"No set of rules can replace player's respect for one another and for good spirit." 
(c) Ultimate Players Association, 1993 
Click here to check out the official UPA rules. TRI Sports plays by official UPA rules with four notable exceptions:

1.) TRI Sports plays 5 on 5.
2.) Field size is approximately 70 paces by 30 paces. 

3.) TRI Sports plays games until the completion of 1 hour.
Please keep in mind that TRI Sports rules are condensed from a rather complex document. With the above exceptions, UPA rules are the basis for all Ultimate games.

IT IS THE RESPONSIBILITY OF BOTH TEAM CAPTAINS TO E-MAIL TRI SPORTS WITH THE SCORES OF THEIR GAME TO SPORTS@TRISSC.COM BY 5:00 P.M. THE FOLLOWING DAY.  IF THIS DOES NOT OCCUR, A LOSS WILL BE RECORDED. 
1. Equipment/Field Set-Up: All equipment will be provided.  Captains must pace out the field so it is approximately 30 paces wide and 60 paces long with end zones 8 to 10 paces deep.  
2. Game Time/Forfeit: 
· Please arrive 15 minutes early to set up fields and start your games on time. 
· A default will occur if any team cannot field a squad 15 minutes after the official start time. A team can play with a minimum of 4 people, as long as a minimum of one (1) of the players is a woman & two (2) are men.  If a team cannot field two (2) women in a game, a penalty of 3 scores will be assessed to their opponent (REVISED August 2002).
· Games are completed at the end of one hour.  Games are completed either when one team reaches 12 points or after 1 hour of play is completed, whichever comes first.  A 5-minute half time occurs when a total of 10 points has been scored (ie. Team A has 6 points & Team B has 4 points).  If regulation time has expired, the teams should “play out the point”, with this point counting towards the final score. If the two teams are tied at the end of regulation time, a sudden death first-point overtime will decide the winner. (A flip of the disc decides who will receive the throw).
· Please agree on one person to act as timekeeper. 
· Teams may call a one (1) minute time-out per half if needed except in the final 10 minutes of play.
· Captains may agree to waive the rules regarding minimum people but this should be decided before the game starts. IF IT IS AGREED THAT THE GAME COUNTS, IT WILL COUNT! NO TAKE-BACKS. 

3. Initiate Play: Initial possession is decided by disc flip.  The 1st half receiving team throws off in the 2nd half.  Each point begins with teams lining up in their respective end zones.  The pulling team starts from their back line (out of bounds line) and receiving team on their front end zone line (goal line) (REVISED August 2003). The defense throws ("pulls") the disc to the offense. The Defense must call out the score at this time.
· The receiving team has the option of catching the disc or letting it fall, but if they attempt to catch it & drop it, it is an automatic turnover.  THE PULL CANNOT BE KNOCKED DOWN AND PLAYED BY THE RECEIVING TEAM LIKE A BLOCKED PASS DURING REGULAR PLAY!  Players must play the disc from where it lands, or, walk up to the goal line & play from there.  The receiving team does not have to wait to have the disc "tagged in" off the pull.  Whoever retrieves the disc off of a pull or from any throw that lands out of bounds must play it. It cannot be handed over to someone else to commence play.
· If the pull goes directly out-of-bounds, the receiving team may call "center" and play the disc from the middle of the field at the point where the disc crossed the out-of-bounds line.  If the disc rolls out, "center" may not be called. 

