must be thrown at the basketball hoop

· The backboard is worth 1 pts, the rim is worth 2 pts, and if the ball goes in the basket it is 3 pts.

Do not use: 

· unnecessary roughness 

· pushing 

· guarding too closely 

Rules and Description:

Object of the Game

The ball may be advanced toward the goal by passing or running. The player in control of the ball may advance toward his/her goal, but if tagged has to stop and has three seconds to throw the ball to another player.  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.

An interesting feature is that a loose ball 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. 

A regulation game is played in 20-minute halves with one team timeout per half. A coin toss determines which side of the field a team will be on. Teams switch sides at half.  The clock stops only for team timeouts, injuries, and at the referee’s discretion, otherwise there is continuous time on the clock.     

Rules:

 

  A player cannot pass the ball to him/herself.

 

       Jump Balls- A jump ball will begin each half, and any other overtime period.

(1) A jump ball consists of the ball being tossed up between two centers facing   their respective goals.  A jumper may contact the ball only once in the circle, and may not again handle the ball until a non-jumper has touched it.  All non-jumpers must remain outside a 10-foot diameter circle until the ball is touched by one of the jumpers.  

(2) A loose ball that becomes tied up between teams will result in a jump ball at the site of the infraction.

 

Scoring

A. Ball through the hoop= 3 points  

B. Ball hits rim only = 2 points

C    Ball hits the backboard= 1 point   

     D.    Any player attempting a shot must remain in bounds following the shot.  

     E. If the player is tagged right before the ball leaves his/her hands with intention for scoring it does not count and is still a live ball

 

