Ultimate Frisbee Frisbee
History
Ultimate began in 1968 in Maplewood, New Jersey by a bunch a students from Columbia High School. The staff members of the school newspaper, the Colombian, and its student council developed a new game as a gag and activity for their high-school evenings.
The game was freeform early on, with as many as 20 or 30 players allowed per team. Initially played as Frisbee Football, the rules were slowly modified, eventually eliminating running with the disc and the system of downs, and establishing a set of rules for the defense. As the students graduated the game spread to the college level.
Basic Rules

1. The Field -- A regulation ultimate field is 70 yards by 40 yards. The endzones are 25 yards deep. 




2. Starting Play - There are seven players per team. Each team lines up across the front of their endzone at the beginning of each point. The team with the disc will pull (i.e. throw) the disc to the other team. This starts gameplay. 

3. Movement of the disc - The offensive team can move the disc in any direction by successfully completing a pass to a teammate. Once a player has the disc they cannot run with it. Only one defensive player is allowed to guard the handler (i.e. the player who currently holds the disc). All other defensive players must be at least 10 feet away. 

4. The Stall Count -The player with the disc (i.e. the thrower or handler) has ten seconds to throw it. The defender guarding the thrower will establish the ten count (or stall count). 

5. Change of possession (Turnover) -- When a pass in not completed (e.g. out of bounds, drop, block, interception) or a ten count occurs, the defense immediately takes possession of the disc and becomes the offense. This is called a turnover. 

6. Scoring - When the offense completes a pass into the opposing endzone, this is a point. 

7. Contact - No physical contact is allowed in the game of ultimate. Picks and screens are also prohibited as they often lead to injury. 

8. Fouls - When a player initiates contact on another player a foul occurs. The player who was fouled must immediately yell “foul” and game play promptly stops. If a foul call disrupts possession, the play resumes as if the possession was retained. If the player committing the foul disagrees with the foul call, the play is redone. 

9. Self-Refereeing - Players are responsible for their own foul and line calls. Players resolve their own disputes. There are no referees. 

10. Spirit of the Game - Ultimate's underlying philosophy is sportsmanship and fair play. Competitive play is encouraged, but never be at the expense of respect between players, adherence to the rules, and the basic joy of play. 

Equipment Used

In Ultimate Frisbee, the standard equipment used are: spiked shoes (similar to soccer shoes), shorts, jersey and accessories such as headbands and wristbands.
Scoring System

To score, you need a member of your team to catch the disc in the endzone. If you’re close to the endzone when you catch the disk you should stop. If teammates are yelling

“Check Feet”, that means you’re probably in the endzone.  The reason for their insistence is that if you pass the disc after catching it in the endzone, and the receiver misses it,

no point is scored and it’s a turnover. If you catch the disc outside the endzone then play continues. If you were running when catching the disc and momentum carries you into the endzone, go back to the place where you caught the disc and resume play from there.  After a point is scored, the teams exchange ends. The team who just scored remains in that endzone and the opposing team take’s the opposite endzone. Play is reinitiated with a pull by the scoring team.
Basic Skills/Techniques Used

Ultimate is a no contact, fast paced field sport played with two teams of seven. The object is to throw a frisbee up the field from teammate to teammate until it's caught in the opponent's endzone. The game combines elements from other sports - the running of soccer, the jumping, pivoting, passing and continual turnovers from offence to defense of basketball, and the long bombs into the endzone of football. It's played year-round.
               [image: image1.png]RATES

[ESSTr e ——
S

Aoy PIRATES e on s
G ome - e deencer g W

The pirate marker is applying a "force
away" giving the following the ninjas the
following throwing areas:

Grecn s the force side
Oranoe is the breakforce side
Blue is the dump side

As you can see, all the other pirate
defenders are standing on the "force
side of their marks.

They're assuming that the ninja with the
disc won' break the force" by puliing off
athrow into the orange area behind the
marker.

fthe ninja hander breaks the force, then
the ninjas can cut into the orange area
and be open.




                                                                  