· If the pull travels beyond the length of the field, & lands out-of-bounds behind the end zone, the disc should be brought up to the 1st cone (between the midfield and goal line cone) (REVISED July 2003).
4. Movement of the Disc: The disc may be advanced in any direction by completing a pass to a teammate.  Players may not run with the disc.  The person with the disc ("thrower") has ten seconds to throw the disc.  The defender guarding the thrower ("marker") counts from 1 to 10, at 1-second intervals (known as the “stall count”), but must be within 3 meters of the thrower’s pivot foot to call stalls.  At the count of 10, a turnover is awarded.  If a defender replaces the defender in the midst of a stall count, the new defender must start counting again from 1. 
· A player is out-of-bounds when s/he steps on an out-of-bounds area (lines are out-of-bounds).  When a player is in the air, his/her in or out-of-bounds is determined by where the first point of contact is with the ground.  If any portion of the first point of contact is out-of-bounds, the player is considered out-of-bounds. 
· If a disc goes out of bounds, it is a turnover.  However, the new offensive team must get the disc "tagged in" by the new defensive team, before play begins.  A disc that is thrown out of bounds but curves back into play before hitting the ground is still in play.
· A pivot foot must be established once the disc is caught; moving the pivot foot is "traveling" and the thrower must go back to their original position and stalls are started at the same point where they were when the call was made.

5. Scoring: Each time the offense completes a pass in the defense's end zone, the offense scores one point.  After each score, teams switch sides and play is again initiated.  
· In order for the receiver to be considered in the endzone after gaining possession of the disc, his/her first point of contact with the ground must be completely in the endzone.  A player cannot score by running into the endzone with the disc.  Should a receiver's momentum carry him/her into the endzone after gaining possession, the receiver must carry the disc back to the closest point on the goal line and put the disc into play from there.  A receiver who lands with one foot in the endzone and one foot outside of the endzone (in effect, straddling the goal line) has scored a point if the foot inside the scoring area was the first point of contact.  A receiver who lands with one foot in the endzone and one foot out of the endzone (in effect, straddling the goal line) has not scored a point, if both feet touch the ground at the same time, and must continue to pass the disc.  


6. Change of possession: When a pass in not completed (e.g. out of bounds, dropped, blocked, interception), the defense immediately takes possession of the disc and becomes the offense. (a defender may block/knock-down a pass with any part of their body, WITH THE EXCEPTION OF THEIR FEET!, as long as no contact is made with the intended receiver).
· After a blocked or missed pass (a "turnover"), the person who touches the disc first for the new offense (from the team who now has the disc) must be the first thrower. 

· If defensive player intercepts in offensive team’s defensive end zone, it’s a score. (REVISED July 2003).
7. Substitutions: Each team is allowed unlimited substitutions when play is stopped (out-of-bounds or scores). All subs should announce their entering the game by calling out “sub”.  Incomplete passes are not stoppages.
8. Non-contact: Any physical contact between players results in a foul. Picks and screens are also prohibited. 
· DANGEROUS PLAY: It is a foul if you create a Dangerous Play, i.e. charging at a disc in the air, potentially causing a collision, even if there is no contact. All players must be aware of what is going on around them so that injuries or dangerous situations are avoided.
· There should be NO CONTACT. When defending against the thrower, you must stay 1 disc length away from the thrower. You cannot touch the thrower as they throw; however, the thrower may not move their body, arm, hand, etc. into the defender with an established position.
· The Principle of Verticality: All players have the right to the space immediately above them. Thus, a player cannot prevent an opponent from making an attempt to catch a pass by placing his/her arms above an opponent’s head.   Should contact occur, the player restricting the vertical area has committed a foul.  This is not to say that defending players cannot reach over the intended receiver to intercept the disc, but in doing so they must not impede the receiver’s ability to jump, etc. 
· A defender may not hit the disc out of the thrower's hands; this is called a "strip." If a strip a occurs, the thrower regains possession and the defender must restart the stall count from 1. 

9. Fouls: When a player initiates contact on another player, a foul occurs.  When a foul disrupts possession, the play does not count, and the original possessor retains possession.  Fouls are called at the foul-ees discretion.   

· Basketball-style "Picks" are not allowed.  Any time a defender’s path is blocked by any offensive players --EITHER INTENTIONALLY OR UNINTENTIONALLY-- a foul can be called.  Play is stopped, the defender is allowed to regain coverage on the offensive player, and stall count continues from where it was at when the pick was called.
· If the person handling the disc throws into a hand block by the defender, IT IS NOT A FOUL.  Following through and hitting someone is not a foul, but it SHOULD be avoided in concordance with Spirit of the Game. It is the responsibility of the handler to throw around the defender.  If a defender hits the disc, hand or arm in an attempt to prevent a throw, IT IS A FOUL.  Remember that the defender's hands may only block the path of the disc, not the throwing motion itself. 

