I. INTRODUCTION
1. Ultimate Frisbee is a non-contact sport played by two teams. The object of the game is to score goals. The disc may only be moved by 
passing, as traveling is not allowed. Any time a pass is incomplete, knocked down or contacts an out of bounds area, a turnover occurs. A goal is scored when a player successfully passes a disc to a teammate in the end zone which he is attacking.

II. CLARIFYING STATEMENTS
1. A player is any of the 12 persons who are participating in the game at any time.
2. To put the disc into play means the thrower establishes a foot on the field of play and is ready to throw.
3. Where the disc stops refers to the location where the disc is caught, comes to a rest, or where it is stopped from rolling or sliding.
4. The marker is the defensive player covering the player with the disc.
5. A check is the act of putting the disc in play by handing it to the marker or official and that person handing it back immediately.
6. There are no scrimmage lines or offsides except on the throw off.
7. The disc may be passed in any direction.
8. Any player may stop the rolling or sliding disc, but it may not be purposely advanced in any direction. Possession is gained where it 
stops.
9. No defensive player may ever pick up the disc (delay of game).

III. FIELD OF PLAY
1. The field of play is 80 yards x 40 yards. The playing field proper is 60 yards with 2 - 10 yard end zones.
2. The goal lines are part of the playing field proper but the perimeter and end lines are out of bounds.

IV. EQUIPMENT
1. A disc that is 175g is used for ultimate competition. Any player damaging any equipment other than what is considered normal use shall be 
responsible for replacement of the equipment. That player shall not be permitted to participate in any intramural activity until it has been 
replaced.
2. Cleats with any metal are not permitted.
3. Players are not permitted to participate with casts or braces that have exposed metal.
4. Each player must wear jerseys that match in color or they will not be permitted to play.

V. LENGTH OF GAME
1. Time
a. Each game consists of two 15-minute halves.
b. Overtime period will be played until one team scores (sudden death).
c. The clock starts when an offensive player releases the disc, putting it into play after receiving the throw off or after 
the clock has been stopped.
d. The clock stops: after a goal, end of a half, time outs, and injuries. 
2. Points
a. A goal is worth 1 point.
b . Mercy Rule-if a team is up by 10 pts with 5 min. left to play in the second half, that team is declared the winner and the game is over.
i. Secondary Mercy Rule- If a team is up by 20 pts at any point in the game, the game will be called.
3. Half time lasts 5 minutes but may be shortened.
4. At the end of the game the team with the most goals is declared the winner.

VI. TIME OUTS
1. Each team has 1 time out per half and no time outs in overtime. Time outs do not carry over to the second half or the overtime period.
2. A time out may be called by either team before a throw off or after a goal.
3. Only the player in possession of the disc may call a time out.
4. Injury time outs are not charged to either team. 
5. After a time out is taken the disc is put into play with a check of the disc where the time out was called.

VII. SUBSTITUTIONS
1. Free substitutions can be made any time the clock is stopped - injury, after a goal, before a throw off and time outs.
2. Checked substitutions are made when the disc is in play. Players must meet at the midfield sideline, touch hands and sub on and off 
field. Player leaving the game must be close enough to the sideline to touch the incoming player before that player entering the game 
may step on the field.

VIII. STARTING AND RESTING PLAY
1. Teams must establish captains on the field.
2. Start of play:
a. Officials call captains to mid field and flip disc (heads or tails) and the winner has a choice of: 
1. Receiving the initial throw off or
2. Selecting which goal to defend
b. The losing team has the remaining choice.
c . The second half begins with the reversal of first choice options.
d. The disc is flipped again for overtime.

3. Throw off
a. The throw off occurs at the beginning of each period of play and after each goal.
b. Each time a goal is scored, the scoring team throws off.
c. Positioning prior to throw off - players may move freely in the end zone but once the whistle is blown they may not cross the goal 
line until the disc is released . Any violation of this rule results in the opposite team gaining possession of the disc at mid field or in the
case of the receiving team, at the place where the throw off landed. 
d. Officials will signal that all players are ready for play.
e. The throw off begins when one player throws the disc toward the opposite goal line.
f. As soon as the disc is released, all players may move in any direction.
g. No player of the throwing team shall touch the disc in the air before the receiving team has touched it. 
h. If the receiving team catches the disc on the playing field proper, he must put it into play from that spot.
i. If the receiving team touches the disc in the air (in or out of bounds) and fails to catch it the team receiving retains position at the spot.
j. If the receiving team allows the disc to land on the ground untouched (and it is in bounds) they obtain possession at that spot.
k. If the throw off lands out of bounds the receiving team, before touching it, may put it into play where it crossed the perimeter line or request a re-throw.
l. If the throw off lands out of bounds 2 times in a row, the receiving team gains possession on the midfield line.
4. The check – occurs when play stops for all fouls, defensive violations, time outs, or injuries. 
a. player in possession retains possession.
b. players must come to a stop as quickly as possible when play is halted and remain in their respective locations and play is then restarted
c. the marker restarts play by handing the disc to the thrower - this is called a check
d . the marker may not hold the disc to give his defensive team an advantage. This is a delay of game and a yellow card will be issued.

