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Introduction 28

Ultimate is a seven-a-side team sport played with a flying disc. It is played on a rectangular
field, about half the width of a football field, with an end zone at each end. The objective of
each team is to score a goal by having a player catch a pass in the end zone that they are
attacking. A thrower may not run with the disc, but may pass the disc in any direction to any
team-mate. Any time a pass is incomplete, a turnover occurs, and the other team shall take
possession and attempt to score in the opposite end zone. Games are typically played to 15
goals or around 100 minutes. Ultimate is self-officiated and non-contact. The Spirit of the

Game guides how players officiate the game and conduct themselves on the field.
PRBR KA AT AR BIZ 3, BN BTN, EKITTERg E##T. %
Hh ) B8 B R LA — A BRI B FE ) — -, Wi & H — M350 X o B S PR IE I AE X 7
b7 57 (453 70 X BAE CBLORAF 7> . FESE A RET B — &g, (AR DK B AR 7
n], fEZEAERAAR . AR O RS KAk, X7 PR 3RS BB 22
TEM RIS X NG5y . LRI EFTR150 450, BUiFER2110050 8. IR © L2 3
Wk HANE S RBRl . CADRS PR RN R v Lu 3%, JFRITE RN BIE SR b
4T M

Many of these rules are general in nature and cover most situations, however some rules cover

specific situations and override the general case.
YR BN BAT G, @Sl RZHE, EASRBY 7 R et g E T
—ELZ L.

Variations to the basic structure and rules may be used to accommodate special competitions,
number of players, age of players or available space. Refer to the relevant Appendix for

additional rules that apply at specific types of World Flying Disc Federation (WFDF) Events.
PE SR RS R AR W] LLAT P i 8, DLIE NSRRI EE SR, iBA 53 N K. SR BnT Y 22 18]

i T 2R LS WEDF AR FE 31 225K 075 2 [ A IS A By 5%
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1 Spirit of the Game I kE#H

1.1

1.1

1.2

1.2

1.3

Ultimate is a non-contact, self-officiated sport. All players are responsible for
administering and adhering to the rules. Ultimate relies upon a Spirit of the Game

that places the responsibility for fair play on every player.
P PR QA — AR A SRR Al H BERIE S . B A RSN B S

NP A DT BPR KB BN B A AR ST 2 P SE 2R K WELRE A

It is trusted that no player will intentionally break the rules; thus there are no harsh
penalties for inadvertent breaches, but rather a method for resuming play in a manner
which simulates what would most likely have occurred had there been no breach.
1.2.1  Ifthereis a deliberate or egregious breach of the rules or Spirit of the Game,
the captains should discuss this and determine an appropriate outcome, even

if that outcome is not in accordance with a specific rule.

BN KRG, AN BRI A N MU SO, BRI i 0 e i B
ISR S 1 B PRI N: A VSR N ga s s S EHE - 21T
121 WRAFAE SR B™ B TS H SR B RS 1 AT 0, XU UK R 1%
BT AR IR E &SR, 28 R LS AANET .

Players should be mindful of the fact that they are acting as referees in any arbitration

between teams. Players must:

1.3.1  know the rules;

1.3.2  be fair-minded and objective;

1.3.3  be truthful;

1.3.4  explain their viewpoint clearly and briefly;

1.3.5 allow opponents a reasonable chance to speak;

1.3.6  consider their opponent’s viewpoint;

1.3.7  use respectful words and body language with consideration of potential
cultural differences;

1.3.8  resolve disputes as quickly as possible;
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1.3

1.4

1.4

1.5

1.5

1.3.9  make calls in a consistent manner throughout the game; and
1.3.10 only make a call where a breach is significant enough to make a difference

to the outcome of the action.
BAGAATIFR ED, ZEPI BN TR AR, X7 A A B Y bk DRk T BA 5
WA :
1.3.1  ZARHN;
132 21E. B
133 USE;
134 FEWRTETZRHLEEA B S A
135 PRI R IRKE LS
13.6 A%,
137 BREBIER S E R, ST 25 2 1 i 15 AR AT 5
138 JSPAEIAFL,
139 fEHSEAREPRBE— Wi~ E; HEE
1.3.10  FUREX T L8R AT WY 2 5 00 (1) A o

Highly competitive play is encouraged, but should never sacrifice the mutual respect
between players, adherence to the agreed-upon rules of the game, player safety or
the basic joy of play.

SR RIELEE, (BREANRERIPERA T2 Z R ROAH BB, AT € O L ZE R
R HARBA 53 AN B 22 2 mli LSRN IR

The following actions are examples of good Spirit:

1.5.1 retracting a call when you no longer believe the call was correct;

1.5.2  checking in with an opponent on the sideline after a contentious interaction;
1.5.3  complimenting an opponent for good play or Spirit;

1.5.4  introducing yourself to your opponent; and

1.5.5  reacting calmly towards disagreement or provocation.

PLR 9 R R AR 1 ) Y 451
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1.6

1.6

1.7

1.5.1
1.5.2
1.5.3
1.5.4
1.5.5

SRR AR AT IR AN R

FEY A T AR B il 37y L7 A 4
BRSNS T ) TRk B AR B R AR
[FxFFERAE; I

T [ 7y B b e

The following actions are clear violations of the Spirit of the Game and must be

avoided:

1.6.1
1.6.2
1.6.3
1.6.4
1.6.5
1.6.6
1.6.7

dangerous play and aggressive behaviour;
intentional fouling or other intentional rule breaches;
taunting or intimidating opposing players;
celebrating disrespectfully after scoring;

making calls in retaliation to an opponent’s call;
calling for a pass from an opposition player; and

other win-at-all-costs behaviour.

P A N 25006 G LA WSR3 75 AR 1 AT 9 -

1.6.1
1.6.2
1.6.3
1.6.4
1.6.5
1.6.6
1.6.7

Jabs B E AL AT ;s

WO U B AR SO T W L B AT 95
AR AT ek X 75 BA 53 AT s

1500 5 AN 05 BN [ RT3
RN R

AEX TR g B Ok ALK
AR H At I B R (14T o

Teams are guardians of the Spirit of the Game, and must:

1.7.1
1.7.2
1.7.3

take responsibility for teaching their players the rules and good Spirit;
discipline team-mates who display poor Spirit;
provide constructive feedback to other teams about what they are doing well

and/or how to improve their adherence to the Spirit of the Game; and
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1.7

1.8

1.8

1.9

1.9

1.10

1.10

1.7.4  call a Spirit Stoppage to address Spirit issues, as appropriate.

P NER R CHRE P -7 973, BRI R S 20

1.7.1 53 O 07 A SRARHZ LSRN R 4 () RS

1.7.2  HHCOTT CERANRAERIBA O3,

1.7.3 [t 7 SRR B I S it AR A7 AT AE L SRS A b 8 4 16 7 T B
JALA WS TT DLk i Ty PR

1.7.4  WE7R BRI 45 LIS 2 A 31K ARS PR G )

In the case where a novice player is involved in a breach and does not know the

rules, experienced players should assist to explain the breach.

A SRATH T A AN BT R 1, A7 4B i BA B3 N2 35 Bl A e s A 2
Hi.

An experienced player, who offers advice on rules and guides on-field arbitration,
may supervise games involving beginners or younger players.

B =AY BT AR I AL S AT 2258 R BA 51, AT AR T+ L3R 1
AN (e AREH, FOUERRENER) .

Calls should be discussed by the players directly involved in the play, and by players

who had the best perspective on the play.

1.10.1 If a player who was not directly involved believes that a team-mate has
made an incorrect call, or caused a foul or violation, they should inform
their team-mate.

1.10.2 Non-players, apart from the captains, should refrain from getting involved.
However players may seek other peoples’ perspectives to clarify the rules,
and to assist players to make the appropriate call.

AN RN AZAN B ST B G #EAT Ve, B I A s A A A BA B

1101 AR — AR RN NN A AR BA R, BUE G R 7 B e 6,
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AT NI IZ AR BB A
1102 AR ZAM1ARY LB A NG e 25 53 Eitie. B3 EBL ST LA T
A SR B DRI AEN, DA IERf 7R =

1.11 Players and captains are solely responsible for making and resolving all calls.

111 375 LB SUMIBAAR A B 0 5 A AR ok — VR i

1.12 If after discussion players cannot agree, or it is not clear and obvious:

1.12.1 what occurred in a play, or
1.12.2  what would most likely have occurred in a play,

1.12.3  the disc must be returned to the last non-disputed thrower.

112 I RGHE S5 BN SRR TR LR, B0 DL 5 OB AN -

1121 BEFERRA THA, i

1122 BARER, WP EATRREMEN GR#iE: A0SR ES
M BT AR S0

1.12.3  REBARH B G — AR Z B B RN T

Playing Field LY 3§37

2.1

2.1

2.2

2.2

The playing field is a rectangular area with dimensions and zones as shown on Figure
1 and should be essentially flat, free of obstructions and afford reasonable player

safety.
Py — NI X, RSP A an B 1 ps . e, EREas),
I PRORFRERA 5122 42 .

The perimeter lines surround the playing field and consist of two (2) sidelines along

the length and two (2) endlines along the width.
EE AR A7 A T 1 9 S5 AT 1 32 B R 25 T30 ) R FR) JER 2 2L ol o
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23
23

24

24

2.5

2.5

2.6

2.6

The perimeter lines are not part of the playing field.
LA R 35y GR#iE: WAL RN

The goal lines are the lines that separate the central zone from the end zones and are

part of the central zone.

BT LXME X PkERL, EASETHOLX.

The brick marks are the intersection of two (2) crossed one (1) metre lines in the
central zone, located a distance equal to the length of the end zone away from each

goal line, midway between the sidelines.
1t S s AL B Pl DX 2 — KRR SIE mbmic i, H 519 70 R B B AR
AWEREARE (182K) , FFOL T PISRILZeryIE .

