University of Hartford Intramurals

768-5053 www.uhaweb.hartford.edu/intramura/schedule.html 
· Co-Rec Flag
         Football      
Registration: February 13th (Monday) – March 15th   (Thursday)
Your team must be registered by the end of the Captain’s meeting.

Office Hours (11am-7pm, M-R, 11-6pm F)

DIVISIONS OF COMPETITION & FORMAT:


Co-Rec Division Only
This is a 7 player league. Pool play then single elimination playoff tournament will be used. Games are scheduled from 7pm-10pm from Mon. – Thurs. and 1-8pm on the weekends.  All games will be played on the Al Marzook Soccer field, located behind the Sports Center. Teams must be ready to play at their scheduled start time.

MANDATORY CAPTAIN’S MEETING:  

March 15th (Thursday) at 7:00pm in the Sports Center Conference Room

If a team captain or representative does not attend this meeting or communicate with the Intramural Director, the team will be penalized for their first game. The meeting is held to discuss rules and program operations. It will provide the major link of communication between the Intramural Dept. and the team representatives.

Teams that are late in registering will be placed on a waiting list based on a first come first serve basis. PLEASE DON’T WAIT TO REGISTER UNTIL THE LAST MOMENT. 

ELIGIBILITY:
Participants are subject to the Intramural Sports eligibility rules as stated in the Intramural Handbook. Teams will be allowed to add new players to their roster until the end of the regular season. Exception: If it is tournament format you may add players throughout the tournament. All roster additions may be handled at the game site or at the Intramural office during office hours.
**Rosters will be checked throughout the season for eligibility. **

VALID ID CARDS:  Before anyone can participate, each player must present a picture identification (Hartford ID card, Driver’s license, passport, etc.) when they check in. If you have an ID problem, you must contact the Intramural Office at ext. 5053 prior to the game. NO ONE WILL BE ALLOWED TO PARTICIPATE WITHOUT PROPER IDENTIFICATION!   Exception:  Participants will be granted only one grace if they misplace/forgot lost their ID and only once!  The grace will be marked by either the score sheet or the team’s roster.
TEAM JERSEY’S:  It is recommended for teams to wear similar color jerseys. Visible numbers (0-99) must be displayed in the front or back of the jersey. No taped -on or pinned –on numbers are permitted. Pinnies will be provided for teams that need them. Goalkeepers must wear contrasting color jersey from that of field players.
RAIN OUTS:  If weather or field conditions are questionable, call the Intramural office at ext. 5053 or 768-5053 if you are calling from off campus. TEAMS WILL BE NOTIFIED AND GAMES WILL BE RESCHEDULED, AS TIME PERMITS! 

FORFEIT PROCEDURE:  If a team fails to have the required number of participants at the scheduled game time, the opposing team who is present will have the following options:

1. Take the win by forfeit. No contest will be played.

2. Choose to wait until the opponent arrives to compete. A 10 – 0 lead will be given to the waiting team. If the team is still not ready for play after 15 minutes, a win will be declared for the waiting   team. 

3. Depending on the circumstances, the Intramural Director will make final decision on whether the loss will be automatic (regular), or forfeit.

4. A team who forfeits twice will be dropped from the league and will be replaced by a team from the waiting list.

If a team forfeits a game, then the forfeiting team will be required to pay a re-entry fee of $10 (non-refundable) at the Intramural Office before the team’s next scheduled contest in order to stay in the league. If the team does not pay their re- entry fee, then they will be dropped immediately from the league.

SAFETY:

1. Proper attire should be worn. No jeans or dress pants allowed.

2. It is forbidden to wear any object that may cause an injury or give an artificial advantage to the player, including but not limited to: head gear, jewelry (including tied rope necklaces, earrings, nose rings, etc.), casts or braces. Taping of exposed jewelry will not be permitted. This is for your safety as well as others.

3. Religious medallions or medical identifications must be removed from chains and taped/concealed under the uniform.

4. Individuals are required to obtain prior approval from the Intramural Director for the use of orthopedic devices essential to protect an injury.

5. Players/coaches bleeding or carrying blood on clothing will be prohibited from participation until appropriate measures have been administered.

