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INTRAMURAL ULTIMATE FRISBEE RULES

GOVERNING RULES 
Millersville Intramural department shall govern all intramurals rules used for ultimate frisbee. 
Persons subject to the rules are team representatives, including players, substitutes, replaced 
players, coaches, trainers, spectators & other persons affiliated with the team are subject to the 
rules of the game & shall be governed by decisions of officials assigned to the game. 
Spirit of the Game 
Ultimate Frisbee is a non-contact sport & the object of the game is to score goals. 

Ultimate Frisbee stresses sportsmanship and fair play. 

Competitive play is encouraged, but never at the expense of respect between players, 

adherence to the rules, and the basic joy of play. 

All rules apply to coed, men’s & women’s ultimate frisbee unless otherwise noted 
1. It is highly recommended for teams / individuals to arrive 10 minutes early before the
scheduled game time. At the scheduled game time, if a team does not have the required number of players a 10-minute grace period is in effect. If a team/individual does not appear within the grace period, a win by forfeit will be accredited to the opposing team. 
2. Cleats 
a. No screw-in or metal pronged cleats. 

b. Only molded rubber cleats will be permitted. 
3. The game shall be played between 2 teams of 7 players. 
a. 6 players are required to start the game to avoid a forfeit 

b.  Rosters are limited to 12 players; Coed is limited to 15 players.
c.   Co-ed teams must consist of men and women in a 4:3 ratio; at least three players must be female. 
4. The game shall consist of two 15-minute running halves with a 3-minute half time. 
a. If the score is tied at the end of regulation then it is considered a tie during the regular season. 

b. During playoffs there will be a 5-minute period to determine the winner. If still tied there will be a 3-minute sudden death period. 
5. Scoring 
a. A goal is scored when a player successfully passes the disc to a teammate in the end zone which that team is attacking. 

b. Each time the offense completes a pass in the defense’s end zone, the offense scores a point. Play is initiated after each score. 
6. Substitutions 
a. Players not in the game may replace players in the game after a score and during an injury timeout. 

PLAYING REGULATIONS 
1) PLAYER DEFINITIONS 
a. Marker 
i. The marker must remain at least one frisbee width away from the thrower. 

ii. The marker is not allowed to straddle the pivot foot of the thrower or to make any contact with the thrower. 

b. Thrower 
i. The thrower has ten seconds to throw the frisbee. 

ii. The person “marking” the thrower makes the stall count. 
c. Receiver 
i. The receiver has three steps to stop and cannot run with the frisbee. 

ii. The receiver can throw the frisbee before the third ground contact. 
2) Self-Refereeing 
a. Players are responsible for their own foul and line calls. 

b. Players resolve their own disputes. 
3) Non-contact 
a. No physical contact is allowed between players. 

b. Picks and screens are also prohibited. 

c. A foul occurs when contact is made. 
4) Initiate Play 
a. Each point begins with both teams lining up on the front of their respective 20-yard line. 

b. The defense throws (“pulls”) the disc to the offense. A regulation game has seven players per team. 
5) Movement of the disc 
a. The disc may only be moved by passing, as the thrower is not allowed to take any steps. 

b. The disc may be advanced in any direction by completing a pass to a teammate. 

c. Players may not run with the disc. 

d. The person with the disc (“thrower”) has ten seconds to throw the disc. 

e. The defender guarding the thrower (“marker”) verbally counts out the stall count. 

f. Any time a pass is incomplete, intercepted, knocked down, or contacts an out-of-bounds area, a turnover occurs, resulting in an immediate change of possession of the disc. 

g. Turnovers 

i. When a turnover occurs someone must yell turn. 
6) Change of possession 
a. When a pass is not completed (e.g. out of bounds, drop, block, interception), the defense immediately takes possession of the disc and becomes the offense. 
7) Fouls 
a. When a player initiates contact on another player a foul occurs. 

b. When a foul disrupts possession, the play resumes as if the possession was retained. 

c. If the player committing the foul disagrees with the foul call, the play is redone. 