Eight brightly-coloured, flexible objects (such as plastic cones) mark the corners of

the central zone and the end zones.
SR HA I AR (LU ZERL AR ) FRid v O X A4S 43 X I 7
18 m
A

18 m

Brick mark
Central Zone

+~

18 m
End Zone

100 m

37m Playing Field

Figure 1 (E1)

2.7 The immediate surroundings of the playing field shall be kept clear of movable
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2.7

objects. If play is obstructed by non-players or objects within three (3) metres of the

perimeter line, any obstructed player or thrower in possession may call “Violation”.

b BE 37 30 1) J) LA N AT WIS B I 1 . R PSR IA SRR3R A (R |
B\ B3 BRADAARTE I, ARAT 3250 i N AR ) AR B B

Equipment L3835 4%

3.1
3.1

3.2
3.2

33
33

3.4

34

Any flying disc acceptable to both captains may be used.
RETAKA R, AR AR N EE CEAE .

WFDF may maintain a list of approved discs recommended for use.

WEDF 2 fi (I HEFE A )G A i A

Each player must wear a uniform that distinguishes their team.

XUTT BN G AR 20 5 26 25 52 [X 0 (R A AR

No player may wear items of clothing or equipment that reasonably could harm the
wearer or other players, or impede an opponent's ability to play.

FEARTBA S ANBE 5 5 B AT BE1 2 B Ceif N, PA S Wit xS T LE 38 k4%
FRIAC P B T i o

Point, Goal and Game [F| &, B4 MR

4.1
4.1

4.2
4.2

A game consists of a number of points. Each point ends with the scoring of a goal.
— BB Z AN E A, RS S

A game is finished and won by the first team to score fifteen (15) goals.

L MIARAF 1570 EEFEEE o, i PASR M.
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4.3

4.3

4.4
4.4

4.5

4.5

A game is separated into two (2) periods of play, called halves. Half time occurs

when a team first scores eight (8) goals.

— IR N B, MR RIS R AR ET R

The first point of each half starts when the half starts.
BRI 28— Bl B3 TR

After a goal is scored, and the game has not been won or half time has not been
reached:

4.5.1 the next point starts immediately;

4.5.2 the teams switch the end zone that they are defending; and

4.5.3 the team that scored becomes defence and pulls next.

ELC TV ERNER ST i< ST EIR S E S LSiNE

4.5.1  NREIGEIIHA;

452  RTHA i JEH

4.53  FG T ET BT, FRIRREAT IR A

Teams PAHL

5.1

5.1

5.2
5.2

53

Each team will put a maximum of seven (7) players and a minimum of five (5)

players on the field during each point.
BCLRERIERZTN, &SN LY.

Each team must designate a captain and a spirit captain to represent the team.

BESC ML T A — 44 BAAS AT — A4 FE A B

A team may make unlimited substitutions after a goal is scored and before their team
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signals readiness for the pull.

5.3 (EAF R AR AT UOTELAT,  BAAR] BLEAT JCRIR AN 53 5 46t

Starting a Game FF45—3% HL 5§

6.1 Representatives of the two teams fairly determine which team first chooses either:
6.1.1 whether to receive or throw the initial pull; or

6.1.2 which end zone they will initially defend.
6.1 P SCAMEL BRI ARER A~ b e 93 S AR FR A S e % -

6.1.1  WEAHEL; B
6.1.2  AATIAEBE SIS 2 X

6.2 The other team is given the remaining choice.

6.2 3B — A ik dE.

6.3 At the start of the second half, these initial selections are switched.

6.3 TR, BRI HIIE R .

The Pull 74

7.1 At the start of the game, after half-time or after a score, play commences with a
throw by the defence, called a “pull”.

7.1.1 Teams must prepare for the pull without unreasonable delay.

7.1 FEHFEITIART . B E— S0 )5, HEIRDISRE B SF 5 B — IR B WA,
IVSPIE
711 ZEEPMLL IR HE S, AR I e .

7.2 The pull may be made only after both teams have signalled their readiness by having
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7.2

7.3

7.

[98)

7.4

7.4

7.5

7.5

the puller and a player on offence raise a hand above their head.

HAAEMNE R EHERS 2R, ARITEL, JTEJTMIF A 61 75 22 Fom
B, BOTELH - NBTFRE.

After signalling readiness all offensive players must stand with one foot on their
defending goal line without changing location relative to one another until the pull
is released.

M ES TR, A BB b at— R s AT BT 75 2 b, I
HAEA AR A S, EEITF AR

After signalling readiness all defensive players must keep their feet entirely behind
the vertical plane of the goal line until the pull is released.

FEMUHER T35, I B <5 DA 53 6 0K I 56 4 IR AR 0 2 Jm T, ELRDT A
K.

If a team breaches 7.3 or 7.4 the opposing team may call a violation (“offside”). This

must be called before the offence touches the disc (7.8 still applies).

7.5.1  If the defence chooses to call offside, the thrower must establish a pivot
point as per 7.9, 7.10, 7.11, or 7.12 and then play restarts as soon as possible
as if a time-out had been called at that location.

7.5.2  If the offence chooses to call offside, they must let the disc hit the ground
untouched and then resume play as if a brick has been called (no check is
required).

ARG S 1 7.3817.4, X5 BB AT LRGSR (“offside A7) o R

WIRHEREOT ST (ERN7.81858) -

751 WURBGSF IR AL, BT RARGERUINT.9. 7,10, 7.118(7.12
STHAL, R AR S LB R R B R
RN 20. 31 I 4R S LE 28D o

752  WCRBEBOT R ER T AL, AT AR BRI, IR AR R

0
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TSk mAr B AR LI (BRI AD -

7.6 As soon as the disc is released, all players may move in any direction.

7.6 #HHTE, AR E AT UEERS).

7.7 No player on the defensive team may touch the disc after a pull until a member of

the offensive team contacts the disc or the disc hits the ground.

7.7 JFELJE, By U7 BN S AERE ST BA G R A oK A St i A L A

7.8 If an offensive player, in-bounds or out-of-bounds, touches the disc before it hits the
ground, and the offensive team fails to subsequently establish possession, that is a

turnover (a “dropped pull”).
7.8 WRBEBOITRAG, TR FWEFAMG, £ EVEHL AT, JF BRSO R RE
KPR, BUONKBFe . OF A

7.9 If an offensive player catches the pull and subsequently establishes possession, they
must establish a pivot point at the location on the playing field nearest to where

possession is established, even if that pivot point is in their defending end zone.
7.9  WUERFEICTT BN A AT AL, AT ZRAE S b b e e I A AR o7 B ST
Bty BIMEIXANML EAEABAIRT ST B3 70 XA

7.10 If the disc initially contacts the playing field and never becomes out-of-bounds, the
thrower must establish a pivot point where the disc stops, even if that pivot point is

in their defending end zone.

7.10 R KA IR R M T, RRARR LA KA b LGy, T AR A
Bt A A 1 A LB ST A5 2 XA
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7.11

7.11

7.12

7.12

If the disc initially contacts the playing field and then becomes out-of-bounds

without contacting an offensive player, the thrower must establish a pivot point

where the disc first crossed the perimeter line, or the nearest location in the central

zone if that pivot point would be in their defending end zone.

7.11.1 If the disc does contact an offensive player before it becomes out-of-bounds
the thrower must establish a pivot point where the disc first crossed the

perimeter line, even if that pivot point is in their defending end zone.

SR REAE AT, AEREAMEFTEESON RSO0 Nl A, R E AN

JE B SE A AL B LG, R AL EAE HL B ST A 0 XN, A

TS UL AR R VA= K& MV T FP

711 QR KA S AR A A e R SOBA B, KRR AR A B0 ZRAE KA AT A S
L AL BN Gy, BN  BAE T ST 1570 XY o

=0

If the disc contacts the out-of-bounds area without first touching the playing field or
an offensive player, the thrower may establish a pivot point either at the brick mark
closest to their defending end zone, or at the location on the central zone closest to
where the disc went out-of-bounds (Section 11.8). The binding brick option must be
signalled before the disc is picked up, by any offensive player fully extending one

arm overhead and calling “brick™.

A SRR BT B A UIOA S S D0 N B A, R A A R] DR SRS O
B 5545 73 DX A% Sk s Bl e iR KAt AL LK L XL By (11.8)
FER RS AL AT 6 AU B 7= TR e Sk i, AR T HETOON 53 6 0 FL I 28 5 Sk TH
Uk “brick (B 7 o

8 State of Play LREIIRE

8.1

Play is “dead”, and no turnover is possible:
8.1.1  After the start of a point, until the pull is released;

8.1.2  When the disc must be carried to the pivot location after the pull or a
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8.1

8.2
8.2

8.3

8.3

8.4

8.4

turnover, until a pivot point is established;

8.1.3  After a call which stops the play or any other stoppage, until the disc is
checked in; or

8.1.4  After a disc hits the ground, until possession is established by the
appropriate team.

8.1.5  Players are allowed to move during dead play (unless specified otherwise).
PURIE LT EEBRAE TAEARTS, A2 R A T e

8.1.1  HFRHIETFHLAT;

8.1.2  JFEIERIM 4G, B3 AR B E 1O AL E T

8.13 TENUHUREEF L REUE R M BT/, HIERRAN; 5058

8.1.4  TE KBS, HIE R ARG EALHT .

8.1.5  FEARETFBAR T LUMEREES) (BRIEFHUHD) .

Play that is not dead is “live”.
EFERRAES T I BRI A TR RN .

The thrower may not transfer possession of the disc during dead play to another
player.
FEAE BN SIS AESERDIRES T 17 BAAC A A% A

Any player may attempt to stop a disc from rolling or sliding after it has hit the

ground.

8.4.1 If, in attempting to stop such a disc, a player significantly alters the disc’s
position, the opposition may request that the pivot point be established at
the location where the disc was contacted.

FE AR fS AT AT A G R AT i B B LR KA Ak SR B B 4T .

8.4.1 R RIEF AL E S T KA, X5 AT AR SRAE A
AL H o
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8.5 After a turnover, and after the pull, an offensive player must move at walking pace
or faster to directly retrieve the disc and establish a pivot point.

8.5.1  In addition to 8.5, after a turnover the offence must put the disc into play
within the following time limits, if the disc did not become out-of-bounds,
and the disc’s location is:

8.5.1.1 in the central zone — within ten (10) seconds of the disc coming to rest.

