
Grand Valley State University 

Campus Recreation

Intramural Sports

Floor Hockey Rules

NIRSA rules apply to all games, except any of the following adaptations.  For questions regarding general intramural rules and regulations visit us online at www.gvsu.edu/rec
Eligibility:  All currently enrolled Grand Valley State University students and faculty/staff are eligible to participate in the intramural sports program. Current students are defined as taking at least one credit hour at the time of participation. GVSU Hockey and Roller Hockey club players are limited to only two members per team. Professional and/or semi-professional players are ineligible for one year following the last day of their participation with the varsity or professional program.  
Student ID’s:  ALL participants must present a GVSU identification card to participate in an intramural event. Please consult intramural rules and regulations at www.gvsu.edu/rec for more information.
Team Roster: It is each team captain’s responsibility to ensure that all team members are listed on the team’s IMLeagues roster. Each team’s roster will be frozen following their last regular season game.  During playoffs, a participant and their correct G-number MUST be listed on that team’s IMLeagues roster to be eligible to participate. Individuals not listed on the roster may not participate in playoffs, without exception.
Play On One Team/Illegal Players: A participant may play on only one men’s or women’s team and only one co-rec team. Women may not play on/in men’s teams/leagues and vice-versa.  Any participant playing on two teams in the same division will automatically be disqualified from participating in the division in which the offense occurred for the remainder of that sport season. In addition, any game(s) the participant played illegally will result in a forfeit.  If a player is found to be illegal, they are ineligible to play even if there is a mutual team agreement.  Players are also considered illegal if they violate eligibility procedures.
Rule Interpretations:  The officials and supervisors on duty will handle questions on the court; a ruling will then be determined.  The resulting decision is final.
SCHEDULE CONFLICTS: If a schedule conflict occurs, the team captain shall contact the IM office, by phone, during normal business hours. Every effort will be made to adjust the game.  NO GUARANTEES.  No playoff games will be rescheduled.

FORFEITS AND DEFAULTS: A forfeit will be called if at least 3 players are not present and ready to play within the 5-minute grace period from the scheduled game time.  A team that forfeits a game will be dropped from the league unless they pay a non-refundable $10 forfeit fee to the intramural sports office by 5pm on the business day (Monday-Friday) following the forfeit.  A DEFAULT is recorded if the team captain provides written notice to the intramural sports office by noon on the business day on or prior to the game to be defaulted to avoid further penalty.  Consult the intramural sportsmanship policy at www.gvsu.edu/rec to view ratings that apply to forfeits and defaults. 

Eligibility Protests:  Must be made during the game to the official.  The captain must complete the protest form and must pay $20 protest fee on the next business day in the intramural sports office.  The fee will only be returned if the protest is upheld.

BLOOD BORN PATHOGENS: If a player is found to be bleeding, they must immediately leave the game until the bleeding stops.  Substitutions may occur at this time and the official may take a timeout.  Blood soiled clothing must be removed before the player can re-enter the game.
CONCUSSIONS:  Any player who exhibits signs, symptoms, or behaviors consistent with a concussion (such as loss of consciousness, headache, dizziness, confusion, or balance problems) shall be immediately removed from the game and shall not return to play until cleared by an appropriate healthcare professional.

Team: A team will consist of four players on the floor (3 players and a goalie) 
Substitutions:

1. Substitution will be allowed at any time, on the fly, but are at the team’s own risk.

2. A player who comes late to the game must sign in with the scorekeeper first before entering the game.

Equipment:  

1. Players must wear a helmet at all times on the playing surface.  

2. A shirt must be worn underneath jerseys. 

3. It is recommended that the player’s helmet have a face guard.  

4. Sticks, helmets (with and without face guards), goalie equipment, and jerseys are provided.  
5. Jewelry shall not be worn except for religious or medical medals, which shall be taped to the body with medical data visible.  Tape will not be provided.
6. Any item that, in the official’s judgment, constitutes a safety concern or would create an unfair playing advantage may be disallowed.
7. GOALTENDERS ARE ENCOURAGED TO PROVIDE THEIR OWN EQUIPMENT.
Time: 

1. A game will consist of 3- ten (10) minute periods with a one (1) minute break between periods.  

2. The clock runs continuously until the last two (2) minutes of each period, which the clock will stop on every whistle.  

3. If a team is winning by 4 or more goals the clock will not stop within the last two minutes of each period.  

4. Each team has a single one (1) minute timeout per game.
Mercy Rule:  

If a team is winning by 8 goals or more after the first period a mercy rule will be in effect.  
Tie Games:  
1. During regular season play, there will be no tiebreakers. 