6. Any player who refuses to follow these rules may be removed from the playing area.

***The NIRSA National Flag Football Rules will govern play, with the following modifications:

1. Team Requirements

1.1 A team shall consist of seven players. A team can play with a minimum of 5 players.

1.2 The offensive team must have 4 players within 1 yard of the line of scrimmage at the time of the snap.

1.3 All players must have checked in with the scorekeeper and be recorded on the game sheet before they are allowed to participate.

1.4 Substitutions are allowed between plays and during time- outs.

1.5 All games shall be played on the date and hour scheduled. BE ON TIME.

2. Equipment and Facilities

2.1 All players must wear proper foot attire.

2.2 Rubber cleated shoes will be allowed. No metal screw-in cleats, boots, open toe, open heel or hard-soled shoes will be allowed.

2.3 Each player must wear pants or shorts without any belt(s), belt loop(s), pockets (s) or exposed drawstrings. A player may not turn his/her shorts inside-out or tape his/her pockets in order to play.

2.4 All jewelry must be removed before participating.

2.5 Towels may not be worn; a towel may be kept behind the play.

2.6 Equipment such as helmets, billed hats, pads or braces worn above the waist, leg and knee braces made of hard, unyielding substances or casts is strictly prohibited.

2.7 Each player must wear a one-piece belt, without any knots, at the waistline with three flags permanently attached. Flags must have a spring-loaded clip. Teams must use flags provided by IM.

2.8 Teams must wear similar colored shirts with numbers or mesh vests provided by IM. Shirts must be tucked in the player’s pants or cut off a minimum of 4 inches above the top of the flag belt.

2.9 The official ball will be one supplied by IM. Teams may use a legal ball of their choice when in possession.

2.10 The on-site scorekeeper will keep time and score.

2.11 Two discs will be used to mark the offensive and defensive scrimmage line. There will always be a 1-yard neutral zone on all plays.

3. Start of Game and Timing 

3.1 Toss of the Coin- Three minutes before the start of the game, the referee will conduct a captain’s meeting in which he/she will designate which captain shall call the toss of the coin. The captain winning the toss shall have choice options for the first half or shall defer their option to the second half. The options for each half shall be:

a. To choose whether his/her team will kick or receive.

b. To choose the goal his/her team will defend. The captain, not having the first choice of options for a half, shall exercise the remaining option.

3.2 Games will consist of two 20-minute halves with a 3-minute half -time. Timing will be continuous for the first 19 minutes of the first half and the first 18 minute of the second half. Only team and official time-outs can stop the clock. Approximately one and two minutes before the end of each half, the referee shall stop the clock and inform both captains of the time left on the clock. The clock starts on the snap.

3.3 If a team is leading by 17 points or more in the final two minutes of the game, the mercy rule will be put into effect and the game will be over. For Co-Rec the mercy rule will be 25 points. Exception: Team that is trailing may choose to stop playing at any time.
3.4 During the final minute of the first half and the final two minutes of the second half  the clock will stop for:

a. Incomplete legal or illegal forward pass – starts on the snap. 

b. Out of bounds – starts on the snap.

c. Safety – starts when the free kick is legally touched.

d. Team timeout – starts on the snap.

e. First downs – dependent on the previous play.

f. Touchdowns – starts on the snap (after the try).

g. Penalties – dependent on the previous play.

h. Touchback – starts on the snap.

i. Inadvertent whistle – starts on the ready.

j. Either team awarded a new series- start on the snap.

k. Change of possession – starts on the snap.

3.5 One time –out a half is allowed per team. It will not carry over to the next half. Timeouts will be one minute.

3.6 The ball must be put into play no more than 25 seconds after the official has placed the ball. The play clock will keep by the official.

4. Game Rules

4.1 Length of the field shall be 80 yards by 40 yards with 10-yard end zones, yard markings every 20 yards.

4.2 The ball will be placed on the 15-yard line after every touchdown.

4.3 A team shall have four consecutive downs to advance to the next zone line –to –gain (and earn a first down).

4.4 The zone line-to-gain in any series shall be the zone in advance of the ball, unless distance has been lost due to penalty or failure to gain.

4.5 A new series of downs will be awarded when a team moves the ball into the next zone on a play from penalty.

5. Flag Belt Removal

5.1 When the flag belt is taken from the runner, the down shall end and the ball is declared dead. A player who removes the flag belt from the runner should immediately hold the flag belt above his/her head to assist the official in locating the spot where the capture occurred. A ball carrier is considered de-flagged when the clip of the flag belt becomes detached, not where the belt falls to the ground.