8.5.1.2 inan end zone — within twenty (20) seconds of the disc coming to rest.
8.5 TEWBiHe#)GE, BUIFHLE, —4REBBN R A /b OB AT B AT 25 B o
SEHR G .
8.5.1 TE8.5ZHL, WWikeHs, H KBFEARMIA, MR A E,
BELLTT W ZBHE U (R ) P FF 46 Ll 3%«
8.5.1.1 KEEEHLX - kAT LR 108N .
8.5.1.2 WHAEMIFIXN - AT IR F2080 .

8.5.2  If the offence breaches 8.5, or 8.5.1, the defence may give a warning
(“Delay of Game” or using a pre-stall) or may call a “Violation™.
8.5.2.1 If, after a warning, the offence continues to breach 8.5, or 8.5.1, then

9.3.1 does not apply and the marker may commence the stall count.
852 W RBEI Iy K 78585, BisF W Ll s Ok E g
( “Delay of Game# i LL 38 ” BLHIEAD) , BE/RE “Violation (if
% 7 .
8.5.2.1 W E L 5 LT Gk 5 S N 8.5818.5.1, FRAMN9.3. 148 iE
B AT BLE ST IR EEAD .

9 Stall Count £

9.1 The marker administers a stall count on the thrower by announcing “Stalling” and
then counting from one (1) to ten (10). The interval between the start of each number

in the stall count must be at least one (1) second.
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9.1

9.2
9.2

93

93

B A N 83 X wa H Stalling (FFEREEFP) iR BTGRP, R E M1EE]10.
FERITH B 8] 1A B ANASN T 17D

The stall count must be clearly communicated to the thrower.

BT b IR FE AL TR A RN

The marker may only start and continue a stall count when:

9.3.1 Play is live, or until a pivot is established after a turnover;

9.3.2  They are within three (3) metres of the thrower’s pivot point, or the pivot
location if the thrower is not at that location; and

9.3.3  All defenders are legally positioned (Section 18.1).

B N AR LL MRG0 R T UR BRAR S AD -

9.3.1  FEFRALFIERDIRES, BOH AR XS e o R N CU A0 5

932 Bt NAEFFRLNBO 3K VS A, B 2355 A N ASFE IR0 R O
m B NAEZ S0 i[RI

933 BB REAL T EMALE. (S HMN18.1)

PR FRATERI BRI RE P 9.3 208047 T3t o 9.3.2)5 A (1% 5L 1T BB A2 ke A AN VEA S35 1R (1l
OALE, HEFREZIES. ST, Bift NE S ICRL T LA E AR IR sl O B BT H A

9.4

94

9.5

If the marker moves beyond the appropriate three (3) metre radius, or a different

player becomes the marker, the stall count must be restarted at “Stalling one (1)”.

WER B R AN B N3K AL E, BBy f N R AR e, 3 Ab 0 25
“Stalling one (V1) 7 EHTITLA,

After a stoppage in play the stall count is resumed as follows:

9.5.1  After an accepted breach by the defence the stall count restarts at “Stalling
one (1)”.

9.5.2  After an accepted breach by the offence the stall count restarts at maximum

nine (9).
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9.5

9.6

9.6

9.5.3  After a contested stall-out the stall count restarts at “Stalling eight (8)”.
9.54  After all other calls, including “pick”, the stall count restarts at maximum
six (6). However:
9.5.4.1 [Ifthere is a call involving the thrower, and a separate receiving breach,
and the disc is returned to the thrower, the stall count is resumed based
on the outcome of the call involving the thrower.
9.5.4.2 Ifthere is a violation called related to The Check (Section 10.), the stall
count resumes at the same count that was determined prior to that

violation.
A IR M 50T
9.51  BESFEMRELS B MTEFIHG.
9.52 HIOUMRELFIL, SR EE NG,
9.53  FFEDEI A, SR A8TTLE.
9.54 HAUEMTEEIREE, B8 “pick (B 7, Eb&&EMNOITIE.
IEAVSE
9.5.4.1 WIRZEAIEH], HAEAMEHRIRFE AT L, 3R A 4k 2:.
9.5.4.2 UWIRIHIYW KEFRAE U105 , B EEIRERT4ES:.

To restart a stall count “at maximum n”, where “n” is determined by 9.5.2, 9.5.4, or

20.3.6, means the following:

9.6.1  If “x” is the last agreed number fully uttered prior to the call, then the stall
count resumes at “Stalling (x plus one)” or “Stalling n”, whichever of those

two numbers is lower.

WR ks Ay, HARIEHING.5.2. 9.5.48520.3.64F 1 e KL B4 “n”

M2

9.6.1 WHURERTHRE NPT X7, BAGRELRE DA N
“stalling x+1” 8¢ “stalling n” 1 5E /NN EL

10 The Check 4%
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10.1

10.1

Whenever play stops during a point for a foul, violation, contested turnover,
specified turnover, contested goal, stoppage, discussion, or at the completion of a
time-out, play must restart as quickly as possible with a check. The check may only

be delayed for the discussion of a call.

HBLLA TGOS, AR ZUS RIS R AR SE AT LU 38 JUML, i), A4
WP e, MRUHERE (K 7 BB e B s O, A e 7, H3REE,
ERARBETIE, BHFEEHR. RATEX R BT IR A ] R4 .

10.2 Player positioning after a call (except in the case of a time-out, and unless specified

10.2

otherwise):
10.2.1 If play stops before a pass is thrown, all players must return to the location
they held when the call was made.
10.2.2  If play stops after a pass is thrown, then:
10.2.2.1 if the disc is returned to the thrower, all players must return to the
location they held when the thrower released the disc, or the time of the
call, whichever is earlier.
10.2.2.2 if the result of the play stands all players must return to the location
they held when either a player established possession, or the disc hit
the ground.
10.2.2.3 if a player other than the thrower gains possession as a result of an
accepted breach, all players must return to the location they held when
the breach occurred.
10.2.3  All players must remain stationary in that location until the disc is checked
in.
BN AR 7R G AL GRS AT 5 A B A% 0 481 A1)
10.2.1 AR EEFEAE AL AT B, P BA 52 0 20 m] 1) i H s i B &
10.2.2 R EEBRAE AR5 h T, U
10.2.2.1 R FEAL, A B 52 06 20 0] 34\ B ARA T BT Ak i 7
ECE RN R BI BAE, BT A B A B
10.2.2.2 QERALFL 45 RAE LU ZR P b= DR AR, A BA B i 20 ] )3 4
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PR REAIRT AL AL B, B R A 1A E
10.2.2.3 WURPFINTES-AURL, RRAE N AN HADBN 51 3R BRI A
A 573 75 2 [ BRI A= N AAT T i Ak 1) A7
1023 FESGALHT, Frf P\ SRR ANS) .

10.3 Any player may briefly extend a stoppage of play to fix faulty equipment
(“equipment”), but active play may not be stopped for this purpose.

10.3 BA G2 AT DAREGUAE K LU R 25 I AR B A 354 ORE “equipment 2% £-36
IW” ), (BAGER NEL BT, (FEn: EEER1030, FRmss
SAVFEBOT s . A A, SR T T, )

10.4 Prior to the check the person checking the disc in, and the nearest opposition player,
must verify that their own team-mates are ready, and positioned as per 10.2.
10.4 TEIRALHT, LB G2 B 7 BA S Zia il 7 BA A e & e B, 2 IR
102547 o
WEETE: 104 FCRIBA GA fr e, L e 5 JATN e B2 X5 B RAELS i 5T BZ A A X7
YN ARRRZS St SN
10.5 If there is an unnecessary delay in checking the disc in, the opposition may give a
warning (“Delay of Game”). If the delay continues, the team that gave the warning
may check the disc in by calling “Disc In”, without verification from the opposition,

but only if the team checking the disc in are all stationary, and positioned as per

10.2.

10.5 WRGH N A I LB ER, X7 LA L4 T ( “Delay of Game #i1E
Hee” ) o WSS JIRIEIE, 4T E S AT LLE R “Disc in (H
TR 7 BATIRAL, OHREEENERIN . ZE 0 RIS TR B
AL L0, I LR 10.288 07 o

10.6 To restart play with a check:
10.6.1 when the thrower has the disc:
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10.6.1.1 if there is a defender within reach, the defender must touch the disc.
10.6.1.2 if there is not a defender within reach, the thrower must touch the disc
to the ground and may call “Disc In”.
10.6.2 when the disc is on the ground, the defender nearest to the disc must call

“Disc In”.
10.6 AT 46 4% Ak 2L L 38
10.6.1 HFFRELANHIL:
10.6.1.1 BTN, B~y 5 b AisA
10.6.1.2 ARG, R N AAUH G, 7L “Disc in (FEEFEIT
/DI
10.6.2 UARALAEM b, BEEHITHIPTSF 77 L2 “Disc in (EEFEITLR) 7 .

10.7 A player may call a violation regarding the check if an opponent:
10.7.1 attempts a pass without an appropriate check as per 10.6; or
10.7.2 restarts play without verification from their nearest opposition player; or
10.7.3 is moving immediately prior to the check; or
10.7.4 was not in the appropriate position.
10.7.5 After this violation call any pass does not count regardless of whether it is
complete or incomplete, and possession reverts back to the thrower (unless

16.3 applies).
10.7 256 J7 tHELCA N T BU s A 5% RT LK 56 s 7

10.7.1 A IZERN10.6 LR S0 BHIRAT 74648 B

10.7.2  &H &S B ILEILKIY; 7B R FHIA: 8L

10.7.3 (ERFFEZS) 1 5

10.7.4  RuGfESERINE .

10.7.5 IREIBGE AL RERLR, AR 5%, AR B F A
NFrf (BRAEMI16.33E D

11 Out-of-Bounds H 5+
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11.1 The entire playing field is in-bounds. The perimeter lines are not part of the playing

field and are out-of-bounds. All non-players are part of the out-of-bounds area.

111 BRI ME RN, DL LA ENRE 5.

11.2 The out-of-bounds area consists of the ground which is not in-bounds and everything
in contact with it, except for defensive players, who are always considered “in-

bounds™.

11.2 FAMX AR A A X3, PLAGZ DX I — DDA, B~y DA S BRSk . Bl
RNy Sa o T

11.3 An offensive player who is not out-of-bounds is in-bounds.

11.3.1 An airborne player retains their in-bounds/out-of-bounds status until that
player contacts the playing field or the out-of-bounds area.

