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FLICKER BALL

Flicker ball was invented in the fall of 1948 by Dr. H.E. Kenney and Dr. Armond H. Seidler. It is played with a football and the object of the game is to advance the ball by passing to a position from which a goal may be attempted. Any player on either team is allowed to handle the ball at any time. The ball may be advance toward the goal only by means of passing. The player in control of the ball is not allowed to advance toward the goal while in possession of the ball. However, the ball may be carried laterally or backward. No contact is allowed in this game and with refinement this will be an extremely fluid sport in which lightning passes, sudden starts and stops, and rather close play will predominate. All players will have countless opportunities to pass and receive the football and are constantly attempting to successfully execute these skills. Conversely, when on defense, a player will be attempting to cover his or her opponent as well as play the ball.

One of the novel features of this game is the fact that any attempted goal results in loss of possession of the ball. The rules of this game are so designed that the goals are situated out of bounds with the specific intent of forcing the shooting team to throw the ball out of bounds and thus lose possession. After a successful or an unsuccessful goal attempt the defensive team puts the ball in play by throwing the ball in bounds from behind its own end line. This plan was deliberately introduced in order to place a premium on working as a team. The fact that any shot, successful or unsuccessful, causes loss of the ball for the shooting team and forces the offensive team to work for better scoring opportunities and eliminates wild or haphazard shooting. 

Another interesting feature of the game is the fact that a loose ball which remains on the playing field is a free ball which may be played by any other player. This provision promotes fluidity of action and places a premium on quick reaction and alertness. 

FIELD LAYOUT

The Flicker Ball field shall be rectangular in shape, its length being 53 1/3 yards, its width 30 yards. Each goal shall be set 5 yards back of the end line, equal distance between the side lines, and parallel to the end lines. The bottom of the hole in the Flicker Ball board shall be eight feet above ground. A penalty throw line, 6 feet long, will be placed 10 yards in front of each end line, directly in front of the goal. 
THE NUMBER OF PLAYERS


The game shall be played by two teams each consisting of seven players. The players are not identified with a particular position on the field, such as right forward or center forward. Definite positioning can be accomplished in the many styles of offense and defense that may be employed in the game. 
A. GENERAL RULES
1. No one is permitted to advance toward their goal while ball is in his or her control. Player with ball in their control may move only in a lateral or backward direction. 
a. If a player gains control of the ball while advancing towards goal, the player will be allowed a maximum of one and one-half steps in which to stop his or her advance or to swerve to a lateral direction. (If players receive the ball as they are on the right foot they may advance, place left foot, and will not be considered traveling until they again step on the right foot).

NOTE: In circumstances where players are playing with uncleated shoes or a slick surface, officials are advised to interpret this rule so that players making obvious attempts to stop with not be considered traveling even though they exceed the step and a half limitation. 

b. If a player is called for traveling (i.e., illegally advancing with ball in their control), the referee will immediately blow whistle. Offending player must place ball on ground so that the nearest opponent can immediately put ball in play. 
2. The following are situations in which the ball is whistled dead:
a. Player called for traveling (A-1-b).
b. Personal Foul (C-1).

c. Technical Foul (C-2).
d. Ball goes out of bounds (A-3).

e. Incomplete forward pass. [Incomplete through no interference on part of defensive player] (A-6-a).

f. Signaling of time-out or end of playing time (E-1).
g. Violation of “Out of Bounds Rules” (A-11).

h. Violation of “Five Second Rule” [Individual Possession] (A-5).

i. Violation of “Back Court Rule” [Ten Second Rule] (A-10)

3. When the ball goes out-of-bounds, an opponent of the player who last touched ball in bounds will be given possession at that point, out of bounds. 

4. All shot attempts must be thrown with a one hand over hand forward pass. Push shots or underhand shots will not count as a goal. Shooters may leave their feet in making a shot, but must not advance forward during or after the shot is attempted. 

5. No player is allowed to retain possession of ball more than 5 seconds. The penalty is loss of ball on spot of infraction. 