10. Tie Breaking: When regulation time has expired, the current point should be played out until a team scores.  If this point results in the score being tied, one more point is to be played in order to break the tie. 
11. Spirit of the Game: Ultimate has traditionally relied upon the spirit of sportsmanship, which places the responsibility for fair play on the player.  Competitive play is encouraged, but never at the expense of the bond of mutual respect between players, adherence to the agreed upon rules of the game, or the basic joy of play.  Protection of these vital elements serves to eliminate adverse conduct from the Ultimate field.  Such actions as the taunting of opposing players, dangerous aggression, intentional fouling, or other "win-at-all-costs" behavior are contrary to the spirit of the game and must be avoided by all players. 

It is our hope that more experienced teams will assist in the promotion and clarification of the spirit of the game and the rules. If a team or person is unclear on something, explain it to them to enhance the Ultimate experience and not to put them at a disadvantage.  This will ensure that all games that are played are heading to a higher and more enjoyable level. 
ETIQUETTE:
· If a foul is committed & not called, the player who committed the foul should call it on themselves.
· Should a dispute or confusion arise on the field, it should be common practice to stop play, & resume play with a "disc-in" check when the matter is resolved. When a novice commits a violation out of sincere ignorance of the rules, it is common practice to stop play & explain the violation. 
12. Rough Play: ANY ROUGH OR PHYSICAL PLAY WILL RESULT IN IMMEDIATE EXPULSION FROM FURTHER LEAGUE PLAY AND MAY RESULT IN LIFETIME LEAGUE EXPULSION. PLEASE SEE THE TRI SPORTS POLICY SHEET FOR OUR OFFICIAL POLICY ON THIS SUBJECT.
· If you would like to see more rules check out the UPA (Ultimate Player's Association) website: http://www.upa.org/. 

Ultimate in Ten Simple Rules**

**Please note- our rules vary from this document a bit. This is just a general guide to introduce you to the sport.

Steve Courlang and Neal Dambra

Copyright (c) Ultimate Players Association, 1993
1. The Field -- A rectangular shape with endzones at each end. A regulation field is 70 yards by 40 yards, with endzones 25 yards deep (TRI Sports plays a smaller field; approx. 60x40 with 10-yard endzones). 

2. Initiate Play -- Each point begins with both teams lining up on the front of their respective endzone lines. The defense throws ("pulls") the disc to the offense.  TRI Sports games have five players per team. 

3. Scoring -- Each time the offense completes a pass in the defense's endzone, the offense scores a point.  Play is initiated after each score. 

4. Movement of the Disc -- The disc may be advanced in any direction by completing a pass to a teammate.  Players may not run with the disc.  The person with the disc ("thrower") has ten seconds to throw the disc.  The defender guarding the thrower ("marker") counts out the stall count. 

5. Change of possession -- When a pass in not completed (e.g. out of bounds, drop, block, interception), the defense immediately takes possession of the disc and becomes the offense. 

6. Substitutions -- Players not in the game may replace players in the game at any stoppage in play.

7. Non-contact -- No physical contact is allowed between players.  Picks and screens are also prohibited.  A foul occurs when any contact is made. 

8. Fouls -- When a player initiates contact on another player a foul occurs.  When a foul 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. 

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

The complete, official UPA Ninth Edition Rules of Ultimate with all amendments and clarifications are available by FTP from ftp.cs.wisc.edu in directory /pub/ultimate, or via the World Wide Web at URL http://www.cs.rochester.edu/u/ferguson/ultimate/ultimate-rules.html. 

HTML Version by George Ferguson, 8 Jun 1994.  Last update: 7 Jun 2001 