11.3.2 A player who has caught the disc, who contacts the playing field and then
contacts an out-of- bounds area, is still considered in-bounds, as long as
they maintain the catch until they establish possession.

11.3.2.1 If they leave the playing field, they must establish a pivot point at the
location on the playing field where they crossed the perimeter line
(unless 14.3 is in effect).

11.3.3 A thrower who contacts an out-of-bounds area is considered in-bounds until
they make a pass.

11.3.4 Contact between players does not confer the state of being in- or out-of-
bounds from one to another.

11.3 A S BB B A

11.3.1  FEZEH I BA S BRPIRZS Bk T A AT T sl I 7 57 A3 2 5 4b

11.3.2 WURFREL N SeAE AN 3, A 8 S O BT DR 47 X 5 A 42 1)
SRIGHERL T AL, IRIRBEFA

11.3.2.1 WRFFEENS] 7 A, A AT 6200 0] 2 203 1 3 3 30 2 A3 L 3 57
oo
11.3.3  FEEANAE A AT Rl 7 AN XA A, BLEMAIME 7.
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11.4

11.4

11.5
11.5

11.6

11.6

11.7

11.7

11.3.4  BAGA 2 [ A FEE A AS RZ M AT ] g - 5 N 38 A& S 4b .

The following are out-of-bounds turnovers, and no catch is deemed to have occurred:

11.4.1 any part of an offensive receiver is out-of-bounds when they contact the
disc; or

11.4.2  after catching the disc while airborne, an offensive receiver’s first contact

1s out-of-bounds while still in contact with the disc.
CAN 1 008 T IR S & 2R BB S e, AN N DA
1141 i BO7 A SRR — 3R (E 55t
1142  HBOTES PR, T R 5 — 4%l R E 54

A disc is in-bounds once play is live, or when play starts or restarts.

PEBEREAT I (R AE LE BRI T An AN ARSI ) S A

A disc becomes out-of-bounds when it first contacts the out-of-bounds area or
contacts an out-of- bounds offensive player. A disc that has been caught by an
offensive player has the same in/out-of-bounds status as that player. If the disc is
simultaneously caught by more than one offensive player, one of them being out-of-

bounds, the disc is out-of-bounds.

S EE R Ak B RSP X S B S SMRYRE RO A A SR S A . 2 BEBOT BA s B 4%
FEI, BAF N/ FIMREANZI A PR — 8. IR A RN 2 42 2 507 BA
PUEAE, HEP R FN, EFE .

The disc may fly outside a perimeter line and return to the playing field, and players

may go out-of-bounds to make a play on the disc.
B RE S CHHILZR 5 I B e 28, BA 53 AT DUAE 22 4 i) e 72 o 22 2 540
(#7%: make a play on the discf5E SR MEAEAS I, XUTBA G 2R B4 5 B <7 ix A4

B, A T AR T, BATE R )
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11.8 The place where a disc went out-of-bounds is the location where, prior to contacting
an out-of-bounds area or player, the disc was most recently:
11.8.1 partly or wholly over the playing field; or
11.8.2 contacted by an in-bounds player.

11.8 % H A0 A B 70 b S AP X AR B DL AT, Bt — IR KA
11.8.1 #oesEaeht THFEgih EKAiE, B
11.8.2  #EF- N IIPA Gl 4L 3 .

11.9 If the disc is out-of-bounds and more than three (3) metres from the pivot location,
non-players may retrieve the disc. The thrower must carry the disc the last three (3)

metres to the playing field.
11.9 W ML, HAE BRI A R =K AL E, R EBN 3 nT DALHS AT H ]
K. fERJE3IKN, LA ANERER TR,

12 Receivers and Positioning 3 FIAL B

12.1 A “catch” occurs when a player has a non-spinning disc trapped between at least two
body parts. A catch can enable a player to establish possession of the disc.
12.1.1 If the player fails to maintain the catch due to subsequent ground contact
related to the catch, or contact related to the catch with a team-mate or a
legitimately positioned opposition player, possession is deemed to have not

occurred.
12.1 4R HE BN 03 2D A B R AL L — DN AR (6. et R Rk
- MUNZEIRC I
12,11 Gn SRR A A BA 3 R O 2 it i < A A B o B A R X T ) R 4%
MR, WA

12.2 After establishing possession, that player becomes the thrower.

12.2 SRAFEABUEFIBL AR RFEEN
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12.3 If offensive and defensive players catch the disc simultaneously, the offence retains

possession.

12.3 QR HEBONIR <7 BA 5% RN A4, RERCA ARG AL o

12.4 A player in an established position is entitled to remain in that position and must not
be contacted by an opposing player.
12.4 b BEE AL B BN A BUSE AR IZALE, AR5 B DA AN e F A i A 51

12.5 Every player is entitled to occupy any position on the field not occupied by any
opposing player, provided that they do not initiate contact in taking such a position,
and are not moving in a reckless or dangerously aggressive manner.

12.5.1 However 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 make a play on the

disc.
12.5 BA BB HE S EART ARG T A 1 B AL E, B YR A BN A KL
SikiEhh, JFERUANTHER. G ARk s,
1251 (HURBAES T, ARRBSARGZ DY 1 BHAG 2 B8 X 5
A 5% A AR AR 5 30 P A2

12.6 All players must attempt to avoid contact with other players, and there is no situation
where a player may justify initiating contact. This includes avoiding initiating
contact with a stationary opponent, or an opponent’s expected position based on
their established speed and direction. “Making a play for the disc” is not a valid
excuse for initiating contact with other players.

12.6.1 If a player is not reasonably certain that they will be able to make a legal play
at the disc before an opponent who is moving in a legal manner, they must
adjust their movements to avoid initiating contact. If that adjustment is made,

the result of the play still stands.
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12.6

12.7

12.7

12.8

12.8

FITAT A 3 R 3t fe 55 HLAR A G A B AR e, Rkt e S LA B

BN G 2% fi, DAL 38 G AE S 7 A D3 4% I B P T3 2 AN D75 1) 0 2138 iAo B A

flo FEAAEAE R DG S AR S BAL IR DL . “PRERER M AR KA SE

e & AR

12.6.1  EXF 7 BN 3 & it Ay KBS S, AR A 1A e e B Al S B O
RESG A b, AN R U B B 2 fE, DU Sk S
fR¥efih. FH TR, R RAE.

The player who initiates contact is deemed to be the player who:

12.7.1 arrived at the point of contact after the opponent had already established a
legitimate position at that point (either a stationary or moving opponent), or

12.7.2  adjusted their movements in a way that created unavoidable contact with an
opponent moving in a legal manner, when taking into account all players’

established position, speed and direction.

A3 LU M T NI BN R R Al ) kR 2

12.7.1  Ffh iy (67 B AR LA S BCE B sh X U7 A 2 SR — AN
MO E, B

1272 HEBRAGNAC SO E . Bad . Jrm s iz
B, G ROMAL T R Bl B A S o e G 1 B A A

Some minor contact may occur as two or more players move towards a single point

simultaneously. Minor contact should be minimized but is not considered a foul.
PN B2 A BA O3 R I ] — AN B R B I R RE o A AR R I Ak . R IR AR BT
nlRe g, EAIEM.

12.9 Players may not use their arms or legs to obstruct the movement of opposing players.

12.9

BA B3 A e 37 B R FELAS X6 5 BA 53 (KR8 31 o
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12.10 No player may physically assist the movement of another player, nor use an item

of equipment or object to assist in contacting the disc.

12.10 BAGUIHEFF B A B 3 — DA A IR0 RS 30, b e 5 P 5 4 S P B

13 Turnovers BB #

13.1 A turnover that transfers possession of the disc from one team to the other occurs

13.1

when:
13.1.1 the disc contacts the ground while it is not in the possession of an offensive
player (a “down”);
13.1.1.1 however it is not “down” if a receiver catches a pass before the disc
contacts the ground, and maintains the catch while the disc is in contact
with the ground.
13.1.2 a defensive player establishes possession of a pass (an “interception”);
13.1.3 the disc becomes out-of-bounds (an “out-of-bounds” or “out”); or
13.1.4 during the pull, the offence touches the disc before it hits the ground, and
subsequently fails to establish possession of the disc (a “dropped pull”).

HILLL T AE BT, TRl 4

13.1.1 BT EABAR A, G AR, BY “down (filttth)
13.1.1.1 {H2, WURAER A # e T RO, I H i He i b

I, et R AR S, WAZ “down (filid) 7 .

13.1.2  IERFT RN R T A48, B0 “interception (28 7 ;

13.1.3 JKAEHEA, Rl“out-of-bounds or out (HF) 7 5 B

13.1.4  FEHREm, IO CRLVE M AT e KA, SRSV TREEX A 1R

#1, Bi“dropped pull (JF#Efi#) 7

13.2 A turnover that transfers possession of the disc from one team to the other, and

results in a stoppage of play, occurs when:
13.2.1 there is an accepted offensive receiving foul;

13.2.2 the thrower has not released the disc before the marker first starts to say the
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13.2.3

13.2.4

13.2.5

13.2.6

13.2.7

word “ten” in the stall count (a “stall-out”);

the disc is intentionally transferred from one offensive player to another
without ever being completely untouched by both players (a “handover”);
the thrower intentionally deflects a pass to themselves off another player (a
“deflection”);

in attempting a pass, the thrower catches the disc after release prior to the
disc being contacted by another player (a “self-catch™);

an offensive player intentionally assists a team-mate’s movement to catch
a pass; or

an offensive player uses an item of equipment or object to assist in catching

a pass.

13.2 IO, AR 2 5 — A, I HLEE R

13.2.1
13.2.2

13.2.3

13.2.4

13.2.5

13.2.6
13.2.7

Te LN BEBOT UL

R NAERT B AU H 537 “ten (100 7 WA AL, BRI “stall-out
CELADEERS ) 7 .

