
	Cornerstone Simplified Ultimate Rules

	

	A. Introduction

Ultimate is a non-contact disc sport played by two teams each with 4 male and 2 female players on the field.  The objective of the game is to score goals.  A goal is scored when a player catches any legal pass in defending team's end zone.  A player may not run while holding the disc.  The disc is advanced by passing it to other players.  The disc may be passed in any direction.  Any time a pass is incomplete, a turnover occurs, resulting in an immediate change of the team in possession of the disc.



	B. Spirit of the Game

Ultimate relies upon a spirit of sportsmanship that places the responsibility for fair play on the player.  Highly competitive play is encouraged, but never at the expense of mutual respect among competitors, adherence to the agreed upon rules, or the basic joy of play.  Protection of these vital elements serves to eliminate unsportsmanlike conduct from the Ultimate field.  Such actions as taunting opposing players, dangerous aggression, belligerent intimidation, intentional infractions, or other win-at-all-costs behaviour are contrary to the spirit of the game and must be avoided by all players.



	C. Captain's Clause

A game may be played under any variation of the rules agreed upon by the captains of the teams involved.   Such things as game length and number of players (and more specifically, number of players of each gender) can be altered to suit the circumstances.



	Play Guidelines

	CV: While official field size excluding the end zones is 70 by 40 yards, field size will be set by the organizers  prior to the game due to space constraints.

	Cleats with dangerous parts, such as metallic baseball cleats, track spikes, or worn or broken studs with sharp edges, are not allowed.  Tacky gloves are allowed.

	Each player must wear a uniform or other clothing distinguishing that player from players on the other team.

	A game played with 'Game to Goals' rules continues until one team first reaches or exceeds the game total, with a margin of at least two goals or until a cap is reached. A standard game total is 15 with a cap of 17.

CV: Play will consist of two halves, each lasting 45 minutes or a different time set by the organizers prior to the start of play.  Play can be stopped due to low light conditions.

	

	Player substitutions can occur after a goal (and before signalling readiness for a pull) or to replace injured players.

	Team Time-out: After the pull, only a thrower with possession of the disc can call a Team time-out. The player must form a T with one hand and the disc and should audibly say time-out.

	Injury Time-out: Any player on an injured player's team can call a time-out and any player may call an injury time-out for a player who is bleeding or has an exposed open wound. If the disc is in the air or the thrower is in the act of throwing at the time of the injury, the time-out begins when the play is completed.

	Technical Time-out: A technical time-out may be called for illegal equipment, a dangerous condition, or a broken disc. Any player may briefly extend a stoppage of play to correct faulty equipment (e.g., to tie shoelaces or straighten a disc), but active play may not be stopped for this purpose.

	Play always restarts at the appropriate spot with a ‘check’ and the marker resumes any stall count with the word stalling followed by the last number uttered before the time-out started plus one or 9 if over 8.  If the thrower is substituted or if the marker is injured and substituted, a new marker may resume the stall count of the original marker when play is restarted.


	Basics of Infractions (Violations and Fouls)

	An infraction may only be called by the affected player unless otherwise specified.  The player must immediately and loudly call the name of the specific infraction.

	If a player commits an infraction out of ignorance of the rules, it is acceptable to stop play and explain the infraction.

	If an infraction is committed and not called, the player committing the infraction should inform the infracted player of the infraction.

	Any time an infraction is called play stops when the thrower in possession acknowledges that an infraction has been called.  If a call is made when the disc is in the air, or if the thrower is in the act of throwing, or if the thrower fails to acknowledge the call and subsequently attempts a pass, play continues until the outcome of that pass is determined.

	If the offense calls an infraction during or after a throw and the offense completes the throw (retaining possession), play continues.

	If the offense calls an infraction before a throw is initiated, play stops, the infraction is addressed and possession reverts to the thrower.  All players must return to the locations they occupied when the call was made.

	If the defense calls an infraction at any time and a throw is initiated but not completed (giving possession to the defense), play continues.

	If the defense calls an infraction, where the infraction affected play, at any time and a throw is initiated and completed, play stops, the infraction is addressed and possession reverts to the thrower.  For example, if a pick is called when there is potential for the defender to catch or block the pass, possession reverts to the thrower, everyone returns to their positions when the pick was called and the defender can regain the lost ground.  An infraction is considered to have affected play when the outcome from the time of the infraction until play stops may have been meaningfully different if the infraction had not occurred.

	If the defense calls an infraction, where the infraction did not affect play, at any time and a throw is initiated and completed, play stops, the infraction is addressed and the receiver retains possession.  For example, if a pick is called while the defender is 6 feet away from the receiver without ability to influence the play, while everyone else returns to their previous location, the defender can regain the lost ground prior to the receiver continuing play.

	

	Throwing the Disc to Initiate Play (the Pull)

	One team chooses (usually they will have won a disc toss) whether they would like to receive (or pull) the disc or choose which end they want to start at (defend).  The other team then gets the other choice.  The second half starting pull resumes play with a reversal of the initial choices.