6. Incomplete passes:
a. If offensive team attempts a forward pass which is incomplete through no interference on the part of a defensive player (i.e., if attempted pass is poorly aimed, or receiver muffs the ball) the whistle will be blown and possession of the ball will be given immediately to the nearest player of the defensive team, who will put the ball in play as soon as the player is able, from the spot on which the player gets control of the ball. (Ball may be put in play on playing field, if that is where defensive player picks up ball). 
i. A ball whistled dead on the field of play remains dead until it is picked up by player entitled to put it in play. Opponents must be five feet away from player putting ball in play until the moment the ball is actually put in play by being picked up off the ground by the player.

ii. Any intentional handling of the ball by the offense after the whistle is blown, before the ball is put in play by the defense, is a technical foul. 

b. If a forward pass is incomplete because a defensive player is the cause of the incompletion (i.e., defensive player bats ball out of the hands of a passer or receiver, or out of air), the ball remains a free ball and may be played by either team, unless it rolls out-of-bounds, in which the case the out-of-bounds rule applies. 
c. Any incomplete lateral pass which remains on the field of play is a free ball and may be played by any player (this also applies to any lateral throw in from out-of-bounds).

7. Fumble – Any fumbled ball which remains on the field of play is a free ball which may be played by any player. 
8. Since the goals are erected 5 yards behind the end line, and are therefore out-of-bounds, all balls will be dead as they cross the end line, whether a try for goal is successful or not. In either case, possession of ball is given to defending team behind its own end line. 

9. In cases where receiver of pass is bound by the rules to receive it within a certain area, the player must gain definite control of ball within that area. (i.e., if player received ball while off ground, both feet must land within area). 

10. In putting ball in play in back court, the following rules will apply:

a. A team putting ball in play in back court area at any time will be given 10 seconds in which to advance ball into front court (scoring area). Penalty for failure to advance ball within 10 seconds is loss of ball at spot of infraction. 

b. After ball has advanced past half court line into the front court area, offensive team must continue to play ball in this area until a shot at the goal is attempted or until ball is lost to defense. Penalty for offensive team passing or carrying ball into back court area after ball has been advanced into front court area is loss of ball at point of infraction. 

11. In passing ball in from out-of-bounds, these rules apply:

a. When ball is out-of-bounds in front court, player must throw ball in with overhand pass (the throw may be into either the front or back court). 
b. When ball is out-of-bounds in back court, player must throw in anywhere in back court.

c. “Out-of-bounds” rules apply when ball is put in play on field after incomplete forward pass, or any other dead ball situation. 

12. When a team is given possession of the ball out-of-bounds, the thrower-in may not leave the designated spot. The thrower-in will be given 5 seconds from the time he or she touches the ball to make the throw-in. Penalty for violation is loss of ball at approximate spot ball went out. 

13. The ball will be awarded to the defending team out-of-bounds directly in front of the goal after a score, try for goal, or free throw not involving a technical foul. The player tossing the ball into play will have 5 seconds from the time he or she touches the ball to make the throw-in. Moving laterally along the base line is permitted. The throw-in must be an overhand pass. In all other throw-ins from the base line, rule A-12 applies. 

B. SCORING

1. A goal is scored by overhand throwing the ball into the hole, or striking the face of the board, to include the edge of the face board. A goal shot which enters the hole in the board and strikes the net scores 3 points. A goal shot which hits the face of the board but does not enter the hole scores 1 point. 
2. Any attempt on part of defensive player to goal tend in dead ball area (i.e., deliberately batting out attempted goal) shall result in the award of 3-point goal to the shooting team. 
3. An attempted shot which is blocked by a defensive player and remains on the field of play is a free ball and may be played by any player. 

a. An attempted shot which is blocked by a defensive player and rolls out-of-bounds will be given to the defensive team out of bounds at the location the ball went out. Since any blocked shot is considered a poor shot, the intent of this rule is to penalize the shooter with loss of ball.

4. A penalty throw attempt which enters the hole in the board and strikes the net scores 3 points. A penalty throw attempt which strikes the face of the board but does not enter the hole scores 1 point. After penalty throw, possession of ball is given to defensive team, behind their end line. 
C. FOULS
1. Personal Foul. A personal foul occurs when any player causes personal contact with their opponent. Players committing personal foul must leave the game and cannot return to the field of play until a 3 or 1 point game (not penalty) goal is scored by either team. Players must remain in penalty box on opposite side-lines from their teammate until a field goal is scored before they return to play. The player may not be substituted for while in the penalty box. 
a. For personal foul – offended team will be given possession of the ball on the spot of the infraction and will put the ball in play as soon as offending player leaves field. Out-of-bounds rules apply. 
b. If a player is fouled in the act of shooting an attempted game goal, a personal foul will be charged to the offending player, the game goal shot will be counted if it scored, and the shooting player will be given a penalty throw at the goal.  
c. Three personal fouls disqualify a player from the game.

