
Play is governed by USA Ultimate rules with the following modifications: 

1. AREA OF PLAY 
 The active playing area is designated as: 
 Touch Line: The marked sideline of the playing area, and are part of the 

Perimeter Lines 
 End Line: The marked end of the playing area, and are part of the 

Perimeter Lines 
 Goal Line: A line 10-yards into the field of play from the End Line, 

designating the Goal Area 
 Defined Areas 
 Goal Area: A 10-yard zone located at the end of the field of play and 

established with a “G” marker 
 Pull Line: A line 20-yards from the Goal Line, used to start play with a 

Pull 
 Receiving Line: The opposite Goal Line from the Pull Line during a 

Pull. 
2. PLAYERS & SUBSTITUTIONS 
 Teams must start and end the game with at least five (5) players. 
 A team with five players or more must play or the forfeit procedure will 

go into effect. 
 During the course of the game, if a team drops below five players that 

team will receive the loss according to team misconduct scoring 
rules. 

 If an injury results in a team dropping below five players, play will stop 
and a standard loss will be recorded. 

 These rules will be applied regardless of game score at the time of 
incident. 

 The Players 
 Each team will play seven (7) players to a side. 
 The minimum number of players required to start is five 
 The maximum number of players any team roster may have is 14. 
 The Thrower 
 Any offensive player obtaining possession of the disc, via catch 

or change of possession, becomes the Thrower. 
 The Thrower has 10-seconds to throw the disc before 

considered to be Stalling. 
 The Thrower must establish a pivot foot and may not 

change that pivot foot until the throw is released. 
 If the Thrower is beginning play after the disc has left the 

field of play, the Thrower must also touch the disc 
to the ground. 

 The Thrower has the right to pivot in any direction. However, 
once the Marker has established a legal defensive position, 
the Thrower may not pivot into him/her. 

 If the disc is dropped by the Thrower without defensive 



interference, it is considered an incomplete pass. 
 The Thrower may throw the disc in any direction of their 

choosing. 
 The Marker 
 Only one player may guard the thrower at any one time; that 

player is called the “Marker.” 
 The Marker must provide a minimum one disc diameter’s space 

between the Thrower and themselves (Thrower movement 
is not considered). 

 The Marker cannot position his/her arms in such a manner as to 
restrict the Thrower from pivoting. 

 Stalling 
 It is the Marker’s responsibility to establish a Stalling 

period.  A Stalling period may only begin if a 
Marker is within three yards of a Thrower. 

 To initiate a Stalling period, the Marker must audibly say 
“Stalling” then count one to ten in such a manner as 
to mimic one second between each count. 

 If the Thrower has not released the disc before the 
Marker reaches a count of ten, the Thrower will lose 
possession to the Marker’s team.  The Marker may 
choose to begin play or leave the disc on the ground 
for a teammate. 

 If a Marker leaves the three yard zone, or a new Marker 
appears to defend, a Stalling period must restart. 

 The Receiver 
 Bobbling or fumbling the disc in the air to gain control of the 

disc is permitted.  Purposeful bobbling or fumbling to 
advance the disc is Traveling. 

 After catching a pass, the receiver is required to come to a full 
stop as quickly as possible and establish a pivot foot. 

 If the receiver is running as he/she catches the disc, it is legal for 
the receiver to throw a pass without coming to a complete 
stop, as long as they do before taking 3 steps (“traveling”). 

 A simultaneous catch remains the possession of the original 
offense. 

 Substitutions: A substitution can be made: 
 After a goal/start of a period and prior to the ensuing Pull 
 To replace an injured player 
3. EQUIPMENT 
 Intramural Sports will provide the disc for each contest.  If both teams choose 

to use a different disc, it will be allowed as along as the disc has been 
accepted by both teams. 

 Players must wear basketball/athletic type shorts/pants. These shorts/pants must 
not have pockets, pouches, loops, belts, zips, zippers, clips, buckles, 
buttons, or snaps. Torn shorts/pants may not be worn during play. Denim 



material will not be allowed. 
 Players may not participate with equipment that the Intramural Staff deems to 

be dangerous to other participants. Hard cast, metal or plastic braces, hats, 
and jewelry of any type are examples of illegal equipment. ALL visible 
body piercing must be removed or covered using a player’s own 
equipment or bandages. 

 Each player must wear athletic shoes. They must be made of soft, pliable 
material that covers the entire foot. Cleats with any visible metal will be 
considered illegal equipment and will result in player disqualification and 
a game forfeit. 

 Jerseys/Shirts 
 A team MUST wear shirts of the SAME color. 
 All shirts/jerseys must have legible numbers on at least one side (back 

or front of shirt) and must be legible from a distance of 6 feet. 
Numbers must be permanent on the shirt in a non-fading medium 
such as marker or paint. Taped on numbers are not allowed. 

 Teammates may not have the same shirt/jersey number. 
 If a player is #0 then that number must appear on the jersey. 
 In the event two teams arrive wearing the same color and are unable to 

switch to a different color, jerseys will be made 
available.  However, jerseys are not available for check out. 