BEILBA 3 ROR A 25 55— BA O3, I R TR TN (RIS X £ A sl

P “handover G##L) ”

Frf NSO AE R P B AR 5 5 b, R4 EC, B “deflection
QEIE DR

FFELNARRL R, (B —BA il REATsfE 7 &, B “self-catch (H
LB 7

BEVCBN MOE A BB A Bl MR AE; Bk

EISION G348 FH 2 46 0 o 345 B 4 A

13.3 If a player determines a turnover has occurred they must make the appropriate call

immediately. If the opposition disagrees they may call "contest" and play must stop.

If, after discussion, players cannot agree or it is unclear what occurred in the play,

the disc must be returned to the last non-disputed thrower.
13.3 QSR BN SN A T TR e, WL ZRSZ ZI8 IR 7R = . R 7 BA R
AR, WA BIRE “contest () 7, BB HLFRAATE 15 . U1 RAER
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13.4

13.4

13.5

13.5

Ji R R VR IR i, AR RE L IR R T A, R A AR
AL 1) — NPT RN T F.

After a “stall-out” call:

13.4.1 If the thrower still has possession of the disc, but they believe a fast count
occurred in such a manner that they did not have a reasonable opportunity
to call fast count before a stall-out, the play is treated as either an accepted
defensive breach (9.5.1) or a contested stall-out (9.5.3).

13.4.2 If the thrower made a completed pass, the thrower can contest if they
believe it was not a “stall-out”, or there was a fast count immediately prior
to the “stall-out”.

13.4.3 If the thrower contests a stall-out but also attempts a pass, and the pass is
incomplete, then the turnover stands and play restarts with a check.

N “stall-out (EEAPER)D) 7 J5:

1341 WERFFE AR M AR Ay, HAERMWBENEAI2RE

“fast count (FEAPIETR) 7, BUFRAZIRC G+ HIDT 7B CFE DAL
9.5.1) BREAFUWHIBLAbENT (FF WAN9.5.3) b,

1342 WERFHACHE, HIOVBA RN, s0E A YRR RS0 il
bR, AR AR E.

1343 WRFFHANAFRZTEDEN RS, HE2Eamf, HZRRAHK
JRIFEAE, WP, Jdit)m LERgkst.

Any offensive player may take possession of the disc after a turnover, except:

13.5.1 after an “interception” turnover, in which case the player who made the
interception must maintain possession; and

13.5.2 after an offensive receiving foul, in which case the fouled player must take

possession.

FEX 54 ), AR BBN RE AT ARERL, B T
13.5.1  “interception (¥:8%) 7 KA J5 UL G, HEATHE AP R 20
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13.6

13.6

13.7

13.7

FEAE

13.52 HEBCTBSUAUR, WU 5 SO

If the player in possession after a turnover, or after a pull that has already hit the
ground, intentionally drops the disc, places the disc on the ground, or transfers
possession of the disc, they must re-establish possession and restart play with a

check.

A SRAT AL DA A AE BT S BT R R A vt R, OSSR A
NN 2k i Y O 7 O AP T A NS S oI B AT RS e
CREEVE: MR E R, XAMERIEE R S RARE T —ME, ARl S
AT MRS WA H T RIBA, RIS B AT LR Eoviolation,  HUFR(FIE, BA G3 AHDETIR

4

SER AR RS TR (BT OO RS B R SO, AR ik
W, MBI, )

After a turnover, the turnover location is where:

13.7.1 the disc has come to a stop or is picked up by an offensive player; or

13.7.2 the intercepting player stops; or

13.7.3 the thrower was located at the time of the call, in the case of 13.2.2, 13.2.3,
13.2.4, 13.2.5; or

13.7.4 the offensive player was located, in the case of 13.2.6 and 13.2.7; or

13.7.5 the accepted offensive receiving foul occurred.

T e R B B -

13.7.1 #HAE RO E, S0FZHBBN AR ARIAE; 5L

13.7.2 A GUE AL E; BY

13.7.3  TEMINN13.2.2, 13.2.3,13.2.4, 132,50 RAERY, S AFTAL AL & ;
1%

13.7.4  BECEA RTERUN13.2.6F113.2. 7 Fir b AORL & s 5%

13.7.5 LA BOT SR LA E
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13.8

13.8

13.9

13.9

If the turnover location is out-of-bounds, or the disc touched an out-of-bounds area

after the turnover occurred, the thrower must establish a pivot point at the location

on the central zone nearest to where the disc went out-of-bounds (Section 11.8).

13.8.1 If 13.8 does not apply, a pivot point must be established according to 13.9,
13.10, or 13.11.

IR B e R AR T4, BRI e 4k A Je S el 31 7 /b X 3k, A4 FF

BN S ZIAE B 7 T4 il 1 A0 [X 38k 2 37 o0 o

13.8.1 W RMIM13.8AE, B0 AN AZEMN13.9, 13.10F113.11 2 1Y
A=

If the turnover location is in the central zone, the thrower must establish a pivot point

at that location.

USRI e W R B AR L XS, A 355 B N AL A AT B JEE ST Bl o

13.101If the turnover location is in the offence’s attacking end zone, the thrower must

establish a pivot point at the nearest location on the goal line.

13. 10U R I By e 4 e AEAERE BT Prigt BURIAF 0 XN, IR f 3 N A6 Z0E B it

I3 70 8 L ST

13.111If the turnover location is in the offence’s defending end zone, the thrower may

choose where to establish a pivot point:

13.11.1 at the turnover location, by staying at the turnover location or faking a pass;
or

13.11.2 at the nearest location on the goal line to the turnover location, by moving
from the turnover location.

13.11.2.1 The intended thrower, before picking up the disc, may signal the goal
line option by fully extending one arm above their head.
13.11.3 Immediate movement, staying at the turnover location, faking a pass, or

signaling the goal line option, determines where to establish a pivot point
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and cannot be reversed.

13. 11U SR Rs 5% e e AEAE BEXOT P <7 (A5 0 XN, IR A5 8 N AT LG FRAE LA R
(DA=RE RVATRNE
13111 AR AL E, JFEEE A A E, B W A% £ )
(= AN E NN privE = T
13.11.2 EBAPFi B R sk b, BEdahalizfiZERrE D

E{priE N
13.11.2.1 FrfE AnTCAER AT, SRFERE LTk R E 3 S 2245 7 2k 4
SR

13.11.3 PA AT AR @i s O AL B &g, LiERRl: SLRifE s, 15
BB A B . SR E . RERE LI E .

13.121f, after an accepted turnover, play has continued unknowingly, play stops and the
disc is returned to the turnover location, players resume their positions at the time

the turnover occurred and play restarts with a check.

312 BB e e Rk A ), WERAFITG BB ACAR S L3R, B4 LU 24 1L,
(] 5% BB e K A AL B, BA 53 [0 BBy e et prAb O B, 3 4 4t B
WL e .

14 Scoring 843

14.1 A goal is scored if an in-bounds player catches a legal pass and:

14.1.1 all their ground contacts are entirely within their attacking end zone, or for
an airborne player, all of their first simultaneous points of ground contact
after catching the disc are entirely within their attacking end zone, and

14.1.2 they subsequently establish possession of the disc, and maintain the catch

throughout all ground contact related to the catch (note 12.1, 12.1.1).
14.1 B4R RAEF NN R T DGR, JFH.:

14.1.1 %P\ 53 5 3 i 3 i 58 AR BE A5 70 XA, BIFE 28 R 32 4 1 BA B
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B Xl e e WA X, JRH
14.1.2 ZBNASKASELAL, 185 8AF RELA < 10 3 i 22 b i 0 2 d4F 1 &L
(FFRE12.1, 12.1.D

PEETVE: BEAERI20UE0 Tcatch (324D Flpossession GRIFEIAD HIX A, BT IR AWK A
CEL, HRAEEFERD . B AR EERE12.1.

14.2 If aplayer believes a goal has been scored, they may call “goal” and play stops. After
a contested or retracted goal call play must restart with a check and the call is deemed

to have been made when the player established possession.

14.2 WRBA SN LR O 195y, ATRURE “goal 5707 , JHFIEELEE. WiR1G5)
AN ], ZUE I A Ak SRR, HAZAS R A AR A A
ARATALA IS 5 L 1 o

14.3 If a player in possession of the disc ends up with their selected pivot point behind
the attacking goal line without scoring a goal according to 14.1, the player must

establish a pivot point at the nearest location on the goal line.
143 QERFFAL BN 53 P e B 0o R AAEREIAR 20 22 e, (B AR 51411577
IR, %N L L ZAEAS 70 28 L Gl KA B L
B 0k ERal i B R 7 X B ALE 519 70 4l B A A

14.4 The time at which a goal is deemed to have been scored is when the player

established possession.

14.4 P\ GRS EAUN 4 HAG 7

15 Calling Fouls, Infractions and Violations 7R JE#, HAFFEH]

15.1 A breach of the rules due to non-minor contact between two or more opposing

players is a foul.
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15.1.1 A player intentionally initiating minor contact is still a breach of the rules,
but is to be treated as a violation, and not a foul.
15.1 UM (foul) J2 48 WA BLPIAN LA X5 BA 53 & A= A 42 A e T 2 Jse 0 ) ) 17
o
1511 — > BA B3k  5 dBS J fol 4 Ao b o 3 e B U, L L e A D 3 491
(violation) , MIEIEH (fouD -
PEHE: U5 SC H ¥breach, foul, infraction, violation, R M H SCRH 1K B A B A T X 1 o
% Breach i ) 238 HI AL RE, RIS SR .
< Foulfi (2 K28 T AR B AR 1A o
< Infractiondis A2 By 8 BE D IS AT, AR Z 15 A,
% Violationd§ ) /2 Lt € 1 B3 T foul Mlinfraction 15 5L T HIERIAT Ny, 7 R HLFR.

B2 BAREM N, foulflinfraction )15 <25 fliviolation, LN KA B (&R il 2 violation, E{H &
% % ) & marking infractionf /& violation.

15.2 A breach of the rules regarding a Marking or Travel breach is an infraction.

Infractions do not stop play.

152 HM Cinfraction) fEATKBIELEGED 1 SN, FEIRA S RIS IE .

15.3 Every other breach of the rules is a violation.

15.3 AL A AT S IO )3 S A 9 91

15.4 Only the player fouled may claim a foul, by calling “Foul”
15.4 RABIUHAIBN T AL H “Foul GEHD 7, PUREIEH.

15.5 In general only the thrower may claim an infraction, by calling the specific name of
the infraction.
15.5.1 However any offensive player may call a double team, and any defensive

player may call a travel infraction.

