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2015 INTRAMURAL ULTIMATE RULES 
(Updated 02/15) 

 

 
Rule 1: Facility 

1. All games will be played on the North HPER field. 
 
Rule 2: Player Eligibility 

1. All Intramural Sports eligibility rules apply.  Please check your Intramural Sports Rules and 
Regulations carefully. 

2. All players must check-in with their University ID cards with the supervisor prior to the start of each 
game. 

 
Rule 3: Team Composition 

1. Teams will consist of 7 players on the field at one time (at least 5 players are needed to start a 
game). 

2. There is no gender restriction for teams, meaning teams can have any number of males or females. 
3. No more than 2 players of any team may be members or coaches of an ultimate club that plays 

competitively.  
 

Rule 4: Equipment 
1. All players must wear athletic shoes. Teams are encouraged to wear cleats, but NO shoes with any 

type of metal spikes or shoes with detachable metal cleats are allowed. 
2. Jewelry is NOT allowed to be worn by any participant during the game. This includes, but is not 

limited to, earrings, wedding rings or bands, other rings, necklaces, bracelets, rubber bands, and 
metal barrettes. The only exceptions to this rule are a religious piece, or a medical alert bracelet or 
necklace. In that case, it must be taped down. If you refuse to remove your jewelry you will not be 
allowed to participate.  

a. Any player in the game found wearing illegal jewelry will immediately be asked to leave the 
field and may not return until the next stoppage of play (injury timeout, touchdown, or 
halftime).  Any player removed for jewelry may not be immediately replaced by a 
substitute; any substitute must also wait until the next stoppage of play. 

 
Rule 5: Beginning a Game 

1. At least 1 team member must be present at game time and teams must meet the minimum player 
requirement within 5 minutes of a game’s scheduled start time. If this requirement is not met, it 
will result in a forfeit. 

2. Team captains will conduct a coin toss or rock, paper, scissors to determine how to start the game.  
3. The winner of the coin toss (or rock, paper, scissors) will have the option of: 

a. Choosing which goal to defend 
b. Pulling or receiving to begin the first half 
c. OR deferring to the second half 

4. The opposite team will have the choice of the remaining options. 
5. Teams will start the game at opposite ends of the field. The team which pulls (throws the disk to 

the other team) to start the half will begin the game at its own end zone with an opening throw to 
the receiving team. 
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Rule 6: Game Time and Time Outs 
1. The game will consist of two 20-minute halves with continuous clock and a half time no longer 

than 5-minute.  
2. In the event of a tie, the match will go into “Sudden Death” Overtime, in which the first team to 

score will win. 
3. Teams will be allowed one time out each for the entire game. Time outs will be 60 seconds in 

length. 
 
Rule 7: Officiating 

1. Games will be self-officiated by players on the field. Players are responsible for calling fouls. 
Players are expected to be fair and resolve conflicts on their own.  Intramural Sports Staff will not 
resolve in-game controversial plays.  Intramural Sports Staff can only clarify rules to participants. 

2. The supervisor will keep time for each game. 
 
Rule 8: Substitutions 

1) Substitutions can be made only: 
a. After a goal and before the substituting team has signal readiness. 
b. To replace an injured player. 

2) If one team replaces players, the opposing team has the option of substitute as well.  
 
Rule 9: Game Play 

1. Ultimate is a passing-oriented game.  After catching a pass a player is allowed only “the fewest 
number of steps needed to stop.”  Forward motion is not allowed as a touchdown. 

2. Ultimate is a non-contact sport. Any contact by an offensive or defensive player that impedes the 
throw or catch of the disc will be a called a foul by the player involved. 

a. Foul on offensive player – control of the disc will be turned over to the defense and the disc 
will be put in play at the spot where the disc was last controlled. 

b. Foul on a defensive player – the disc will revert back to the spot where it was last 
controlled by the offense and will be put in play from there. 

3. Each person has 10 seconds to throw the disc.  
c. For a 10-second “stall” count to be valid, it must be made out loud by a defensive player 

within 3 yards of the offensive player with the disc. 
4. A player in possession of the disc cannot be double-teamed by the opposing team. 

d. If the defense, other than the marker, is within 10 feet of any pivot of the thrower without 
also being within 10 feet of, and guarding, another offensive player, it is a double team. 

5. If a disc is dropped or touches the ground, the opposing team will receive control of the disc at the 
spot where the disc was dropped. 

6. A player may not catch his/her own throw. The disc must be touched by another player before the 
thrower can legally touch the disc again.  

7. The field will be 60 yards long and 40 yards wide with a 20-yard end zone at each end. The 
perimeter lines are out of bounds, as is any object not included within the boundaries of the field. 

e. A throw out-of-bounds on an opening throw or a throw directly after a touchdown 
i.  The team which gains possession will receive the disc at the yard line where the 

disc went out of bounds.  
ii. The disc may be brought directly into the center of the field, from the spot, and 

resume play from that point. 
f. A throw out-of-bounds during regular play 

i. The disc will be thrown-in from the sideline at the spot where it crossed the out-of-
bounds line by the opponent of the team which touched the disk last.  
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g. If a team throws the disc out of the back of the end zone, the opposing team gains 
possession and will throw the disc from the goal line. 

 
Rule 10: Scoring and Winning the game 

1. A point is scored when the disc is tossed across the goal line and is caught by a team member. 
a. Carrying the disc across the line does not constitute a point – the first foot to hit the ground 

after catching the disc must be within the goal for a point to be awarded.  
2. One point is awarded for each goal. 
3. The scoring team will start the next point by throwing from the end zone in which it just scored. 

The opposing team will receive the throw at the opposite end of the field from which the previous 
score was just made.  

4. If a defensive player intercepts a pass in the endzone his/her team is going towards the result will 
be a point for the intercepting team.  

5. Whoever has the most points at the end of the second half wins the game.  
b. When the second half expires, play will continue until the team with possession loses 

possession or scores.  
6. Mercy rule 

c. If a team is ahead by 10 points or more with 5 minutes remaining in the second half, the 
match will end.  

Rule 11: Spirit of the Game 
1. Ultimate stresses sportsmanship and fair play. 
2. Competitive play is encouraged, but never at the expense of respect between players, adherence 

to the rules, and the basic joy of play. 

 
 
 

 
Stay Current – Check Us Out Online 

 

 Rec*It Mobile app found on Google Play and the App Store  

 campusrec.utah.edu 

 IMLeagues.com/Utah 

 facebook.com/uofucampusrec 

 twitter.com/uofucampusrec 

 


