INTRAMURAL SPORTS

Intramural sports are secondary recreation events that are designed as a “just for fun” element of Main Event.  There is no specific tournament for Intramurals.  But, each of the below intramural activities will be set up and available for students to participate in.  Teams and playing times must be determined by individual teams.  The below guidelines are suggestions only and will not be monitored by Main Event Staff.
Note: Teams will no longer be able to register for Intramural Sports through the Main Event registration website.

Co-ed flag football
1. The Game, Field, Players, and Equipment
a. Teams: Shall consist of 8 players, with the minimum starting number of six (6) players. At least 2 girls must be on the field for a team (even if a team starts with 6 or 7 total players).  Failure to provide the appropriate number of players within fifteen minutes of game time will result in a forfeit. 
b. Roster Limit: Each team is allowed a maximum of fourteen (14) players on their roster.
c. Equipment of Players: Players are prohibited from wearing: track or metal cleated shoes, football cleats, padded suits, or special protective devices (e.g. shoulder pads, helmets, etc.). Players must wear shoes.
2. Periods and Time Factors
a. Playing Time and Intermissions: Playing time will follow the 20-15 Rule. The first half will be twenty minutes in length, running clock. The second half will be fifteen minutes in length, running clock.
b. Time Outs: Each team shall have two (2) time-outs during each half of the game. An Official may stop the clock at other times if, in his/her judgment, unusual conditions prevail that call for such an action (i.e. an injury).
3. Ball in Play, Dead Ball, and Out-of Bounds
a. Inadvertent Whistle: If an official blows his or her whistle inadvertently, the ball is dead and the play stops.
b. Fumbles: All fumbles are dead as soon as the ball touches the ground. The ball will be spotted for the next down from the point where the ball first touched the ground, if the ball lands parallel to or behind the ball carrier. If the ball lands in front of the ball carrier, it will be spotted from the point where the player fumbled the ball. (Exceptions: Fumbles that land in either end zone.)
c. Once any part of ball carrier's body touches the ground (excluding hands and feet) play shall be ruled dead.
d. Twenty-five second count — the ball shall be put into play within twenty-five seconds after it is declared ready.
4. Kicking the Ball and Fair Catch
a. Putting the ball in play: A free kick begins each half of a game. The ball shall be put in play by a place kick from some spot on or behind the kicker's free-kick line. Unless relocated by penalty, the kicking team's free kick line on kick-offs shall be its twenty-yard line. The ball shall be either held (un-elevated) by a designated placeholder or placed on a tee not to exceed two inches. After all touchdowns, no kickoff shall occur. The ball shall be awarded to the team scored on at their own 15 yard line, barring any enforceable penalties. After safeties, the team scored on shall kickoff from their own 20 yard line, barring any enforceable penalties. After safeties, a kickoff or punt is allowed to restart play.
5. Snapping, Handing, and Passing the Ball
a. Legal snap: The ball must be snapped with one fluid motion from the ground. Legal snaps need not be through the legs.
b. Formation: The offensive team must have at least four (4) players on their scrimmage line (anywhere along their scrimmage line).
c. Motion: One offensive player may be in motion, but not toward the opponent's goal line. Other offensive players must be stationary in their positions without movement of their feet, body, head, or arms. The offensive team must still have four (4) players on their scrimmage line at the snap not including the man in motion.
d. Passing Plays:
i. A forward pass may be made from any point behind the line of scrimmage. Handing the ball forward will not be considered a forward pass.
ii. Pass Interference: During a legal forward pass, contact which interferes with an eligible receiver is pass interference, unless it occurs when two or more eligible receivers make a simultaneous and bona fide attempt to reach, catch, or bat a pass. It is also pass interference if an eligible receiver is de flagged prior to touching the ball. In addition, if the pass interference by either player is intentional or unsportsmanlike, his or her team shall be penalized an additional ten yards.
6. Scoring Plays and Touchbacks
a. Touchdowns: A touchdown scored by a male or during a male-to-male play shall be worth six points. A touchdown scored in co-ed play by a female (passer, receiver, or rusher) shall be worth nine points.
b. Conversions: An opportunity to score one (1) point from the three yard line, or two (2) points from the 10-Yard line shall be granted to the team scoring the touchdown.
c. Note: Interceptions of an attempted conversion may be returned. If returned to the end-zone, the intercepting team will be awarded two points.
7. Conduct of Players and Others
a. Interlocked Interference: Teammates of a runner or passer may interfere for him/her by screen blocking but shall not use interlocked interference by grasping or encircling one another in any manner.
b. Use of Hands or Arms by the Defense: Defensive players must go around the offensive player's screen block. The arms and hands may not be used as a wedge to contact the opponent. Screen blocks will be judged as legal or illegal similar to how blocks and charges are judged in Basketball.
c. Runner:  Guarding the Flag belt- Runners shall not flag guard by using their hands, shoulders, arms, or the ball to deny the opportunity for opponent to pull or remove the flag belt.  Spinning- Spinning is allowed, however, two full steps must be taken between spins.  A player on the ground cannot touch a ball carrier.
d. Loss of Flags: When a runner loses his/her flag belt accidentally, inadvertently or intentionally, play continues and the de flagging reverts to a one-hand tag between the shoulders and knees.
e. Rushing and Quarterback Carries:  The Defensive team may rush on 5 Alligator. The Quarterback may only run the ball if he/she is being rushed.

[bookmark: _GoBack]Ultimate Frisbee
1. 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. A regulation game has seven players per team. 
2. Scoring -- Each time the offense completes a pass in the defense's end zone, the offense scores a point. Play is initiated after each score. 
3. 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. The person with the disc ("thrower") has ten seconds to throw the disc. The defender guarding the thrower ("marker") counts out the stall count. 
4. Change of possession -- When a pass in not completed (e.g. out of bounds, drop, block, interception), the defense immediately takes possession of the disc and becomes the offense. 
5. Substitutions -- Players not in the game may replace players in the game after a score and during an injury timeout. 
6. Non-contact -- No physical contact is allowed between players. Picks and screens are also prohibited. A foul occurs when contact is made. 
7. Fouls -- When a player initiates contact on another player a foul occurs. When a foul disrupts possession, the play resumes as if the possession was retained. If the player committing the foul disagrees with the foul call, the play is redone.


Frisbee Golf
Frisbee Golf is a self-run activity.  Golfers meet at the flag pole in Kurtz Park which is the tee for the first hole, as well as the goal of the final hole to bring golfers back.  At the flag pole is a box of discs, course maps, and scorecards.  Scorecards can be left in the box upon completion of the course, or given to an intramurals director.


5 on 5 Soccer
5 on 5 soccer is a “pick-up game” type sport.  Games are to 30 minutes with two 60 second time outs. 


Sand Volleyball
Played in the Finkbeiner Park volleyball pit.   Games are played to 21 (match play, 2 out of 3) in rally scoring.


3 on 3 Basketball
Played at Finkbeiner Park and is a “pick-up game” type sport.  Games played to 21.
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