15.5 —Mkvt, RAFRFATLAEY “infraction GED) 7, PnEiEN
15.5.1 {BA&, ARA[3tB BN R e] PR B XLERG5F (double team) , ALAA[ [ <F
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15.6

15.6

15.7

15.7

15.8
15.8

15.9

15.9

BN R AT LR B ED (travel)

Any opposing player may claim a violation, by calling the specific name of the

violation or "Violation", unless specified otherwise by the particular rule.
AEARTRE 75 A G2 R AT DAWRE H B A 1) i 45 N B B “violation GEBID 7, BUR
=g (violation) , BRIAEFLIMIAT BAKLH

When a foul or violation call is made that stops play, players must stop play by
visibly or audibly communicating the stoppage as soon as they are aware of the call
and all players should echo calls on the field. If play has stopped for a discussion
without any call having been made, a call is deemed to have been made when the

discussion started.

A AR B TR EAF IR IRIICHL (foul) BUEH] (violation) J&, FHARBA 5
B RRE R WAL 2T IE R, by L RTAT A 3 B BT AR IA L ER
1ERIE S I RAT A A 2R AT A AE 1L B SRR EAT e, AR EALNTE
PHRTFARET O H

Calls must be made immediately after the breach is recognised.

PN IE BRSO, BOZAL I R .

After a player initiates a stoppage incorrectly, including after mishearing a call, not

knowing the rules, or not making the call immediately:

15.9.1 if the opposition gains or retains possession, any subsequent play stands

15.9.2 if the opposition does not gain or retain possession, the disc must be
returned to the last non- disputed thrower, unless 16.3 applies. The stall
count resumes as if an accepted breach has been caused by the player who

initiated the stoppage incorrectly.

PN A R I T EERE, WA VR, AEIN, B LA R

.
BN .
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15.9.1  WOERX T IRAF AR B AL, A AARATRE = ) L FR 45 R TR B

15.9.2  GSRX 7 BATIRAG BOR B B, A i A 2 [ 21 | — A JE 4 LN R
FNFA, 16 3MITEDLERFL . BRAD % MEAR R 15 LU R (1 A D13
T MR LR 4L

15.101If the player against whom the foul, infraction or violation has been called disagrees

that it occurred, or does not think it is a correct call, they may call “Contest”.
151000 555 5 BA A XS Fron BB (foul) + 3EHH Cinfraction) . i (violation)
PR, BN E R EE, TR “Contest CHF+ 7

15.111f a player making any call subsequently determines that their call was incorrect,
they can retract the call, by calling "Retracted". The stall count resumes as if an
accepted breach has been caused by that player.

15 TR B G 7R B R O B SR B2 R 0, 7T RABR Y “ Retracted (4l

B 7, SRNZIR . B B RN 53 0 R i RS DL Ak 2k

15.12If multiple breaches occur on the same play or before play stops, the outcomes

should be resolved in reverse sequence (latest breach first, earliest breach last).
15 1200 R AE [A]— 70 B LB LA 2R R, BEBR 45 R N % [ ey Jm A3 /i R Iy
AR CefRi)a — R, BRIEMIE—NRED .

15.13 Players are encouraged to use the WFDF Hand Signals to communicate all calls.

15. 13555\ 5118 FHWFDEF- kAL 1A T /R s

16 Continuation after a Call ;== g k4 H 5%

16.1 Whenever a foul or violation call is made, or a player attempts to stop play in any
way, play stops immediately and no turnover is possible (unless in situations

specified in 15.9, 16.2, and 16.3).
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16.1 H/nEJLH (foul) FHiEf (violation) J&, ELFEMNAZZIZEIE, HEHASH
HILB R R4 (BRAEMAITE T & N15.9, 16.2R116.3) .

16.2 If a foul or violation:
16.2.1 is called against the thrower and the thrower attempts a pass, or
16.2.2 1is called by the thrower during the act of throwing, or
16.2.3 1is called or occurs when the disc is in the air, then play continues until
possession has been established.
16.2.4 Once possession has been established:
16.2.4.1 If the team that called the foul or violation gains or retains possession
as a result of the pass, the play stands. Play can continue without a
stoppage if the player who made the foul or violation call makes a “Play
on” call as soon as possible.
16.2.4.2 If the team that called the foul or violation does not gain or retain
possession as a result of the pass, play must be stopped.
16.2.4.2.11f the team that called the foul or violation believes that possession
has been affected by the foul or violation, the disc will be returned
to the thrower for a check (unless the specific rule says otherwise).

16.2 WIHRIEM (foul) =iEH (violation) :
16.2.1 SEXHFFRANRIRE, RS EER
1622 e HFFE AR P IATHIRE, 5
16.2.3 MBS HIEHE K AEBURE N, A4 L TRk 2L B B L8R
16.2.4 #HB—BEHfiE:
16.2.4.1 #78 BEACMEGEH] 1 PME R L R ARS B4 RFRAL, U OR B b 3%
5. H R B JUHUAUE B IR A 52 LR A “Play on (4R ZE L
38 7, HIR4kL:, TFRFIL.
16.2.4.2 G5 R AL AN B (1 B R A A% 8 AR RAF BUOR B AL, L gR
g 1t
16.2.4.2.1 HER/R BAUHANE B 1) AN A B AL 2] 7 A0 FUATE 1] 152
ma, A B RE AN F IR (BRI BB .
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16.3 Regardless of when any call is made, if the players involved from both teams agree
that the event or call did not affect the outcome, the play stands. This rule is not
superseded by any other rule.

16.3.1 If the play resulted in a goal, the goal stands.

16.3.2 If the play did not result in a goal the affected players may make up any
positional disadvantage caused by the event or call and restart play with a
check.

16.3 A7 R AT, A SR X0 BA 53 # [R) BZ A% L BR BB A e L 38 45
VU285 SRAR R o R AN At A A i 0 5 X
16.3.1  WURBMEAR 7, MR R EE
163.2 WIRMMIBE AR, W BN BN T A8 A G, 7T LR
HFHHAIE, A L AE k.

17 Fouls JB#E

17.1 Dangerous Play:

17.1.1 Actions demonstrating reckless disregard for the safety of fellow players,
or posing significant risk of injury to fellow players, or other dangerously
aggressive behaviours, are considered dangerous play and must be treated
as a foul, regardless of whether or when contact occurs. This rule is not
superseded by any other foul rule. If the dangerous play call is accepted,

this must be treated as the most relevant foul from Section 17.

17.1 falah1E:
17.1.1 ARTRICAAT G R . BN 2447, BB 0 kB K%
IR ATy, BUHAR SR M B AT, BRI E R s e, 4%
RRJURL (foul) A3, Toil B RHEEfih R 75 R AL BT R A2 R AS
W HAAT AT LA B AR . BB T, W6 144 1
FRI 17 % rp b G A0 R L AL 2
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17.2 Receiving Fouls:

17.2.1 A Receiving Foul occurs when a player initiates non-minor contact with an
opponent before, while, or directly after, either player makes a play on the
disc.

17.2.1.1 Contact with an opponent’s arms or hands, that occurs after the disc has
been caught, or after the opponent can no longer make a play on the
disc, is not a sufficient basis for a foul, but should be avoided
(excluding contact related to Section 17.1 and 17.3).

17.2.2 After an accepted receiving foul the fouled player gains possession at the
location of the breach, even if that location is in an end zone, and play
restarts with a check. If, after the check, 14.3 applies, the stall count can not
be started until a pivot point is established at the nearest location on the goal

line. If the foul is contested, the disc is returned to the thrower.

17.2 AU
17.2.1  $EAIUMHR B0 W5 e 2R AL AT . s e b — T AGE AR R
.
17211 24— J7 SR Jm s vE 2 i i, B X075 1) 3 B A AR
Hf, A RSOUA, (N EREG I T7. U173 9 1 5 2
fBRA)
1722 A USRS, SIEHLR A S3EE SRR A 28 (0 7 B3RS AL,
B B 70 X, PEIRAEI i e 4k 2k . 2700 Ja 1& FH A 14.3,
VU NEAE BN 5% F45 7 2 BB AL B S G e, TR IRIEAD . A
2 (VSR EIE S b R A T RS AN R A
BHE: B0k ERIDA BRI NARAS 2 X R B S5/ 0 KRBT M.
17.3 Strip Fouls:
17.3.1 A Strip Foul occurs when an opponent fouls a player and that causes the
player to drop a disc they caught or to lose possession of the disc.

17.3.2 If'the reception would have otherwise been a goal, and the foul is accepted,

a goal is awarded.

17.3 FAUEH :
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17.3.1  ZFBOEHAEXS J5 BN 3 3E e £ N s 2 B 25 R AL
1732 WREARLERE NGRS, HAFBOUMESU, B EZES .

17.4 Blocking Fouls:

17.4

17.4.1 A Blocking Foul occurs when a player takes a position that an opponent
moving in a legal manner will be unable to avoid, taking into account the
opponents expected position based on their established speed and direction,
and non-minor contact results. This is to be treated as either a receiving foul
or an indirect foul, whichever is applicable.

EESEEVSE

17.4.1  PHEGIC AR (1) 72 — 44 BA 52 2% 8 38000 J7 BA O 4 HE BE A 100 52 M 77 [ i
BIAIALE, CARCARR S R B 5 SR, T AR T A L
G AL B ICIERE T AL B BHPS A0 RN 42 R 3 4 25 A0 0 B R 20
FURALBE

17.5 Force-out Fouls:

17.5.1 A Force-out Foul occurs when a receiver is in the process of establishing
possession of the disc, and is fouled by a defensive player before
establishing possession, and the contact caused the receiver:

17.5.1.1 to become out-of-bounds instead of in-bounds; or
17.5.1.2 to catch the disc in the central zone instead of their attacking end zone.

17.5.2 If the receiver would have caught the disc in their attacking end zone, it is
a goal,

17.5.3 If the force-out foul is contested, the disc is returned to the thrower if the

receiver became out-of-bounds, otherwise the disc stays with the receiver.