2. Technical foul – General Penalty – One Penalty throw. The following are technical fouls:
a. Diving on a loose ball.
b. Intentionally kicking a ball.
c. Unsportsmanlike conduct.
A Penalty throw is attempted from behind a penalty throw mark. Player committing the technical foul must leave game and cannot return to the field of play until a 3 or 1 point game goal is scored. After a penalty throw, successful or otherwise, fouled team is given possession of the ball out of bounds at a point parallel to the penalty throw mark. Thrower may not cross penalty throw line until after ball is dead. 
D. SUBSTITUTIONS
1. Substitutions may be made any time ball is dead. Substitutes will not enter the game until waved on the field by official. 
2. Any number of players may be substituted during a time-out period. 
3. Any player out of play because of a penalty may not be substituted for until they re-enter play. If a player is ejected from the game, his or her substitute will report to the penalty box. 
E. TIMING
1. Game will be two 20 minute halves with a five minute half-time intermission. It will be a running clock until the last two minutes of each half. The last two minutes of each half the clock will be stopped for the following reason: (1) Player fouled in the act of shooting an attempted game goal, (2) a personal or technical foul called, (3) a ball that goes out-of-bounds or (4) a time out called. At all other times the clock will run continuously. Each team is allowed two 1-minute time-outs per half. 

F. JUMP BALLS
1. Each half is started with a center jump. 

2. Center jumps consist of a ball being tossed up between 2 players. Players other than jumpers must touch ball before jumpers may again handle the ball in all jump ball situations. 

3. Players other than jumpers must remain outside imaginary circle with 10-foot radius until ball is batted. 

4. Jump ball on spot will be used to settle all held ball situations. 

G. DEFINITIONS

1. Back Court: is the defensive area from the half line to the end line from where a team defends its own goal.
2. Front Court: is the offensive area from the half line to the end line nearest the goal at which a team is shooting. 
3. Dead Ball: the ball is dead any time an official blows a whistle for any reason. The ball is alive and playable until such time. 
4. Delaying the game: Is where a team keeps a play from continuing thereby gaining an unfair advantage

5. Fumble: is the act of dropping the ball after possession has clearly been made. 
6. Diving: On the ball is the act of launching your body by leaving your feet in an effort to retrieve the ball.
7. Game Goal: is a score made during active play of the game. 
8. Goal Attempt: is the act of shooting for a goal. 
9. Goal Tending: is the act of a defensive player positioning themselves out of bounds in an effort to block attempted goal shots. 
10. Held Ball: is where two or more players hold the ball in such a manner that the play is stopped. 
11. Intentionally Kicking: the ball is where a player intentionally propels a free ball with their foot in an effort to gain possession of it.
12. Over and Back: once the play has been established or advanced to the front court, then play may not return to back court unless possession has been lost. 
13. Incomplete Pass: is the act of dropping the ball when attempting to catch it, and possession of the ball is never made. 
14. Out-of-Bounds Rule: is the rule for putting a dead ball back into play. Although called out-of-bounds, this rule applies equally to putting the ball in play from out-of-bounds or any position on the field of play. A player or ball is out-of-bounds when touching the ground on or beyond the sidelines or end lines. The center line is considered to be the boundary line from the court in which the ball is being played. 
15. Goal Shot: is the act of a player throwing the ball with one hand overhand at the goal.  Shooter may leave his or her feet in making a shot, but must not advance forward during or after the shot is made. 
16. Penalty Goal: is a score made during an inactive part of the game as a result of a foul.
17. Personal Contact: is the act of one player contacting another player. 
18. Traveling: is the act of taking more than the allowable number of steps toward your goal while you have the ball in your possession. 
19. Lateral Pass: is passing the ball parallel to the end line or in backward direction and can be thrown overhand or underhand. 
20. Hand-offs: Hand-offs are not allowed.

H. EQUIPMENT
1. A regulation football will be the official ball.
2. The goal shall be 4’ x 5’’ rectangle, with a 2’ x 3’ rounded rectangular hole in it. The goal shall be exactly eight feet from the ground. 
I. ELASTIC POWERS

The officials shall decide any questions not specifically covered in the rules. 
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