5.2 If a flag belt inadvertently falls off, a one-hand tag between the shoulders and the knees constitutes a capture.

5.3 A player may leave his/her feet to remove a flag.

5.4 In an attempt to remove the flag belt from the ball carrier, defensive players may not contact the body of an opponent with his/her hands. A defensive player may not hold, push or knock the ball carrier down in an attempt to remove the flag.

5.5 A defensive player may not remove an offensive player’s flag when the offensive player does not have the ball. Similarly, the defensive player may not remove the quarterback’s flag after the ball has been thrown. Penalty: Illegal flag belt removal, 10 yards.

5.6 A defensive player may not remove an offensive receiver’s belt prior to the receiver touching the ball. Penalty: Defensive pass interference, 10-yard automatic first down.

5.7 A player may not fasten his flags to his uniform or belt other than prescribed in the rules. Penalty: 10 yards.

The official will check the flags of each person who scores a touchdown or extra point. If a player removes their flag belt prior to one of the officials checking the flag belt, the score will be disallowed.

5.8 All players on the field must wear flags. Failure to do so will result in a five-yard penalty, if noticed prior to the ball being snapped. If noticed after the ball has been snapped, then the player without a flag belt must be touched with one hand between the shoulders and knees (after the ball has been snapped, a penalty cannot be assessed).

5.9 Runners shall not flag guard by using their hands, arms or the ball to deny the opportunity for an opponent to remove the flag.

a. Placing or swinging the hand or arm over the flag belt to prevent an opponent from de-flagging.

b. Placing the ball in possession over the flag belt to prevent an opponent from de-flagging. Penalty: Flag guarding, 10 yards.

c. An offensive player may not stiff arm to ward off an opponent. Penalty: Personal Foul, 10 yards. 

d. An offensive player may not stiff arm to ward off an opponent. Penalty: Personal Foul, 10 yards.

6. Dead Ball

6.1 A live ball becomes dead 

a. When it goes out-of-bounds.

b. A legal de-flagging occurs by the defense.

c. The ball carrier touches the ground with any part of their body other than the hands or feet (ball is part of hand).

d. A touchdown, touchback, safety, or successful try is made.

e. A forward pass strikes the ground or is caught simultaneously by opposing players.

f. Whenever the ball hits the ground.

1. A fumble

2. A snap from the center touches the ground (dead at the spot where it hits the ground).

3. When a muff of a punt strikes the ground.

g. When an official sounds his/her whistle inadvertently during a down.
7. Position and Action during the Snap
7.1 The center, after assuming the position for the snap and adjusting the ball may not move nor change the position of adjusting the ball, may not move nor change the position of the ball in a manner simulating of a play. The ball must be snapped in one continuous motion, not necessarily between the center’s legs. The player receiving the snap must be 2 yards off the ball for a scrimmage play and for a punt. Penalty: Illegal procedure. 5 yard penalty.

7.2 All offensive players must be momentarily within 15 yards of the ball. It must be clear who the seven offensive players are on each play. The intent of this rule is to eliminate all sleepers or hideout plays. Penalty:  10 yards for illegal participation.

8. Motion/Shift

8.1 Only one offensive player may be in motion at the time at the snap. This motion must not be towards the opponent’s goal line. (If two or more players go in motion before the snap, then this is considered a shift and all players must come set for one full second prior to the snap).

9. Backward Pass and Fumbles

A runner may pass the ball backwards or lose player possession by a fumble anytime.

9.1 Fumbles are dead when the ball touches the ground.

9.2 The ball is put into play by the offensive team at the point where the ball first touches the ground.

9.3 A backward pass of fumble may be caught or intercepted in flight by any player and advanced.

9.4 A backward pass or fumbles into the offensive teams’ own end zone will result in a safety. If the ball is fumbled into the opponent’s end zone the result is a touchback (opponent’s ball on their 15 yard line).

10. Scoring Plays and Touchback

10.1 It is a touchdown when a player behind the opponent’s goal line catches a loose ball and when runner advances so that the ball penetrates the vertical plane of the goal line. The body does not have to cross the line.

10.2 The player scoring the touchdown must raise his/her arms to be de-flagged by the official.

10.3 There shall be an opportunity to score 1 point from the 3-yard line, 2 points from the 10-yard line or 3 points from the 20 yard line by running or passing. If the defense should intercept a pass, they may return it for a score. A score will equal three points, regardless of whether or not the attempt is for one, two or three points.