IX. OUT OF BOUNDS 
1. Any area out of the playing field proper is out of bounds including the perimeter lines
2. A disc is out of bounds when it contacts any thing out of the playing field proper
3. The disc may fly outside a perimeter and return to the playing field.
4. A player is out of bounds when he contacts an out of bounds area. When a player is in the air, his in or out of bounds area is determined by where he last contacted the ground.
5. For a receiver to be considered in bounds after gaining possession of the disc, the first point of contact must be in bounds
6. If the momentum of a player carries him out of bounds after he has caught the disc and landed in bounds, the player is considered inbounds.
The player carries the disc to the point where he went out of bounds, establishes a foot on the sideline and puts the disc into play. 
7. To restart play after the disc has gone out of bounds that player must go to the where the disc went out of bounds, establish a foot on the sideline and put it into play at that point.
8. The thrower may pivot in and out of bounds, providing that his foot contacts the sideline or playing field.

X. END ZONES
1 . If the team gains possession in the end zone which it is defending:
a. the player taking possession must make the immediate decision to 1. put the disc into play from the spot or 
2. carry it to the goal line and put it into play
b. to fake or pause after gaining possession commits the player to put the disc into play at that point
2. If as a result of a pass from a teammate, a player receives the disc in the end zone which they are defending, that player does not have a choice
of advancing the disc to the goal line.

XI. SCORING
1. A goal is scored when an offensive player completes a pass to a teammate in the end zone which his team is attacking. 
2. In order for a receiver to be considered in the end zone, after gaining possession of the disc, his first point of contact with the ground must be completely in the end zone.
3. A player can not score by running into the end zone with the disc . Should a player's momentum carry him into the end zone after gaining possession, he must carry the disc back to the closest point on the goal line, and put it back into play.

XII. TURNOVERS
1. An incomplete, intercepted, knocked-down, or out of bounds pass results in a loss of possession.
2. The following offensive violations result in a loss of possession:
a. official’s count reaches 10
b. disc is handed from one player to another
c. thrower intentionally deflects a pass to himself off another player
d. the thrower catches his own pass, but if it is deflected he may catch the disc and it would be considered a complete pass
e. the thrower travels or moves his pivot foot
f. if the catcher travels (takes more steps than necessary to stop his momentum)

XIII THE THROWER
1. The thrower is the offensive player in possession of the disc, or the player who just released the disc
2. If the disc is on the ground, any offensive player may pick it up and put it into play. Once an offensive player picks up the disc that player must put it into play.
3. The thrower must establish a pivot foot and may not change that pivot foot until the throw is released 
4. The thrower has the right to pivot in any direction, but once the marker has established legal defensive position, the thrower may not pivot into him
5. If the disc is dropped by the thrower without any defensive interference, it is an incomplete pass
6. The thrower may throw the disc in any direction he wishes

XIV. THE MARKER
1. Only one defensive player may guard the thrower at any one time - that player is the marker
2. The marker may not straddle the pivot foot of the thrower
3. There must be at least on disc diameter between the upper bodies of the thrower and the marker at all times 
4. The marker cannot position his arms in such a manner as to restrict the thrower from pivoting
5. Stalling
a. once a marker has established a set guarding stance on the thrower, the official will begin the 10-second count
b. if the thrower has not released the disc when the official reaches 10 a turnover will result
c. if the defense switches markers, the official will count again starting at 1 - 10

XV. THE RECEIVER
1. The receiver is any offensive player in the act of catching or not in possession of the disc
2. Bobbling to oneself in order to advance the disc is considered traveling and will result in a turnover
3. The receiver gains possession by demonstrating sustained contact with a non-spinning disc
4. After catching a pass, the receiver is allowed the fewest number of steps required to come to a stop
and establish a pivot foot 
5. If the receiver is running as he catches the disc, the receiver may throw a pass before the third ground contact after catching the disc without coming to a complete stop
6. If the disc is caught simultaneously by offensive and defensive players, the offense retains possession and play continues without a check
7. If a pass arrives in such a manner that it is unclear whether a catch was made before the disc contacted the ground, then it shall be
considered a catch
8. If an airborne receiver jumps and makes a catch and they are contacted by a defensive player before landing, and the contact caused the receiver to land out of bounds instead of landing in bounds, the receiver will be called in bounds and a foul will be called on the defensive player

XVI. FOULS
1. Fouls are the result of physical contact between opposing players
2. The player initiating contact is guilty of a foul
3. Throwing fouls are called when there is contact between the thrower and the marker
a. if the foul is called on the thrower, the official will blow the whistle calling the foul. The thrower will hand the disc over to the other team and play will continue with 3 yards and a check
b. if the foul is called on the marker before the disc is released the official will blow the whistle and call the foul. The marker must step 3 yards away from the thrower, check the disc and resume play. If the marker does not give the disc back immediately or backup immediately, a delay of game will be called. All fouls result in a three-yard penalty 
4. Contact occurring during the follow through (after the disc has been released) is not grounds for a foul, unless it is significant
5. If the thrower is fouled in the act of throwing and the pass is completed, the foul is automatically declined and play continues without
interruption