4. TIMING 
 Delay Time – Once at the scheduled game time: 
 If a team does not have any players present at game time, the game will 

be declared a forfeit without the Delay Time procedure. 
 If a team does not have five (5) players signed in at game time, that 

team will be given 10-minutes to have five players sign in before 
the game is declared a forfeit. 

 If neither team has five players signed in, both teams shall have 10-
minutes to have five players sign in before the game is declared a 
double forfeit. 

 Time used to wait for the minimum number of players will be off the 
game clock and delaying teams will receive a Sportsmanship 
Deduction for delaying the start of the game.  The first team ready 
to play will receive one (1) point for every minute (rounded up) 
that the game is delayed (up to the end of the Delay Time period). 

 One team ready to play: Team A has enough players at game 
time and Team B’s fifth player signs in with 9:18 
remaining on the clock. As the wait was over seven 
minutes, Team A will start the game with an 8-0 lead and 
9:18 remaining in the first half. 

 Neither team ready to play: Team A’s fifth player signs in with 
13:00 on the clock, and Team B’s fifth signs in with 8:00 
left on the clock. Team A will start the game 6-0 with 8:00 
remaining in the first half. 

 The clock will not stop to have players sign in, and game play must 



begin before the 10-minute period has been completed.  Once all 
teams are ready, the ball will be put into play in accordance with 
the Start of Game rules. 

 Game Timing: 
 The game will consist of two 16-minute halves with a running clock. 
 Halftime will be a maximum of five (5) minutes. 
 There will be three (3) 60-second time-outs per game (player possession 

is required). 
 Overtime 
 Regular season games will not have an overtime period, where 

tied games will remain a tie. 
 Overtime periods during tournament play will be three (3) 

minutes with a Sudden-Death format. Regular timing rules 
will apply. 

 A coin toss will begin the first overtime period to determine first 
possession/end defense.  Additional overtime periods will 
alternate from this initial decision. 

 A Game Forfeit will be recorded as a win for the officially designated team and 
any points accumulated will be the final score.  If the team designated with 
the forfeit is winning at the time a forfeit is awarded, the final score will 
be 10-0. 

5. SCORING 
 A goal is scored by completing a catch and maintaining possession in the 

attacking Goal Area. 
 A Receiver whose forward momentum carries him/her into the Goal Area must 

return to the point of initial contact with the ground. 
 The team with the most goals at the end of the game will be declared the 

winner. 
6. START AND RESTART OF PLAY 
 Game Start 
 A coin toss will be conducted between team captains. The winner will 

have the choice of receiving the initial Pull or selecting which end 
they wish to defend. 

 The team losing the flip is given the remaining choice. 
 The second half will begin with the reverse of the initial choice. 
 Pull 
 Play starts at the beginning of each period and after each goal with a 

Pull. 
 After a goal, the teams switch their direction of attack, with the scoring 

team initiating a Pull. 
 The Pull consists of one player on the throwing team throwing the disc 

toward the opposite goal line to begin play. 
 Pull Positioning 
 The players on the Pulling team are free to move anywhere in 

their defending zone behind the Pull Line, but cannot cross 
the Pull line until the disc is released. 



 The players on the receiving team must stand with one foot on 
their Receiving Line without changing position relative to 
one another. 

 The Pull may be made only after a player from both the Pulling team 
and the Receiving team raise a hand signifying readiness to play. 

 As soon as the disc is released, all players may move in any direction. 
 Throwing team members may not touch the Pull in the air before a 

member of the Receiving team touches it. 
 Results of the Pull 
 If the Pull remains in-bounds, the member of the Receiving team 

who catches the Pull must put the disc into play from that 
spot. 

 If the disc is allowed to fall untouched to the ground, the 
receiving team gains possession of the disc where it stops. 

 If the disc is allowed to fall untouched to the ground in-bounds, 
then subsequently becomes out-of-bounds, the Receiving 
team will take possession in the field of play nearest the 
Touch Line where the disc crossed the line. 

 If the Pull lands out-of-bounds untouched, the Pull will be 
repeated. Brick or Middle will not be allowed. 

 If the Pull lands out-of-bounds after being touched by the 
Receiving team without possession being established, the 
Pulling team will gain possession in the field of play 
nearest the Touch Line where the disc crossed the line. 

  Starting and restarting the play 
 Check 
 If a violation is called, or other stoppage of play is required, 

while the disc remains in the field of play, the player 
determined to be in possession will offer the disc to the 
Marker for a check 

 The Marker restarts play by touching the disc in the Thrower’s 
possession.  Any throw prior to the Marker’s Check is void 
and the Thrower will retain possession and set for a new 
Check. 

 All Stalling Periods will be restarted 
 Offensive Self-Check: If play is to start with a Check but a 

defensive player is not positioned to be the Marker, the 
Thrower must wait for a readiness signal from the defense, 
touch the disc to the ground, and loudly announce “in 
play”. 

