HUC Indoor League Rules
Game Duration, Game Format
· Field and End zone perimeters are based on Soccerworld's existing lines.
There will be no need to set up the field before each game or use of pylons (except moving the soccer nets off the field at the start).
· Brick mark is 5 paces from the front line.
· All timers MUST start at the scheduled start time.  Call time cap at 5 minutes before end of time slot – there are no timeouts during the time cap.
· Captains will need to make sure to set-up the timer/scoreboard on time for the time slot minute time slot and to immediately reset the timer after finishing your game.  This will help set up the timer/scoreboard for the following game.  All teams will use the electronic scoreboards to monitor the game duration and if possible the score.  Make sure that several people on your team know how to operate the timers.
· All games are 75 minutes including warm up.  Captains should decide when to call half, with an optional 5 minute break at half time.  Pulls will initiate each half.  Games must end at or before the scheduled end.  Play-off games cannot end in a tie.  Play through the buzzer, next point wins.
Number of players

· Each team will field 6 per side, with a M:F ratio 3:3 or 4:2.  There are up to 7 men & up to 6 women per team.  Gender ratio must be discussed with the other captain at the beginning of the game.  If captains cannot agree, the default Gender ratio is 3:3 for one half of the game, 4:2 for the other half of the game.
Subbing-On-The-Fly Rules
· Subbing will be made on the fly at the designated subbing area (in front
of the scoreboard).  That is, subbing-OFF players must run towards the
scoreboard area to HIGH-FIVE the subbing-ON player.  Remember that you can't
go on the field until you are high-fived by your team mate.  HINT: Try to sub
only when you're on offense.
· In the past, there have been cases of players not tagging and/or subbing-ON
players coming on the field near the end zones.  This is not permitted and
violating teams can be penalized:
a. Subtracting the resulting point, if violation results in a point (to be enforced by players and captains) or
b. Regaining possession, if the violation caused an offensive turnover
Other

· Stall count to 8.

· If you lose track of who is subbing on/off and you end up with more players than the other team, you lose possession (repeat… always tag the person when you are coming on).  If there are an incorrect number of players on the field, as soon as it is noticed play stops and players stay where they are.  Thrower puts the disc on the ground and play is resumed with a check/self-check.
· No Footblocks!!!  Unless agreed upon by the captain(s) before the game.

· There will not be a hard (score) cap.  Teams can continue to score until
the duration of the game elapses.
· Timeouts - Each team will be allowed 3 timeouts per game (1 per half + 1 floater). The procedure of initiating and carrying out a time out will follow 11th edition rules, with the following ammendments:

1) No timeouts allowed in the last 5min of the game
2) Time out duration is 60 seconds (instead of 70sec)
3) Defensive team can check the disc in play immediately after the 60sec elapses (instead of waiting an additional 20sec before checking the disc and starting stall count).  The Offensive team has 5 counts to react to the disc being put into play before the Defensive team can set up a mark and begin the stall count (so at the 50 second mark, start a loud 10 second pre-stall).  Therefore it is in the best interest of both teams to watch the clock while the offensive team is strategizing.  In a nutshell, if you call a time-out, check the clock and concur with your marker when your timeout will expire (which is 60 seconds later).


Continuous Play/Speed Point Format
· There will be no pulls or stoppages of play at the end of each point scored.
The offensive team (after scoring) will drop the disc where they scored in
the end zone.  The previously-defensive, now-offensive team will then pick
up the disc and resume play at this location (live-end zone).  The
previously-offensive team will then be on defense.
· Live-end zones all the time
a. When the point is scored and possession of the disc changes or

b. On the pull (at the start & at the half)

c. On turn (in the endzone)

The only time the disc is walked up is when the disc goes out the back or sides of the endzone.

SUBS
Please keep in mind that the basic intent of all UPA rules is to try to ensure that no-one gains an unfair advantage.  The AIM of the rules concerning subs is the same.

· Additional players not on the team roster may ONLY be used if:

a. The substitute player is of similar (within 0.2) skill level or lower than the missing player(s)

b. The team missing players may replace players to match the number of male / female players on the opposing team.  The team using the substitute players may not exceed the number of male / female players on the opposing team.

i.e. Team Blue has 4 Male players show up (missing 3 M players); Team White has only 6 Male players (missing 1).  Team White is going to play with 6.  Team Blue may only replace 2 of the 3 missing players.
Substitution Policy:  ONLY HUC Indoor players may substitute. 