11. Screen Blocking

11.1 Blocking, as in regulation tackle football, is prohibited. A screen block shall take place without contact. The screen blocker shall have his/her hands and arms behind his/her back. Any use of the hands, arms, elbows, legs, or body to initiate contact during a screen block is illegal. A blocker may use his/her hand or arm to break a fall or retain his/her balance. A player must be on his/her feet before, during and after screen blocking. There will be no screen-blocking pass the line of scrimmage. Penalty- personal foul, 10-yards.

11.2 Neither charge, a runner shall charge into nor contact an opponent is his/her neither path nor attempt to run between two opponents unless the space is such to provide reasonable chance for him/her to go through without contact. Penalty: personal foul, 10-yards.

12. Putting the Ball in Play

 The ball will be put into play by a series of down at the appropriate spot:

a. After a touchdown- 15 yards line

b. After a safety or touchback-15 yard line.

c. Overtime-10 yard line.

13. Protected Scrimmage Kicks (Punts)

a. Punts must be announced before the ball is ready for play. The kicking team must have 4 players on their line of scrimmage. Punts must be snapped from the center. The punter must be at least one yard off the line of scrimmage upon receiving the snap and must punt the ball immediately. There will be no movement by the offensive players until the ball is kicked. Penalty- 5 yards.

b. Defensive players may not enter the neutral zone until the ball is kicked. Penalty: encroachment, 5 yards.

c. Defensive players may jump to block the kick.

d. The ball may be run back if it touches the ground.

e. A muffed punt is dead where it touches the ground.

f. Quick kicks and fake punts are illegal. Penalty: Unsportsmanlike conduct, 10-yards.

14. Legal catch

For a legal catch the pass receiver:

a. Must come down with at least one foot in bounds.

b. A catch by any kneeling or prone inbound player is a completion or interception.

c. A loss of ball simultaneously with returning to the ground is not a catch or interception.

15. The game procedure (Playoffs only)

Tie score at the end of regulation- the field’s captains shall be brought together and a coin toss will be conducted. During the playoffs, the overtime format will be repeated until a winner is declared. The winner of the toss shall be given the option of either offense or defense. Each team will be given 4 downs from the same 10-yard line to score a touchdown. If the first team scores, then the second team will still have 4 downs to attempt to win or tie the game will be over, if not the ball will be placed at the 10-yard line to begin the series of four downs. If the defensive team intercepts a pass and returns it for a touchdown the game will be over with the defensive team being the winner. Conversion attempt will be held as in regulation play. Each team is entitled to one time-out per overtime period.

16. Player Conduct

16.1 No player shall commit the following acts: Penalty: Unsportsmanlike conduct, 10-yards. If flagrant the offender shall be disqualified.

a. Intentional kicks the ball.

b.  Intentionally kicking at any opposing player.

c. Intentionally swinging an arm, hand, or fist at any opposing player.

16.2 Prohibited acts: Penalty: Unsportsmanlike conduct, 10-yards. If flagrant the offender shall be disqualified.

a. Disrespectfully addressing an official.

b. Using profanity, taunting, insulting, or vulgar language or gestures.

c. Intentionally contacting a game official physically during the game.

d. Fighting an opponent.

16.3 Personal fouls: Penalty: 10-yards, and if flagrant, the offender will be disqualified. 

a. Punch, strike, stripe, steal or attempt to steal the ball from a player in possessions.

b. Trip an opponent.

c. Contact an opponent who is on the ground.

d. Throw the runner to the ground.

e. Deliberately drive or run into a defensive player.

f. Clip an opponent.

g. Tackle the runner.
17. Clarification
17.1 Any contact with the quarterback is considered roughing the passer. Penalty: 10 yards and automatic first down.

17.2 Pushing a receiver/defender is not allowed. Penalty: Illegal use of hands, 10 yards.

17.3 Any dead-ball penalty on the defense occurring during a touchdown or a successful extra point will be assessed on the next play from scrimmage at the 15-yard line.

17.4 When an official blows an advertent whistle, the ball is dead at the point when the whistle was blown. The team against which the inadvertent whistle was blown dead has the option of accepting the play or replaying the down.