17.5 #38 H AR

17.5.1 %8 H AR 02 5 i NAESRAS B i f b, ELAERAS BT
W77 BN IO, AR 1) B AR b A A3 4 N -
17.5.1.1 WNAHNBEIFIN: 5l
17.5.1.2 IBEBCHI A3 X 3 s X 3832 21 4
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1752 EHEEANAAERBIG > X E2E, WEEERS .
17.53 HPOA W TR MAAAES U, HaRf N A, AR B 20 5F 6T
L EEEARIS, WEBUR T8 A

17.6 Defensive Throwing (Marking) Fouls:
17.6.1 A Defensive Throwing Foul occurs when:

17.6.1.1 A defensive player is illegally positioned (Section 18.1), and there is
non-minor contact between the illegally positioned defensive player
and the thrower; or

17.6.1.2 A defensive player initiates non-minor contact with the thrower, or
there is non-minor contact resulting from the thrower and the defender
both vying for the same unoccupied position, prior to the release.

17.6.1.3 If a Defensive Throwing Foul occurs prior to the thrower releasing the
disc and not during the throwing motion, the thrower may choose to
call a contact infraction, by calling “Contact”. After a contact infraction
that is not contested, play does not stop and the marker must resume

the stall count at one (1).

17.6 B EE A0 R :
17.6.1 B AU K2 -

17.6.1.1 B~y BAAEALANE R CFEILAEIN18.1) , JFEREANRA T IR
el 5

17.6.1.2 B~y BA GO RREE NG R T AR e s BRAE AL TRl SR N
L AR R 1 A AT P A T R AR oA

17.6.1.3 EHAERFR N AT, BAETIRIME KL T B0, W
NPT LLIE R “Contact (S A4l 7 HHT/RE. HiZRET
G, WILCFEAR RS, I HB A NS 46 53 5

17.7 Oftensive Throwing (Thrower) Fouls:
17.7.1 An Offensive Throwing Foul occurs when the thrower is solely responsible

for initiating non-minor contact with a defensive player who is in a legal
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17.7

17.8

17.8

17.9

position.
17.7.2 Contact occurring during the thrower's follow through is not a sufficient

basis for a foul, but should be avoided.

BRI (FFEAD SRR

17.7.1 FFAE N JURESRE A2 hrfer 2 AR o A2 B B A9 17 <37 A 023 s ) AR A ke
fio

17.7.2 FEE N H A5 BB S 11 38 BB B2 Al AN A AU, {ELR 38 s o

Indirect Fouls:

17.8.1 An Indirect Foul occurs when there is non-minor contact between a receiver
and a defensive player that does not directly affect an attempt to make a
play on the disc.

17.8.2 If the foul is accepted the fouled player may make up any positional

disadvantage caused by the foul.

[EIEELPSE

17.8.1 [ AU AR B 2 64 AN ARl <3 B\ 53 2 o) A4 1 AR %, EAE
PR H A

17.82 FARHTCFU WAL A 53 mT LLOR#b B T U A B 9595

Offsetting Fouls:

17.9.1 If accepted fouls are called by offensive and defensive players on the same
play, these are offsetting fouls, and the disc must be returned to the last non-
disputed thrower.

17.9.2 Ifthere is non-minor contact that is caused by two or more opposing players
moving towards a single point simultaneously, this must be treated as
offsetting fouls.

17.9.2.1 However if this occurs after the disc has been caught, or after the
relevant player/s involved can no longer make a play on the disc, this
must be treated as an Indirect Foul (excluding contact related to Section

17.1).
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17.9 HRIHACHL:
17.9.1  HRWJURLR 1 2 2k BOMIBT 53 BA SR RN 7R U, JF Hoe 9. KAt
WA B E— AN AT
17.9.2 HA2NEEZ AR\ R — AL E RN ), &k 7 IER M, W
AR
17.9.2.1 ERWIRARERG, SAEAMHIKB Tk bt 5 KR T 1X—1
B, ZUHE R R AU RUAL B (R 7. 10 B ARl I DL BR A1)

18 Infractions and Violationsi® 2 F13:E 5]

18.1 Marking Infractions:
18.1.1 Marking infractions include the following:

18.1.1.1 “Fast Count” — the marker:
18.1.1.1.1 starts or continues the stall count illegally,
18.1.1.1.2 does not start or restart the stall count with “Stalling”,
18.1.1.1.3 counts in less than one second intervals,
18.1.1.1.4 does not correctly reduce or reset the stall count when required,
18.1.1.1.5 or, does not start the stall count from the correct number.

18.1.1.2 “Straddle” — a line between a defensive player’s feet comes within one

disc diameter of the thrower’s pivot point.
18.1 Pjfitid Al

18.1.1 B fit i A A4 LA N 500
18.1.1.1 “Fast count (EFPIEHR) 7 FRIIZEBH LA
18.1.1.1.1 G AT G 4k B0
18.1.1.1.2 WA LL “Stalling (JFAREFD) 7 JFUGELE BT ARELAD,
18.1.1.1.3  EAPIAIRG /N T- 145,
18.1.1.1.4 AT 4 MR ool B0 2 BB T BB e Ab,  BR
18.1.1.1.5 A MIEHIIETIT 1R
18.1.1.2  “Straddle C(F5iHCD 7 FRIZ P77 A R XUEHEL 5 Fe 6t A
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PRI D T A IR

18.1.1.3 “Disc Space” — any part of a defensive player is less than one disc
diameter away from the torso of the thrower. However, if this situation

is caused solely by movement of the thrower, it is not an infraction.

18.1.1.3 “Disc Space C([AIEEIL/N) 7 F8IZ B <FBA I SRR R AL 5
R NR TN T — AN B EE RS . SR, X —1H O A
IR p, WA ZEM .

18.1.1.4 “Wrapping” — a line between a defensive player’s hands or arms comes
within one disc diameter of the thrower’s torso, or any part of the
defensive player’s body is above the thrower’s pivot point. However,
if this situation is caused solely by movement of the thrower, it is not

an infraction.

18.1.1.4  “Wrapping (L) 7 FR 172 87 ~F BA G2 I XTF= BNV 1) 32 26 ¢
FNMIPEES N — MR R . SR, I — 0 R A
Beahitin, WA B .

18.1.1.5 "Double Team" — a defensive player other than the marker is within
three (3) metres of the thrower's pivot point without also guarding
another offensive player. However, merely running across this area is

not a double team.

18.1.1.5 “Double Team CXUEF55F) ~ Fi5 K12 ARBT A1 B 55 DA 53 FE 1F
N 3K Z N, HAzBi sy A R 3 B sF 53— AN EBRA 1
{EL B2 I XA X AN S B 57

18.1.1.6 “Vision” — a defensive player uses any part of their body to

intentionally obstruct the thrower’s vision.
18.1.1.6  “Vision C(FHAHALEF) 7 1A B <7 BA A MR H B AR e — R 23
UERSESEEWNDEYIE 8
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18.1.2

A marking infraction may be contested by the defence, in which case play

stops.

18.1.2.1 If a pass has been completed, a contested or retracted marking

18.1.2

infraction must be treated as a violation by the offence, and the disc

must be returned to the thrower.

By 57 B\ 2 m] AT B # i R s m e R, TR L3R s k.

18.1.2.1 # it CaeAe R g,  MIAT S I B Fnl X B S AL v 2E K

18.1.3

18.1.3

18.1.4

18.1.4

18.1.5

& (violation) , MBI KA 2IRF AN T

After all marking infractions listed in 18.1.1 that are not contested, the
marker must resume the stall count with the number last fully uttered before

the call, minus one (1).
RS 1. 151 H ) 5 i U T 580, TNl 4 N 0 Z0HE 7 75 e Je
SERECT IR TR A

The marker may not resume counting until any illegal positioning has been

corrected. To do otherwise is a subsequent marking infraction.
REEAGHB A BUE S, B8 ANA T VR BAP o 75 2 K
B fit R o

Instead of calling a marking infraction, the thrower may call a marking

violation and stop play if;

18.1.5.1 the stall count is not corrected,

18.1.5.2 there is no stall count,

18.1.5.3 there is an egregious marking infraction, or

18.1.5.4 there is a pattern of repeated marking infractions.

18.1.5

FONTRIEN, FRAT LR EBEIER] (violation) , T IER;#LiE
¥ (infraction) , HEMFEF: EE 5.

18.1.5.1 BEFPASIEH,
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18.1.5.2 &AL,
18.1.5.3 HELHIPFLEHE RN,
18.1.5.4 HEEMIBFHIHEIN

18.1.6 If a marking infraction, or a marking violation, is called and the thrower
also attempts a pass before, during or after the call, the call has no
consequences (unless 18.1.2.1 applies) and if the pass is incomplete, then

the turnover stands.

18.1.6  WURFFAL AL WG £33 M ek By #3801 7R AT B P BoR BUR &4
WARBARNEMERA LI (BRAFANI8.1.2.1EH]) , e
RIEL AT AT, AN BT e 46

18.2 “Travel” Infractions:
18.2.1 The thrower may attempt a pass at any time as long as they are entirely in-
bounds or have established an in-bounds pivot point.
18.2.1.1 However an in-bounds player who catches a pass while airborne may
attempt a pass prior to contacting the ground.

18.2 “Travel GE) 7 FHM:
182.1 HEFFMANZEERN, RCOEFHNHE 7 o, Bl UBE A%

i

o

18.2.1.1 FrAMIBN AL TRl 5, W DAAETR AT AL AL

18.2.2 After catching the disc, the thrower must reduce speed as quickly as
possible, without changing direction, until they have established a pivot
point.

18.2.2.1 However if a player catches the disc while running or jumping the
player may release a pass without attempting to reduce speed and

without establishing a pivot point, provided that:
18.2.2.1.1. they do not change direction or increase speed until they release the

pass;
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18.2.2.1.2. a maximum of two additional points of contact with the ground are

made after the catch and before they release the pass.
1822 FEFHE, FFHNDLAHEA AL TT 1A 5 00T R PRyoE ,  H 3@ 57
ot
18.2.2.1 RPN RAEH BB BhER AT T AL, FFE LN EOUN, AT
DATE 2 Y8R A S ST A O RO 1R 00 A 48
18.2.2.1.1 AhATHES L AT IAT 2032 77 [ B 0K
18.2.2.1.2 AATTAERAL S5 AN 4% B f 22 5 M A7 > ik A

18.2.3 The thrower may move in any direction (pivot) only by establishing a “pivot
point”, which is a specific point on the ground with which one part of their
body remains in constant contact until the disc is thrown.

