THE GAME OF FLICKERBALL 
Field Markings:  end lines are out-of-bounds and sidelines are in-bounds

Putting ball into play:  ball becomes alive when official takes his/her hand off the ball:  the whistle 

                                        STOPS PLAY ONLY

- feet must remain still while putting ball into play

- from inbounds, player putting ball into play must be in the same court as ball

- inbounds in the front court from a dead ball, first pass MUST be a lateral (away from own goal)

- inbounds in the back court from a dead ball, first pass MUST be completed in the back court

- when ball is put in play from the center line, player putting ball into play must stand in one court or 
   the other and put ball into play correctly

- putting ball into play from out-of-bounds, player must also be out-of-bounds and correctly put ball 
- into play from that position

- player putting ball into play has 5 seconds to pick up ball and another 5 seconds to pass it to 

  another teammate; failure to follow this procedures results in a turnover

Advancing Ball On Field:  ball can only be moved toward your own goal by passing, (any type)
· passer must maintain a pivot foot in contact with ground during any pass

· pass receiver is allowed only one (1) step after catching the ball

· player in possession of ball can move away from his own goal without penalty
Delay of game-    a long pass from the back court to the front court which goes out of bounds.

· This results in an automatic turnover.

Scoring:   Accomplished by hitting the backboard or putting the Flickerball through the hole in 

                  the backboard
· Can only be done with an underhand throw or shot on goal

· Ball hits any part of the backboard – 1 point awarded

· Ball goes through hole in backboard – 2 points awarded

· A penalty shot will be awarded if player is fouled in the act of shooting
· A female player MUST handle the ball in the front court in order for a goal to count

Rules Infractions:  Personal fouls, Double fouls, and Technical fouls (unsportsmanlike conduct)

FLICKERBALL IS A NON-CONTACT SPORT & ANY CONTACT IS A PERSONAL FOUL, 

which means a trip to the penalty box

·  player must double time into the penalty box and remain there until the next goal is scored by either team (officially).  Failure to double time means an additional player will be sent to the box.
· all decisions by the Referees are final, and bickering/quibbling about a call is an automatic trip to the penalty box

Defense:  any type of verbal harassment or physical harassment short of actual physical contact is   

                 permitted (NO OBSCENTITIES OR INAPPROPRIATE WORDS ARE PERMITTED)
Personal Fouls or Double Fouls:  

-physical contact during a live ball play

- diving on a loose ball

- intentionally kicking the ball

- violation of the 3-foot neutral zone around the player putting ball into play
- stripping of ball from player from behind or from side causing contact

- blocking a shot on goal from out-of-bounds

Technical Fouls:

-player leaves the penalty box early or without permission
-player does not double time into the penalty box
-other than the team captain talking to the referees
-wearing loose jewelry or other accoutrements that could cause bodily harm to ANY player
REMEMBER, FLICKERBALL IS A TEAM SPORT THAT WILL REQUIRE TEAMWORK, GOOD SPORTSMANSHIP, DISCIPLINE TO FOLLOW THE RULES, AND  HUSTLE 

Flickerball Field Construction Instructions:

· 100 x 60 feet

· Mid-field line across field at midfield

· Penalty Box (approx. 6 ft long X 4 ft deep)

· Jump ball circle (8 ft diameter in middle of field straddling mid-field line

· Penalty shot line 3 ft long, centered 15 feet in from end lines (one at each end of field)

· Flickerball goal located centered 11 to 14 feet from end line, in out-of-bounds area

Flickerball Goal dimensions:

· Backboard, 2 ft x 4 feet, ½ or ¾ inch plywood board with a 12 in x 24 in hole cut in the middle.  Backboard elevated approx. 12 feet in the air on two posts
Team Composition – a Flickerball team consists of 7 – 10 players plus a ball shagger. There MUST be at 


least east one female player on the playing field at all times. Each team will wear a 


different colored pinny.
A complete game consists of four – 5 minute quarters.  Change goals after each quarter.Every player on a team MUST PLAY at least two complete quarters.  This includes the ball shagger. Each quarter starts with a jump ball at center court.
The ball shagger MUST stand on the right side of the team’s goal post, holding a Flickerball.  When the ball goes out of bounds over the end line, the ball shagger must hand his/her ball to the referee BEFORE going after the out of bounds ball.