 Defensive Self-Check: If play is to start with a Check, but an 
offensive player is not in position to obtain possession of 
the disc, the disc shall be placed at the correct spot for play, 
the offense must signal its readiness, and the closest 
defender shall loudly announce “in play”. 

7. IN & OUT OF PLAY 



 The entire playing field is in-bounds. The Perimeter Lines are not part of the 
playing field, and are themselves are out-of-bounds. 

 Anything touching or beyond the Perimeter Lines is considered out-of bounds. 
 A Receiver, whose momentum carries him/her out-of-bounds after completing 

a catch while touching in-bounds, is considered in-bounds.  The Receiver 
will move to a point in the field of play nearest the Touch Line where 
he/she crossed to become the Thrower. 

 An in-bounds defender gaining possession while airborne must contact the 
playing field in-bounds to retain possession. 

 A Thrower may contact any point considered out-of-bounds provided the 
established pivot does not come into contact with any point considered 
out-of-bounds. 

 The disc may fly outside the Perimeter Line and return to the playing field, and 
players may travel through the air out-of-bounds to make a play on the 
disc. 

 A player out-of-bounds cannot transfer that state to any player fully in-bounds. 
8. VIOLATIONS & FOULS 
 Ultimate Frisbee is a non-contact, self-officiated sport. UNLV Intramural 

Sports stresses sportsmanship and fair play. Competitive play is 
encouraged, but never at the expense of player safety, adherence to the 
rules, or the basic enjoyment of competition. This means that both teams 
will call their own violations and fouls, and must cooperate in 
demonstrating good sportsmanship. 

 An Intramural Sports Staff member will be assigned to each field to keep the 
game clock and keep track of the score. They are NOT responsible for 
ruling on fouls or scoring. Rule interpretations and player eligibility are 
the only protests that will be considered. If teams cannot compete in a 
sportsmanlike manner, Intramural Sports reserves the right to declare a 
“Forfeit” to one or both teams and end the match immediately. 

 Infractions 
 An infraction may only be called by a player on the infracted team who 

recognizes that it has occurred.  The player must immediately 
announce loudly “violation”. 

 Any time an infraction is called, the Continuation Rule applies 
 If play continues at the time or after an infraction is called, the 

result of the play will stand unless the outcome of the play 
was affected by the committed infraction. 

 If the infraction had no affect or bearing on the play at large, the 
outcome of the play will stand. 

 A player’s ability to catch or make a play on the disc is not 
considered to be “affected” because that player ceased to 
continue playing because a call was made by another player 

 If the infraction is called by the Thrower before or during the act of 
throwing and 

 The pass is completed, the infraction is automatically declined 
and play continues without interruption. 



 The pass is not completed, the Thrower will retain possession at 
the point of the infraction. 

 If the infraction is called by a non-thrower and the team that called the 
infraction has possession: 

 And the offense called the infraction before the Thrower started 
the motion of throwing, play is stopped and possession 
reverts to the Thrower. 

 And the defense called the infraction or the infraction was called 
while the Thrower was in the motion of throwing, play 
continues un-halted and players should announce “play 
on”. 

 If the infraction is committed by the team with possession and: 
 The foul affected the play, the disc is returned to the spot of the 

foul and the original Thrower retains possession. 
 The foul had no effect on the outcome of the play, the result of 

the play stands. 
 A Traveling violation will result in the Receiver returning the point of 

the initial catch, with play restarting with a Check.  A player is 
allowed to lose his/her pivot position if standing up from a non-
standing position. 

 A Pick violation will be called if the Marker, while in the normal effort 
of defending a throw, is obstructed by a Thrower’s teammate.  The 
Marker must loudly announce “pick”, resulting in play being 
stopped and a Check.  The Thrower’s teammate must move from 
the area. 

 Offsetting infractions will result in a replay with a new Stalling period, 
if necessary. 

 Contested infractions result in the disc being returned to the spot of the 
previous throw.  Possession will be retained by the original 
offense, and play will resume with a Check and a new Stalling 
period, if necessary. 

 Fouls: It is the responsibility of all players to avoid contact in every way 
possible. 

 A foul can be called only by the fouled player and must be announced 
by loudly calling “foul” immediately after it occurs. 

 Contact resulting from adjacent opposing players simultaneously vying 
for the same unoccupied position, is not in itself a foul. 

 Although it should be avoided whenever possible, incidental contact 
occurring during a throw (after the disc is released) or reception is 
not a foul. 

 All players have the right to the space immediately above their 
torso.  Contact in this space is a foul on the opposing player. 

 Any airborne player who would have caught the disc in-bounds and is 
forced out-of-bounds through contact by an opposing player before 
landing will result in a successful catch, in-bounds, at the point 
closest to the spot of the foul. 



 If a defender purposefully Strips, or attempt to Strips, the disc from the 
Receiver or Thrower whom is maintaining clear possession, play 
will stop and possession will return to Stripped player.  Play will 
begin with a Check. 

 All called fouls will result in a stoppage of play.  The offended player 
will gain possession of the disc and play will begin with a Check. 

Excessive fouling or extreme contact by any player will result in player disqualification. 
	  