	The Pull is the throw from one team to the other that starts play at the beginning of a half or after a goal. It is not a legal pass for scoring. The player on the pulling team who possesses the disc and signals readiness is the puller.

	The Pulling team's feet may not cross the goal line until the disc is released. 

	The Receiving team's feet must be in contact with the goal line and cannot move relative to one another until the disc is released. 

	

	Receiving the Pull

	If the disc is caught or stops movement in bounds, play starts from that point.  The pulling team cannot touch the disc before the receiving team.

	If an attempted catch is dropped, it is a turnover.

	If the disc lands in bounds and rolls out of bounds, play starts from where the disc crossed the perimeter line.  If the disc lands in the end zone, play continues from the landing spot.

	If the disc does not land in bounds, play may either start from where the disc crossed the perimeter line or in the middle of the field directly across from where the disc crossed the perimeter line.

The second option must be signalled by fully extending one hand overhead and calling "Middle" before taking possession of the disc.

The disc may be brought to the goal line if the disc lands beyond the end zone or crossed the perimeter line at the end zone. 

	

	

	Offensive Player

	An Offensive player is a player whose team is in possession of the disc.

	Defensive Player

	A Defensive player is a player whose team is not in possession of the disc. A defensive player may not pick up a live disc or a disc in play.

	

	Disc Throwing

	Offensive Player with disc (Thrower) and Defensive Player covering player with disc (Marking)

	The defensive player within three meters of the thrower is the Marker.  If the disc is not in play, a defensive player within three meters of a spot on the field where the disc is to be put into play is considered the marker.

	Following a turnover any member of the team becoming the offensive team may take possession of the disc.  The thrower must either touch the disc to the ground (self-check) or have the Marker touch the disc (check) prior to starting play.  The pivot becomes the particular part of the body (usually a foot) in continuous contact with a single spot on the field during a thrower's possession and must be established at the location of the disc prior to picking it up.

	After the Thrower establishes a pivot point, the Marker will count stalls to a maximum of 'stall 10' in the manner of 'stall 1, stall 2, stall 3, etc.' at a rate of one stall per second or longer.  The count must be loud enough for the thrower to hear.

	If the defense switches markers, the new marker must restart the stall count.

	Accidentally dropping the disc to the ground without interference from the defender results in a turnover.  If the thrower catches an accidentally dropped disc before it hits the ground, it does not affect continuous play.

	

	Down Call (Called by marker):  If the marker's count reaches the first utterance of 'stall 10' before the throw is released a turnover results.  CV: Instead of calling 'stall' to initiate the turnover, we usually call 'down'.  If a 'down' call is contested in the belief that the disc was thrown prior to the first utterance of 'stall 10' and the pass was completed, the disc reverts to the thrower and the stall count resumes at 'stall 8'.  If the pass was not completed, it is a turnover.

	Travel Call (called by marker):  If the thrower lifts the pivot from the ground (unless standing from a kneeling or laying position), 'Travel' is called by the Marker.  This call results in a stoppage of play and the thrower must return the pivot to the location occupied at the time of the infraction.  The stall count can resume at the current count plus 1.

	

	Foul call (called by thrower): A disc in a player's possession is considered part of that player and may not be contacted by a Defensive Player, whether the marker or a defensive player passing near the thrower.  There must be disc width's space between the marker and the thrower’s torso, the marker is not straddling the pivot, and the marker’s arms are not "wrapping" the thrower.  However, if any of these situations occur solely due to movement of the thrower, it is not a violation.  Play does not stop and following correction of the violation the stall count can resume at the current count minus 1.  If the foul was called in the act of throwing, and the pass is completed, play continues.  If the pass is not complete, possession is regained by the thrower the count resumes at the current count minus 1.  If the foul occurred following disc release it has no impact on play (that is, a completed pass stands and a turnover stands).

	Double Team call (called by thrower):  If a defensive player other than the marker is within 10 feet (3 meters) of the pivot of the thrower without the intent to guard another offensive player or the intent to get to the other side, 'double team' is called.  More specifically, merely running through this area without the motive of interfering with the thrower in any way is not considered a double team.  Following correction of the violation the stall count can resume at the current count minus 1.

	Vision Blocking call (called by thrower): The defensive player may not deliberately block the thrower's vision.  Play does not stop and following correction of the violation the stall count can resume at the current count minus 1.

	If a 'pick' is called, the stall count resumes at the current count plus 1 or 'stall 6' if over 5.


	

	Disc Receiving

	Offensive Player catching disc (Receiver) and Defensive Player covering an offensive player without disc (Guarding)

	Possession of the disc is achieved when there is sustained contact with, and control of, a non-spinning disc.  Loss of possession by the offensive team (a turnover) occurs when the disc contacts the ground or is possessed by the defending team.  If, during the catch, the disc comes in contact with the ground and the receiver loses possession, a turnover results.