17.5 Spiking, taunting, and any intentional antagonizing of the opposing team will be considered unsportsmanlike conduct. Penalty: 10-yards.

17.6 The offensive team is responsible for retrieving the ball to an official at the line of scrimmage. However, the offensive team may bring the ball into the huddle in an attempt to keep the ball dry.

17.7 Each member of a team is eligible to receive a pass unless the player voluntarily goes out of bounds during the play.

Summery of Co-Rec Rules

18. The Game. 

18.1 The game shall be played between 2 teams of 8 players, 4 men and 4 women. Teams with 7 players shall be 4 men and 3 women or 4 women and 3 men.

18.2 Six players, 3men and 3 women are required to start the game to avoid a forfeit.

18.3 The game may be continued with less than 6 players as long as the team has a chance to win.

19. The Ball 

19.1 The regular, intermediate, youth or junior size football shall be used.

20. Minimum Line Players

20.1 The offensive team must have at least 5 players on their scrimmage line

At the snap. Penalty: Illegal procedure, 5 yards.

21. Male runner

21.1 A Team A male runner cannot advance the ball through Team A’s scrimmage line. There are no restrictions: during a run by a male runner once the ball is beyond the Team A scrimmage line; during a run by a female runner; and after a change of possession. Penalty: Illegal procedure, 5 yards from the previous spot

22. Male to Male Completion

22.1 During the offensive team’s possession there may not be 2 consecutive legal thrown pass completions from a male receiver. This rule applies to the try.

22.2 If a male passer completes a legal forward pass to a male receiver, the next legal forward pass completion must involve either a female passer or a female receiver for positive yards.

22.3 The spot where the ball becomes dead by rule must be beyond the Team A scrimmage line (first ball spotter –orange). 

22.4 There are no other restrictions concerning a male passer completing legal forward passes to a female receiver, or a female to female, or female to male. Penalty: Illegal forward pass, 5 yards from the spot where the second consecutive male to male completed legal forward pass is released and a loss of down.

22.5 Any foul, whether accepted or declined, shall have no effect on whether the next legal forward pass completion is “open” or “closed.” 

23. Illegal Forward Pass

23.1 If a female passer completes a forward pass to a male receiver behind the Team A scrimmage line (the first ball spotter-orange) and he runs beyond this scrimmage line, it is an illegal forward pass. Penalty: Illegal forward pass, 5 yards from the spot of the pass and loss of down.

24. Mercy Rule

24.1 If a team is 25 or more points ahead when the referee announces the 2-minute warning for the second half, the game shall be over.

24.2 If team scores during the last 2 minutes of the second half and that score creates a point differential of 25 or more points, the game shall end at that point.

25. Touchdown Value

25.1
If a female player scores a touchdown, the point value is 9. If a female player throws a legal forward pass and a touchdown is scored by any Team A player, the point value is 9.

Summery of Fouls and Penalties

Loss of 5 yards:

1. Required equipment worn illegally

2. Delay of game

3. Illegal snap

4. False start

5. Encroachment

6. Illegal procedure

7. Illegal forward pass (5 yards from point of pass and loss of down)

8. Intentional grounding (5 yards from point of pass and loss of down)

9. Helping the runner: the runner shall not grasp a teammate or be grasped, pulled pushed by a teammate.

10. Offensive player not within 15 yards of ball.

11. Illegal shift.

12. Unfair tactics

13. Substitution rules infractions

14. Infraction of punt formation –line players or kickers

15. Infraction of scrimmage formation

16. Player out of bounds when ball is snapped

17. Player receiving snap within 2 yards of scrimmage line

18. Intentionally throwing backward pass or fumble out of bounds (loss of down if by Team A)

19. Advancement by Male runner (CoRec only)

20. Illegal forward pass –2 consecutive male to male forward pass completions (Loss of down) (CoRec only)

21. Illegal forward pass –male catches pass and runs beyond scrimmage line (loss of down) (CoRec only)
Loss of 10 yards:

1. Illegal player equipment

2. Quick kick

3. Kick catch interference 

4. Two or more consecutive encroachments during same interval between scrimmage downs

5. Forward pass interference –offensive (loss of down)

6. Forward pass interference –defensive (automatic first down)

7. Illegally secured flag belt on touchdown (loss of down if by offense) (Automatic first down if by defense)

8. Unsportsmanlike player conduct

9. Spiking, Kicking or throwing ball during dead ball

10. Unsportsmanlike conduct by coaches, substitutes or others

11. Strip or attempt to strip the ball

12. Contact with opponent on ground

13. Throw runner to the ground

14.  Hurdle any player

15. Contact before or after ball is dead

16. Unnecessary contact of any nature

17. Drive or run into player

18. Position upon shoulders or body

19. Tackle runner

20. Roughing the passer (Automatic first down)

21. Illegal offensive screen blocking

22.  Interlocked interference

23. Defensive use of hands

24. Guarding the flag belt

25. Stiff arm

26. Obstructing or holding the runner

27. Batting a free ball

28. Illegal kicking

29. Illegal participation

30. Illegal substitute/replaced player

31. Pretended, unfair substitution

32. Illegal flag belt removal  

**Rules are subject to change at the discretion of the Intramural Director. Captains will be notified. **

MEDICAL PROCEDURES:  The Intramural Dept. assumes no responsibility for injuries received during intramural and open recreation activities. Participants are reminded that their participation is completely voluntary. Each year a small number of injuries occur which require hospital treatment. The nature of sports activity and the large number of participants in the Hartford Intramural Program make the occurrence of some injuries inevitable. It is strongly recommended that all participants have a physical examination and secure medical health insurance. Any injury or accidents occurring during activities should be reported immediately to on-duty personnel. Participants who are on medication are urged to confidentially inform the Intramural supervisor of their specific situation. 

ALCOHOL AND DRUG POLICY: Individuals and teams, who arrive intoxicated, suspected of consumption or possessing alcohol or other illegal substances will not be permitted to play. The game will immediately be called a forfeit and the offending individuals immediately suspended. The Intramural Department will not tolerate such behavior and will act in a manner which is prudent, with the safety of all participants the priority.
SPORTSMANSHIP RATING:

Good sportsmanship is a requirement of all participants. Players and coaches are to conduct themselves properly at all times. The Intramural Department reserves the right to suspend or disqualify individuals or group for unsportsmanlike conduct. Unsportsmanlike actions before, during and/or after a contest will not be tolerated and anyone who acts in this manner will face swift discipline. The team captain assumes full responsibility for the conduct of the team and spectators.

Unsportsmanlike conduct includes actions which are unbecoming to an ethical, fair, honorable individual. It consists of acts of deceit, disrespect or vulgarity and includes taunting. The Intramural Department disapproves of any form of taunting which is tended or designed to embarrass, ridicule or demean others under any circumstances.

Teams qualifying for the playoff tournament (using W/L record) must average a 2.5 rating to be included. In addition, teams must maintain a 2.5 rating throughout the playoff tournament. Teams dropping below 2.5 average will be eliminated from the tournament. All ratings will be cumulative.

In case of ties, the following tie-breaker format will be used:

1) Head/Head  2) Sportsmanship Ratings  3) Point Differential  4) Goals/points

RATING CRITERIA

4 .0 (Excellent) – given to a team which demonstrates good sportsmanship and maintains an excellent attitude of complete cooperation. Full and complete support of the officials.

3.0 (Above Average) - given to a team when there is no incident of poor sportsmanship.  Respect shown for opponents, officials and staff.

2.0 (Average) - given to a team that is beginning to show poor sportsmanship, disrespect towards staff and officials, minor infractions are present.  Poor behavior limited to individual/s, not to the entire team.

1.0 (Below Average) - given to a team if players, other than the captain, persist in questioning officials’ decisions, repeatedly argue with the officials and staff.  Frequent use of profane of vulgar language, players endangering the welfare of others, alcohol or drugs use by players or spectators, spectators clearly related to the team fail to cooperate with the officials and staff.

0 (Poor) - given to a team when players possess all the behaviors of a 1 rating.  In addition they disregard warning of unnecessary roughness, unsportsmanlike conduct, abusive language or action, etc.  Examples include, fighting, bench clearings, ejected players for fighting, destruction or damage of IM property, no attempt of a team to control their fans and their interference in a game, striking an official or staff member.

*** The Intramural Director reserves the right to change any grade based on team/player’s sportsmanship. ***
Please read the Intramural Handbook. It is a written description of the regulations that govern the Intramural Sports Program. No matter what sport you play, these regulations govern your participation in our programs. It is imperative to the continuity of the program that all participants are aware and abide by the guidelines set forth by the Intramural Department.
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