UWSP Intramural Ultimate Rules

1. The Field- A rectangular shape with end zones at each end.  The end zones are marked out by cones.  

Outdoor: 100 yards including 2- 10 yard end zones

Indoor: The length of the MAC

2. Players

a. Outdoor: Each team has seven players, with at least two of each sex.

b. Indoor:  Each team has six players, with at least two of each sex.
c. You can play down one player before forfeiting, but there still needs to be two of each sex on the field at all times.  
3. Initial Throw-- The captains will flip the disc before the game starts to see who will receive/pull to begin the game.  If the disc goes out of bounds on the pull, the receiving team may take the disc at the center of the field, even with where it went out of bounds.  If an initial throw is dropped by the offense, the offense retains possession.  However, the offense cannot purposely hit the disc forward to gain an advantage.
4. Initiate Play -- Each point begins with both teams lining up on the front of their respective end zone line. The defense throws ("pulls") the disc to the offense.  Both teams must wait until the disc is thrown to move off their line.  If offsides occurs, there will be a re-throw. 
5. Scoring -- Each time the offense completes a pass in the defense's end zone, the offense scores a point.  The player must have control of the disc and your first foot must land in the endzone.  The scoring team will then initiate play from the end zone they just scored at and the team scored upon will walk to the other end zone to receive.  
6. Movement of the Disc -- The disc may be advanced in any direction by completing a pass to a teammate. Players may not run with the disc.  After the thrower established their pivot foot, it must remain the same.  The person with the disc ("thrower") has ten seconds to throw the disc. The defender guarding the thrower ("marker") counts out the stall count. 

7. Change of possession -- When a pass in not completed (e.g. out of bounds, drop, block, interception, stall count), the defense immediately takes possession of the disc from where the turnover occurred and becomes the offense.  If the disc is thrown out of bounds, the team gets the disc nearest where the disc first went out of bounds, not where it lands.  If a defender tries to intercept a throw but drops it, the defense still gains control of the disc.  

a.  Indoor: The ceiling is out of bounds and possession goes to the other team.

8. Substitutions -- Players not in the game may replace players in the game after a score and during an injury timeout.  There is no free substitution throughout the game. 

9. Non-contact -- No physical contact is allowed between players. There must be one disc space between the thrower and the defender.  Picks and screens are also prohibited. 
10. Dangerous Play-- Dangerous, aggressive behavior, or reckless disregard for safety of fellow players or harmful endangerment is always a foul. This rule cannot be superseaded by any other.
11. Fouls -- When a player initiates contact (holding, pushing off, purposely tripping, contact blocking, ect.) on another player a foul occurs.  If a foul is called, the disc returns to the last thrower, all players must return to the position they were in when the foul was called, and the point is restarted.  
12. Self-Refereeing -- Players are responsible for their own foul and line calls. Players resolve their own disputes.  

a. Outdoor: The individual teams will do the scoring and both captains will report the scores back to the Intramural Supervisor and sign the score sheet contending that it’s correct.  

b. Indoor: The Intramural Supervisor will keep score, but both captains need to sign the score sheet contending that it’s correct.
13. Defending – The disc can not be hit out of an opponent’s hands.  If the defensive team hit the disc out of the throwers hand, the offensive team picks it up where it landed on the ground and the play is restarted.  If a deflection occurs, either offense or defense can make a play on the disc.  
14.  Ending the game – Games will be played until 10 points or until time expires.  The time consists of 2 twenty minute halves with a 3 minute half time.  If the game is tied at the end of the second half, there will be no deciding game and it will be recorded as a tie.  

15. Conduct—The Intramural Supervisor will be able to disqualify any player or fan that is acting or behaving in an inappropriate manner.
16. Under no circumstances may a participant be under the influence of alcohol or illegal substances while at or in an Intramural sponsored event. Participants and spectators may not bring any alcoholic beverages, illegal substances, or tobacco products to an Intramural sponsored event. Any individual/team that fails to adhere to this rule will be banned from Intramural play immediately and subject to further suspension upon consideration by the Intramural staff. Ejections will be handled on a case by case basis and will be handled by Intramural staff.
The Intramural department reserves the right to eject and ban any individual/team that fails to follow this policy.
The Intramural department has written these rules and reserves the right to interpret the rules as they see fit.  Rules are created with fair play in mind.  Therefore, the Intramural department reserves the right to alter rules for circumstances that may arise.
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