	If the receiver and a defensive player catch the disc simultaneously, the offense retains possession.

	Following receiving the disc, after the new thrower has come to a stop or has attempted a throw or fake, the pivot is the particular part of the body (usually a foot) in continuous contact with a single spot on the field during a thrower's possession.

	The receiver is required to come to a stop as quickly as possible and establish a pivot, however, the receiver may throw the disc without establishing a pivot if there is no change in direction or increase in speed while in possession of the disc and the pass is released before three additional points of contact with the ground are made after possession.

	If the offensive player catches the disc inside the field of play and movement carries the player outside the field of play, the disc is put into play at the sideline where the player exited the field.  If the catch occurs outside of the end zone and movement carries the player into the end zone, the disc is put into play at the closest spot on the goal line.

	If it is unclear whether a catch was made before the disc contacted the ground or whether a player's first point of ground contact after catching the disc was in or out of bounds or in the end zone, the player with the best perspective makes the call.  In particular, this is the player with the most complete view available by a player that includes the relative positions of the disc, ground, players, and line markers involved in a play. On an unlined field, this may require sighting from one field marker to another.

	To score, the offensive player must have first ground contact completely within the end zone perimeter (the end zone line is not part of the end zone) and keep possession of the disc throughout all ground contact related to the catch.

	If a player catches the disc in the end zone but then unknowingly throws another pass, a goal is awarded to that player, regardless of the outcome of the pass.  However, if there are opposing view points on whether the player was in the end zone, the results of the pass stands.

	If a turnover occurs in the end zone, the disc is put into play on the goal line closest to where possession was gained.

	

	Strip call (called by the receiver):  If a defensive player initiates contact with the disc after an offensive player has gained possession of the disc and the offensive player loses possession as a result, it is a strip.  The disc reverts back to the offensive player.

	Travel Call (called by defender):  If the receiver can not stop before 3 additional contact points are made following a catch, 'Travel' is called by the defender.  This call results in a stoppage of play and the thrower must return to the location of the catch.  The stall count can start at ‘stall 2’.

	Pick call (called by defender):  When an offensive player moves in a manner that causes the guarding player to be obstructed by another player.  Obstruction may result from contact with, or the need to avoid, the obstructing player.  Everyone returns to the locations they occupied at the throw or call and the obstructed player is then allowed to recover the relative position lost because of the pick.  The stall count resumes at the current count plus 1 or 'stall 6' if over 5.

	Foul call (called by any player):  If a player contacts an opponent while the disc is in the air and thereby interferes with the opponent's attempt to make a play on the disk, that player has committed a receiving foul.  CV: The airspace above a player’s head and shoulders is considered part of the player at all times, however, other contact resulting from adjacent opposing players simultaneously vying for the same unoccupied position, is not in itself a foul.  If the foul is uncontested, the fouled player gains possession at the spot on the playing field closest to the spot of the infraction.  If the foul is contested, the disc reverts to the thrower.

	Dangerous Play call (called by any player):  Reckless disregard for the safety of fellow players or other dangerously aggressive behaviour, regardless of whether or when the disc arrives or when contact occurs.  An example would be collision with a stationary opponent - contact need not be severe.  The caller should briefly explain the grounds for the call following making the call.  This call should be used in situations where the play presented serious risk of injury.


	Miscellaneous Rules That Are Necessary Because of Creative Players

	Offensive Player

	The receiver may not push or jump off a team mate to assist in catching the disc.  If this occurs, a turnover results.

	If an offensive player unnecessarily delays putting the disc into play, the Marker can call 'delay of game' and, after a two second delay, call 'disc in' and begin counting stalls.

	A player may bobble the disc in order to gain control of it, but purposeful tipping or guiding the disc to oneself is considered a travel.  A player may kick the disc up to help catch it as this would be considered a bobble.

	The thrower and another offensive team player cannot have contact with the disc at the same time (passing the disc).  If this occurs, a turnover results.

	Any player may stop a rolling or sliding disc, but advancing it in any direction is a violation.

	Blocking Foul call (usually called by receiver):  When the disc is in the air a player may not move in a manner solely to prevent an opponent from taking an unoccupied path to the disc.  If the player moves into the path of the opponent while making an effort on the disc, this is not a foul.

	

	Defensive Player

	A hat or shirt may not be thrown into the path of the disc to assist in blocking or intercepting a pass.  If this occurs, the intended receiver is awarded possession.

	The defender may not push or jump off a team mate to assist in catching or blocking the disc.  If this occurs, the intended receiver is awarded possession.

	The defender may not call for a pass from the thrower.  An unintended throw due to this is returned to the thrower at the same position and the count is restarted minus 1.

	Skipping numbers when counting stalls is considered a foul.  The stall count resumes at the appropriate count minus 1.

	A player may not move into the path of an opponent unless it is part of an effort to make a play on the disc.  For example, if a player is running and checking back to see the thrower, you may not jump in front of him and stop.

	



