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INTRAMURAL 5 ON 5 ULTIMATE RULES 
 
 

ID. CARDS 
 

• Each player must show their validated ID. card to the official scorer prior to the start of the game and indicate 
the team that they are on. 

 NO ID. - NO PLAY! 
• After the scorer has confirmed your ID. card, take the appropriate colored pinnie and report your number to 

the scorer. 
 

• After the game is played, return your pinnie to your captain.  The captain is responsible for returning all 
pinnies to the scorer.  The scorer will return the ID. cards to the captain when all pinnies are accounted for. 

 
DEFAULT RULE 
 

• A five (5) minute delay to the start of the game will be granted if a team has an insufficient number of 
players. 

• The amount of time that the start of the game was delayed will be subtracted from the first half of play. 
• Should a team still have an insufficient number of players following the delay, the offending team will default 

the game. 
 
EQUIPMENT 
 

• A 175 gram Ultrastar Discraft disc is used or whatever is agreed upon by the captains. 
 
RULES 
 

• Ultimate is a self-officiated game ie. players call their own fouls and resolve all disputes amongst themselves. 
• There are no "referees" in ultimate, however, the game supervisor may be consulted for rule interpretations. 
• Teams are responsible for keeping track of the score.  
• The Ultimate Players Association (UPA) rules govern the McGill Intramural Ultimate league with the 

exceptions noted below. 
 
 

PLAYERS 
 

• Games are played 5 on 5, with a minimum of 2 females on the field at all times for each team. During play, 
there are a maximum of 3 female or 3 male players permitted on the field. (IE. Teams cannot play 5 on 5 with 
 a 4-1 split in either gender) 

• Should the required number of players not be available, games may begin with 4 players. However, there 
must be a minimum of 2 males and 2 females present.  

 
GAME TIME 
 

• Games will consist of two 22-minute halves (running time). 
• The last two minutes of the game will be stopped time if the difference in the score is two (2) or less. 
• No overtime (except playoffs) 



• Each team will have one 30-second time-out per half. 
 
FIELD 
 

• A rectangular shape with endzones at each end. The sidelines will be the white baselines of the tennis courts, 
with endzones 3 yards deep.  
 

 RULES 
 

•  The 10-second stall count is replaced by an 8-second stall count. In every situation where the stall count 
usually goes back to 5 (ex. contested foul), the stall count will go back to 4. 

•  There is no pull after a point. When a team scores, the player who has possession of the disc PLACES IT 
GENTLY on the ground at the first point of contact where the goal was scored. Also, the player 
acknowledges that he/she has scored a goal by raising the disc over his/her head. The offensive team has 
8 seconds to take possession of the disc and cannot walk the disc up to the front of the goal line. They 
must put the disc into play from the first point of contact where the goal was scored. When the offensive 
team takes possession of the disc, the defensive team may initiate a stall count on 0 (as in every other 
situation, the player on defense must be within 3 metres to initiate a stall count). If the team on offense 
does not take possession of the disc within the time allotted (8 seconds) they will be assessed a timeout. If 
they have no timeouts left, the defensive team gains possession of the disc on the goal line.  

• If the pull hits the blue divider, the disc will be considered out of play. Play will begin with the receiving 
team touching the end zone line at mid-field with the disc. 

• During play, any disc contacting the blue curtain will be consider out of play. The defending team will 
gain possession, with playing resuming with the disc touching the end zone line. 

•  Players sub on the fly. There will be designated “substitution” area (defined by cones set up on each 
team's side line 3 yards apart) for each team at the midline of the field. Each player exiting the field must 
“high five” the player who will be replacing her before she can exit the field, and the player entering the 
field cannot do so until she has “high fived” the player exiting the field. This obviously does not apply 
during injury substitutions. If a substitution results in too many players, of either gender, on the field, the 
result is an automatic turnover and the defensive team takes possession of the disc at the area of the 
stoppage of play due to the violation. 

•  If a pull lands out of bounds, a brick may be taken to the middle point of the front line of the end zone. If 
the pull lands in bounds, it will be played from where it lands. If a pull lands in bounds and rolls out, it 
will be played from the closest point on the field (including the end zone) to where it rolled out. 

•  If a team gains possession in the end zone which it is defending following a turnover, the player taking 
possession may bring the disc to the front of the end zone. If the player who picks up the disc 
establishes a pivot foot, however, he/she may not then decide to walk the disc up to the front, as per UPA 
10th Edition rules. 

•  Regardless of how many timeouts a team has, no team is allowed to call time outs in the last 5 minutes of 
the game. The timekeeper will ring the bell when there are only 5 minutes remaining. If a team calls a 
timeout after being advised by the timekeeper, they lose possession of the disc where they called the 
timeout. A team will also suffer a loss of possession of the disc if they call a timeout when they have 
already used their 2 available timeouts. Injury substitutions do not constitute a timeout.  

 
 



RULE CLARIFICATIONS 

Buzzer at end of time period 

• The game length is determined by time. A whistle at the end of the game signals that the time has run out and 
the game is over, regardless of what is taking place at the time of the whistle. The point in progress is not played 
out.  
 
Out of bounds - end zone area 

• If the disc crosses or touches the back end zone line, the disc may be put into play at either the back or front end 
zone line. 

 
 
OVERTIME 
 

• In the event of a tie at the end of regulation time during playoff games, there will be a 5-minute overtime. 
• Prior to the overtime, the captains will flip a coin to determine which team will throw-off.  
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