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ULTIMATE FRISBEE




http://en.wikipedia.org/wiki/Ultimate_(sport)#Rules_of_play
HISTORY
Ultimate Frisbee was developed by high school students in New Jersey. The first game was played in 1968 between the student council and newspaper staff. It combines many of the exciting components of the following games: football, basketball and soccer. In response to its strong growth, the Ultimate Players Association (UPA) was formed in 1979 to organize, promote and direct the sport.

RULES
1. Ultimate Frisbee is a non-contact game played by two teams of 7 players ~h0 each act as a quarterback, receiver and defender. The object 0f the game is to pass the disc from teammate to teammate until a pass is caught in the opponents’ endzone.

2. Ultimate is self—refereed, thus, the players are required by the rules to adhere to the highest standards of sportsmanship and to respect their opponents. This element of the game is called the “Spirit of the Game” and is greatly valued by the players because it creates an etiquette and camaraderie not typically found in other sports.

3. Points are scored by catching the disc in the opponents’ endzone. Each caught pass, or goal, is worth 1 point and games are played to 21 points with a margin of  victory of at least 2 goals.

4. Players are not allowed to run with the disc. Once the disc is caught, the player must stop running and establish a pivot foot before attempting the next pass.

5. The disc may be thrown in any direction and there are NO OFFS IDES (except on throw-offs).

6. Any violation/foul results in the automatic turnover of the disc to the defending team at the point of the infraction.

7. Each time a goal is scored, teams switch the direction of their attack and them which scored throws off.
TERMINOLOGY
MARKER:
The single defensive player guarding the thrower at any one this person may not straddle the thrower’s pivot foot and must maintain at least a 1 meter distance from the thrower at all times. 
THROWER:
Offensive player in possession of the disc or the player who has just released the disc.
COUNT/CHECK:
The marker, once a guarding stance has been established, may call “Stalling” or “Counting” and count at 1 second intervals from 1 to 10. If the thrower has not released the disc at ten a turnover results.
THROW-OFF:

Consists of one player on the throwing team throwing the disc toward the opposite goal line to begin play. Can only be initiated after the thrower and a player on the receiving team raise a hand to indicate readiness. No movement by any player is allowed until the disc has been released. No player on the throwing team may ouch the disc until a member of the receiving team has played the disc.

TURNOVER:


An incomplete, intercepted, knocked-down or out of bounds pass results in a loss of possession. May also occur if the marker’s count reaches 10; the disc is handed off; thrower intentionally deflects a pass to herself; and thrower catches her own throw.

FOULS:
The result of physical contact between opposing players. A foal can only be called by the player who has been fouled and must be announced by calling out “FOUL” immediately after the foul has occurred.

CHECK:
After a stoppage in play the maker restarts play by handing the disc to the thrower.
VIOLATIONS:

Occurs when a player violates the rules in a manner which does not result in physical contact. It may be called by any player who recognizes that a violation has occurred. Examples of violations are traveling, stripping (touching disc while in hands of thrower) and double teaming.