6. If the thrower is fouled in the act of throwing and the pass is incomplete, then the official will recognize the foul and play will resume with the disc being put back into play at the spot of the foul with 3 yards and a check
7. Catching fouls are called when there is contact between opposing players in the process of attempting a catch, interception or knock down. A certain amount of incidental contact during or immediately after catching the disc is often unavoidable and is not considered a foul
a. if the player contacts an opponent before the disc arrives and thereby interferes with that opponent’s attempt to make a play on the disc, that player has committed a foul
b. if a player’s attempt to make a play on the disc causes significant impact with a legitimately positioned stationary opponent, before or after the disc arrives, that player has committed a foul
c. If a receiver is fouled in the end zone, it is treated like a catch, but they must walk the disc to the end zone line and start play from there. It is not an automatic point. The disc must be checked in before play can begin.
c. dangerous, aggressive behavior or reckless disregard for the safety or fellow players is always a foul
d. the penalty for all these fouls is - the player fouled gains possession at the point of the infraction and is given 3 yards and a check 

XVII. VIOLATIONS
1. A violation occurs when a player violates the rules in a manner which does not result in physical contact (traveling, illegal body position).
2 . Traveling:
a. the thrower must keep all or part of the pivot foot in contact with a single spot on the field.
b. if the receiver obviously takes more steps than necessary to stop after catching a pass, he has traveled
c. if a receiver, after catching a pass on the run, releases a pass after the 3rd ground contact and
before coming to rest, the receiver has traveled 

3. Double team
a. only one marker is permitted to guard the thrower
b. no other defensive players may establish a position within 3 yards of the pivot foot of the thrower, unless he is guarding 
another offensive player in the area (defensive violations result in 3 yards and a check)
XVIII. POSITIONING
1. It is the responsibility of the players to avoid contact in any way possible. Violent impact with legitimately positioned opponents constitutes harmful endangerment, a foul, and must be strictly avoided
2. Every player is entitled to occupy any position on the field not occupied by another player, provided that he does not cause personal contact in
taking such a position
3. Picks 
a. no player may establish a position, or move in such a manner, as to obstruct the movement of any player on the opposing team; to do so is a pick 
b. in the event of a pick, the official will blow the whistle and call the pick. The offending team will lose possession of the disc and play will resume with 3 yards and a check
4. When the disc is in the air, players must play the disc not the players
5. The Principle of Verticality: all players have the right to the space immediately above them. Thus, a player cannot prevent an opponent from making an attempt on a pass by placing his arms above the opponent. Should contact occur, the player restricting the vertical area is responsible
6. A player who has jumped is entitled to land at the same spot without hindrance by opponents. He may also land at another spot provided the landing spot was not already occupied at the time of the take off and that the direct path between the take off and the landing spot was not already occupied

XIX. CLARIFYING STATEMENTS ON FOULS AND PICKS
1. Cardinal Rule: whenever an infringement of the rules or a time out occurs, play is halted and the disc is put back into play at the point of the last possession before play was stopped. 
2. Offensive fouls result in a loss of disc possession and play resumes with 3 yards and a check.
3. Offensive violations result in a loss of disc possession and play resumes immediately.
4. Defensive fouls and violations result in the offensive team maintaining possession at the point of contact with 3 yards and a check.
5. If offsetting catching fouls are called on the offensive and defensive players on the same play, the disc reverts back to the thrower after the 
check.

XX. GENERAL RULES NOT MENTIONED ABOVE

1. While Frisbee is normally played as 6 on 6, a team may have as few as 5 players on the field at anytime. Game times are strictly observed. There must be a minimum of 5 players from each team present and ready to play at game time or a forfeit will be declared. Any team receiving their second forfeit will be dropped from the league. 
2. Each team must have a representative at the captains’ meeting, Tuesday, March 10th at 10:00pm. If a team is not represented, they will receive a forfeit or not be allowed to participate.
3. Disciplinary matters will be dealt with as outlined by the Intramural Coordinator. 
4. All team members must wear the same colored jerseys. Any player not wearing the appropriate color shall not be permitted to play. Red is not pink, navy blue is not royal blue, and neon green is not hunter green. 
5. A yellow card is considered a warning.
6. Two yellow cards equal a red card. If a player receives a red card solely for swearing, he will be ejected and will serve at least a half-game suspension. A player receiving a red card for any other reason is ejected and must leave the field. The player then must meet with the 
Athletic Director before eligibility will be reinstated and he will serve at least a 1 game suspension. 

YELLOW CARDS: 
- unsportsmanlike conduct 
- unnecessary roughness 
- arguing with an official 
- delay of game 
- illegal substitution 
RED CARD: (automatic ejection)
- unsportsmanlike conduct
- flagrant foul 
- fighting 
- second yellow card 
- obscene gestures- profanity

