Ultimate Frisbee Study Guide

Definitions:

Spirit of the game – Term used to describe the sportsmanship, which places the responsibility for fair play on the player.  Highly competitive play is encouraged, but never at the expense of mutual respect among players, adherence to the agreed upon rules of the game, or the basic joy of play.

Best perspective – The most complete viewpoint available by a player.

Brick – Any pull that initially lands out-of-bounds and was untouched by the receiving team.

Check – When a player from the opposing team (usually the marker) touches the disc after a stoppage of play.  This allows play to resume.

Line – A boundary defining the playing areas.  It may be a drawn line or an imaginary line between two field markers.

Marker – The person defending the thrower.

Pivot – The particular part of the body in continuous contact with a single spot on the field during a thrower’s possession.

Pull – The throw from one team to the other that starts play at the beginning of a half or after a goal.

Pick – Violation where an offensive player moves in such a manner to cause a defensive player guarding a receiver to be obstructed by another player.

Receiver – Offensive player that is attempting to catch a pass from a teammate.

Self-Check – When no marker is close enough to the disc to check it, the offensive player may check it to re-start play.

Stall – Violation that occurs when an offensive player has been in possession of the disc for 10 seconds without a throw attempt.  

Stall count – When a marker of the defensive team begins a 10 second count within which time the offensive player must throw the disc.

Strip – Foul that occurs when a defensive player makes contact with the disc while in possession of an offensive player causing them to lose possession of the disc.

Thrower – The player in possession of the disc that is attempting a throw to another teammate.

Travel – Violation where an offensive player in possession of the disc either moves their pivot foot when attempting a throw or takes too many steps after a completion.

Turnover – Any event resulting in a change of the team in possession.

Field of play: 

The standard field of play is a rectangular area 40 yards wide and 120 yards long with 25-yard end zones on either end.

Rules of the game:

· A standard game is played until a team scores 15 goals.  You must win the game by two.
· Fouls and violations may occur in Ultimate, but there are no penalties awarded.
· Play starts at the beginning of each game and after each goal with a pull.
· Players line up in their respective end zones and may not cross the goal line until the disc is released.
· The pull may be made only after the thrower and a player on the receiving team raise a hand to signal that team’s readiness to begin play.
· If the pull is caught or lands in the end zone it must be played from that spot.
· No player on the throwing team may touch the pull in the air before it is touched by a member of the receiving team.  To do so may result in a re-throw if requested.
· If the pull is touched by the receiving team before the disc hits the ground and then allowed to hit the ground, it is a dropped pull, which results in a turnover.
· The disc may be thrown in any direction.
· During any stoppage of play, all players must come to a stop as quickly as possible and remain there until play is restarted with a check.
· In the event that momentum carries a player out-of-bounds after gaining possession of an in-bounds disc and landing in bounds, the player is considered in-bounds.
· The thrower may pivot resulting in contact with an out-of-bounds area providing the pivot foot remains in-bounds.
· If a team gains possession in the end zone which it is defending following a turnover, the player taking possession must immediately put it in play or carry it to the goal line and put it in play from there.
· A goal is scored when a player catches any legal pass in the end zone of attack.  The player’s first point of contact must be completely in the end zone…not on the line.
· A player cannot score by running into the end zone with the disc.  If momentum carries them into the end zone after gaining possession, that player must carry the disc back to the closest spot on the playing field outside of the goal.
· An incomplete, intercepted, knocked down pass, or a pass in which the disc goes out-of-bounds, results in a change of the team in possession.  
· If a disc is dropped by the thrower without defensive interference it is considered an incomplete pass.
· A receiver whose first point of contact is on the sideline is considered out-of-bounds.
· The disc cannot be handed from player to player.
· Once an offensive player has picked up the disc, that player is required to put the disc into play.
· After a turnover the team becoming the offense must put the disc in play within 10 seconds or it is a delay of game and a stall count is initiated.
· The thrower has the right to pivot in any direction.  However, once the marker has established a legitimate stationary position, the thrower may not pivot into the marker’s body.
· The thrower must keep all or part of the pivot in contact with a single spot on the field.  If the thrower loses contact with the appropriate spot, the thrower has traveled.
· If an offensive player obviously takes more steps than is required to stop after catching a pass that player has traveled.
· Any player establishing possession of the disc must establish a legal pivot before throwing the disc.
· Only one defensive player can guard the thrower at any one time; that player is the marker.  
· The marker’s extended arms and legs cannot be positioned in such a manner as to restrict the thrower from pivoting or throwing.  Contact resulting from such an action is a foul on the marker.
· Deliberately blocking a throwers vision is a violation and can only be called by the thrower.
· The thrower is allowed 10 seconds of possession in order to release a throw.  This possession may be timed by the marker’s stall count.
· Only a marker within 3 yards of the thrower can initiate a stall count.
· If a marker counts more quickly than at 1 second intervals the thrower may call a fast count which will force the marker to subtract 1 second from the stall count.
· If a disc is caught simultaneously by an offensive and defensive player the offense retains possession.
· Bobbling to gain control of the disc is allowed, but intentional bobbling to advance the disc is considered traveling.
· If a pass goes incomplete and a violation or foul is called by the defense or the thrower play continues unhalted.
· Play stops and possession reverts back to the original thrower if the pass was complete and the call does not result in the defense taking possession or the pass was incomplete, but the offensive reception attempt was directly affected by the violation.
· A foul can only be called by the player who has been fouled and must be called out immediately. 
· A receiving foul may be called when there is contact while attempting a catch, interception, or knock down.  A certain amount of incidental contact is to be expected and is not a foul.
· If any player interferes with an opponent’s attempt to make a play on the disc it is a foul.
· All players have the right to the space immediately above them.
· A player may not block an opponent from taking an intended path.
· If a strip occurs in the end zone it is a goal.
· Substitutions can only be made after a goal or after an injury time out.