2. During the playoffs, a three (3) minute sudden death overtime period will be played.  

3. If a tie still stands after the overtime period, a shoot out will break the tie.  Each team will have three players shoot. If the score is still tied after 3 shooters, then the shoot-out will continue with the remaining players on each team before the first shooter may take a second shot. The teams alternate turns and the team that leads at the end of the shoot out wins.

PENALTIES 

1.   If a player receives four minor penalties, two major penalties, or one major and two minor penalties the player will be ejected from the game.  The player that is ejected from the game is automatically disqualified from their next game.

2. Fighting will result in an automatic ejection from the game and indefinite suspension.

3. If offsetting penalties occur, the play will continue with both teams full strength.

4. However, if one team does not have a bench player to substitute in for the penalized player, the play will continue with both teams having only two players on the floor (includes goalie).

5. A team, at no time, shall have less than 2 players on the court (includes goalie).
Sportsmanship Penalties:

All sportsmanship penalties are subject to a FIVE-minute penalty and possible game misconduct.  Sportsmanship penalties are defined as penalties where the use of profanity, taunting, or vulgar language or gestures has been used.  OR, VIOLENT CONTACT OR ATTEMPTED VIOLENT CONTACT WITH THE STICK OCCURS IN THE JUDGMENT OF THE OFFICIAL (INCLUDING BUT NOT LIMITED TO BUTT-ENDING, CROSS CHECKING, OR SLASHING).  (Note:  NIRSA Rule Definition)  The team must play short-handed for the duration of this penalty, regardless if goals are scored.  A SECOND SPORTSMANSHIP PENALTY TO THE SAME PLAYER RESULTS IN AUTOMATIC DISQUALIFICATION.
Major Penalties:

1. All major penalties result in the player serving TWO-minute penalty.  The team must play short-handed for the duration of this penalty, regardless if goals are scored.
2. Major penalty fouls include, but are not limited to:

a. Tripping- intentional tripping with the stick or body part.

b. Elbowing- use of the elbow to impede an opponent.

c. Throwing the stick- intentional throwing of the stick to gain an advantage.

d. Hooking- wrapping the stick around a player.

e. Intentional holding a player from scoring on a breakaway.

f. Any unnecessary and/or excessive body contact.

Minor Penalties:

1. All minor penalties will result in the player serving a ONE-minute penalty.
2. The penalty expires at the end of one minute or if the offended team scores a goal.
3. Minor penalty fouls include, but are not limited to:

a. High Sticking - above the waist (shooting or non-shooting in traffic).

b. Holding – the player, jersey, or stick with a hand, arm, or leg.

c. Interference – contacting or inhibiting the progress (which could be avoided) of an opponent who does not possess the puck, or knocks the stick out of the opponent’s hand, or prevents the player from regaining possession of a dropped stick.

d. Goalie Interference – same as above.  (Note:  There is no defined area known as the “crease”)
VIOLATIONS:


1. VIOLATIONS WILL RESULT IN A STOPPAGE OF PLAY FOLLOWED BY A FACE-OFF AT THE MARK NEAR 
WHERE THE VIOLATION OCCURRED (NO POWER PLAY).


2.  VIOLATIONS INCLUDE, BUT ARE NOT LIMITED TO:



A. HIGH STICKING – ABOVE THE WAIST (NOT OCCURRING IN TRAFFIC)



B. HAND PASS OR INTENTIONAL KICK OF PUCK



C. DELAY OF GAME


Co-Rec Rule Modifications:

1. A team consists of 4 players, two men and two women.

2. A minimum of three players is required (2 male + 1 female or 2 females + 1 male).
3. 
A goal scored by a female is worth 2 points.
Sportsmanship:

1. The intent of GVSU Intramural Sports is to provide a sportsmanlike, safe, and fun environment.

2. The sportsmanship rating system is designed to rate team and not individual conduct, yet hold the team accountable for an individual’s actions.  
3. Being a good sport is a team captains, players and spectators responsibility. They will be held accountable for acts including abusive language, threatening remarks or abusive behavior before, during and after any intramural contest and throughout the intramural season.

4. Team captains are expected to be the team leader and exhibit full control over their team, thus setting an example by communicating and educating their team to be good sports.  Further, the captain may address an official in a respectful manner concerning a rule interpretation, not questions of officials’ judgment.

5. A player ejected during the game results in a one game suspension (if severe, additional restrictions may be imposed).  If necessary, the captain and ejected player must meet with the Assistant Director of Intramurals before being eligible to participate again.  

6. Team Sportsmanship Ratings apply to behavior before, during and after a contest.  Teams are expected to receive a rating higher than a three (3) to be eligible for playoffs. Those teams that receive a rating of two (2) will be suspended for their next game. Any team receiving a season ending rating (1) will be dropped from the sport and may be subjected to additional disciplinary action.
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