MENTOR HIGH SCHOOL 

INTRAMURAL ULTIMATE FRISBEE LEAGUE - 2008
TYPE:
Teams can be all boys, all girls or a combination of boys and girls.  Your roster can have more than 6 players on a team (for substitutions).  You must have at least 4 players to play; 6 is the maximum.

WHERE:
In the outfield grass of the softball fields next to the north parking lot of Mentor High.  It is each student’s responsibility to get transportation from Mentor High.

ELIGIBILITY:
The league is open to any present Mentor High student.

REGISTRATION:
Teams should turn in the form below by Tuesday, April 1 2008.  Games will start Wednesday, April 2, 2008, and run until early May (before Senior Project).  Forms should be turned in to Mr. Quigney in A-19.

WHEN:
Games will be played on Mondays and Wednesdays after school from 2:45 to 3:45. 

RULES ON BACK SIDE OF THIS PAGE

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

TEAM NAME:












(Professional or college names - example:  Browns, Steelers, Buckeyes, Gators, etc.)

TEAM CAPTAIN:





Home Phone: 




Team Members (Please Print)




Home Phone

April 16th  - Last day to add players.

Intramural Ultimate Frisbee Rules

1.
The Field:  A rectangular shape with endzones at each end.

2.
Initiate Play:  Each point begins with both teams lining up on the front of their respective endzone line.  The defense throws (“pulls”) the disc to the offense.

3.
Scoring:  Each time the offense completes a pass in the defense’s endzone, the offense scores a point.  Play is initiated after each score.

4.
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.  The thrower has a 3ft. “halo” in which the marker cannot enter.

5.
Change of Possession:  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.  If the disc is thrown past the goal line, the other team takes possession at the goal line.

6.
Substitutions:  Players not in the game may replace players in the game after a score and during an injury timeout.

7.
Non-contact:  No physical contact is allowed between players.  Picks and screens are also prohibited.  A foul occurs when contact is made.

8.
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.

9.
Self-Refereeing:  Players are responsible for their own foul and line calls.  Players resolve their own disputes.

10. Spirit of the Game:  Ultimate 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.

11. We play “rain” or “shine”.

12. Switch directions (wind) after every score.