1823 RAENHCRG, FFENA T AFAER T M E. Bl ni2 A
A HH B B AR AT 2 30 70 AR T R e e P o

18.2.4 A thrower who is not standing can use any part of their body as the pivot
point.
18.2.4.1 If they stand up it is not a travel, but only if a pivot point is established
at the same location.
18.2.4  FFELNAEARSESIAGBL T, AT LA B AR B4R T 3 0 o o o
18.2.4.1 WIRFFEL AR, XAFED, (HAZCHIE R G 5 ZAE [ —
(A=

18.2.5 A travel infraction occurs if:
18.2.5.1 the thrower establishes a pivot point at an incorrect location, including
by not reducing speed as quickly as possible after a catch, or changing
direction after a catch;
18.2.5.2 the thrower releases a pass in breach of 18.2.2.1;
18.2.5.3 anytime the thrower must move to a specified location, the thrower

does not establish a pivot point before a wind-up or throwing action
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begins;

18.2.5.4 the thrower fails to keep the established pivot point until releasing the
disc;

18.2.5.5 aplayer intentionally bobbles, fumbles or delays the disc to themselves,
for the sole purpose of moving in a specific direction.

18.2.5 EDEHMAT:

18.2.5.1 FFALANKIHI O AATEIEMIALE, QAR IEA R A R RE, 5%
BA R SR B T T

18.2.5.2 FFELNH 7 HN18.2.2.1;

18.2.5.3 MFFEL N L ARE B B — LB I, WA Lo s T U 422 B B A
AL a1

18.2.5.4 FraE NAEYIEL AT AR 1 HLo

18.2.5.5 BTN Tikf AL ER D), ML, 1T A, SibffE
HOS B, (B#HE: H XM delay the disc to themselves ] &
“ Allowing the disc to spin continuously on one's fingernail or other body part” ,
FATAEWFDF [ 28 (¥ 55— 3 SCAF BLR B 13X o B 5 R Bt A tipping,
BI4f14%, Fibobble. fumble/2 FFEMREE. )

18.2.6  After an accepted travel infraction is called (“travel”), play does not stop.
18.2.6.1 The thrower establishes a pivot point at the correct location, as
indicated by the player who called the travel. This must occur without
delay from either player involved.
18.2.6.2 Any stall count is paused, and the thrower may not throw the disc, until
a pivot point is established at the correct location.
18.2.6.3 The marker does not need to say “Stalling” before resuming the stall

count.

182.6 HPRBEMELEMEFI, MHIEAMEIL.
18.2.6.1 #ZMURRUED BN AR R, FFEE AL WAL B S0, ER
XUTT A 53 BT AN BEHEE
18.2.6.2 FEILHARIAL B G LB OHT, LAV ET, HEFRAARETIAR .
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18.2.6.3 Bi#ft NAEARSEAPRTAS UL “Stalling (FFERTEFD) 7

18.2.7 If, after a travel infraction but before correcting the pivot point, the thrower
throws a completed pass, the defensive team may call a travel violation.
Play stops and the disc is returned to the thrower. The thrower must return
to the location occupied at the time of the infraction. Play must restart with

a check.

182.7 EDENREIR, HFHENESUERLOATY) A IFARAE, B
SERMA T R P @] (violation) o BULETELFE(F 1L, WA 2R
AN T, R ANBAURRGE DS A LN E . BfE
FEEHIT A

18.2.8 If, after a travel infraction, the thrower throws an incomplete pass, play

continues.

1828 EDEMREIE, HRFHATIH W HEAPERE, WILIR4RLE.

18.2.9 After a contested travel infraction where the thrower has not released the
disc, play stops.
18.2.9 #H XMW H MR EAALSI, HEFRARNS, WL,

18.3 “Pick” Violations:

18.3.1 Ifadefensive player is guarding one offensive player and they are prevented
from moving towards/with that player by another player, that defensive
player may call “Pick”. However it is not a pick if both the player being
guarded and the obstructing player are making a play on the disc.

18.3.1.1 Prior to making the "Pick" call, the defender may delay the call up to
two (2) seconds to determine if the obstruction will affect the play.

18.3 BH+4EH1:
18.3.1 R — 24 5 BN A 7E Bl 5F — 44 13E B BN LB 8% 55 — 44 DA A BEAS T #2380,
ZIHE N ] LR “Pick (BHAH) 7 o H A5 55 57 R 95 57 17 44
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:

L
P
=z
=

A 3[R BSE ZEAB A, DU S ) R BEL 433 451
18.3.1.1 7~ “Pick (FH4) 7 I, BisFBA\ o n] LA 280 B 18] Sk v 52 FH 4

TN L3

Fik: BIUSERER (18.3.1) ULH T pick A& B <7 BA G B SR s3I RE BN 51 930K P AR BRI A g

o

18.3.2 If play has stopped, the obstructed player may move to the agreed position
they would have otherwise occupied if the obstruction had not occurred,

unless specified otherwise.
18.3.2 A EUFRIF AL, TR FELA ¥ A 53 n] DAAS 213 i BEL A5 I A AT T L 122 Ak
MIALE, IXAMLE T ZRE XA 1, BRARIEIN 534 1 B o

18.3.3 All players should take reasonable efforts to avoid the occurrence of picks.
18.3.3.1 During any stoppage opposing players may agree to slightly adjust their
locations to avoid potential picks.
18.3.3  Jr A SR RLi% 55 7k GBS o
18.3.3.1 fEAE—ELFRFIEIIA], B 52l DARS GO 8 B AL B, 8 n) B
HDJUEREY e

19 Safety Stoppages Z-&H 1%

19.1 Injury Stoppage

19.1.1 Aninjury stoppage, “Injury”, may be called by the injured player, or by any
player on the injured player’s team.

19.1.2 If the injury was not caused by an opponent, the player must choose either
to be substituted, or to charge their own team with a time-out.

19.1.3 If the injury was caused by an opponent, the player may choose to stay or
to be substituted.

19.1.4 If the injured player had established possession of the disc, and the player
has dropped the disc due to the injury, that player retains possession of the

disc.
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19.1.5 The injury stoppage is considered to have been called at the time of the
injury, unless the injured player chooses to continue play before the
stoppage is called.

19.1.6 Ifthe disc was in the air when the injury stoppage was called, play continues
until either a player establishes possession, or the disc hits the ground. If
the injury is not the result of a foul by an opponent, the completion or
turnover stands, and play restarts there after the stoppage.

2

19.1.1 =058, W “Injury” , WTLAHZOGHRIBA RS, B3 B2 105\ 5
P AEBME AT B — 44 B R A 7R =

19.1.2 205 A 2 d1x J7 BA s e, W2 475 B G A 280 S N, B3 41
k& B ORI — B

19.1.3 #3205 0y BA G IE R, T 52455 BA 53 P DAk 3 B AE b b Bl i N

19.1.4  FH2ANGURIGEAL, B 2 fidt, Tz A R RALR B .

19.1.5 2475 B 15 A e 3240 AR 1R, BR AR 52 403 BA G378 87 45 LU 3% il ok
PEYRSEEL TR

19.1.6  #HRERZOIEEN A, R4k B34 B e KBl

RETEHOYIE . WERASE t X U5 B SRR R 325, R A B A B
BUE BRI, AR T R 4R 2L,

19.2 Technical Stoppage

19.2.1

Any player who recognises a condition that endangers players, including if
a player has an open or bleeding wound, should call a technical stoppage

by calling “technical” or “stop”. Play must stop immediately.

19.2.1.1 A team-mate, coach, or designated official, should actively alert

players to any condition that endangers players.

19.2.1.2 A player who has an issue regarding an open or bleeding wound has

seventy (70) seconds to effectively address the issue. If they need
additional time to address the issue, they must choose either to be

substituted, or to charge their own team with a time-out.
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19.2.2 The thrower may call a technical stoppage during play to replace a severely
damaged disc.
19.2.3 After a technical stoppage called while the disc is in the air, or if play has
continued unknowingly:
19.2.3.1 Ifthe call or issue did not affect play, the completion or turnover stands,
and play restarts there;

19.2.3.2 Ifthe call or issue did affect the play, the disc goes back to the thrower.
19.2 FARE

19.2.1  AFAT BN 53 B AR B MG B 15 Bl i CEb 2 55 BA 53 A Tk B 9 ot ) 42
), BAZ@Ed P “Technical (FiAR) 7 8k “Stop (F1FE) 7 3k
INERARE . WIENZ LR E L,

19.2.1.1 MRS, #dx, BiE FRSEIRE N RS2 3R BE Y ERN fEE G
R A5
19.2.1.2 BAGIH TOFD I [B] SR PR IE AL BRAT B3 1h L S5 0 A AT 7 A0
SRISTR], AR I N, B TR CO7 MBI — 8 15
19.2.2 R NTELCTRFURBEHORE1F, T He ™ mHUIAM AR
1923 WHUREHAREEN BT, B LR B gk L.
19.2.3.1 A7RREEE RKAER AT LLTE, WA 5 By H 4 24,
bL B4k 4k
19.2.3.2 FH/RREGE RAEM BB LLEE, W R BIRRAF A

19.3 If a player is substituted after an injury, or due to illegal or faulty equipment, the
opposing team may also choose to substitute one player.
19.3.1 Substitute players take on the full state (location, possession, stall count etc)

of the player they are substituting and may make a call on their behalf.

19.3 WUERBA A 52475 BAEHL SBIRRRE T R N, x5 B ] L
S AUNAR
193.1 B4 LI AN G DRI AR B A 3 e L BRIRES Cnfr & . AL

MR, JF Bl BT T 2R =
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20 Time-OutsE &

20.1

20.1

20.2

20.2

20.3

20.3

The player calling a time-out must form a "T" with their hands, or with one hand and
the disc, and should call "time-out" to opposition players.
AN RS AT BCE — R PR T REhE, IR Rz X 75 B 51

W “Time-out (FfE) 7 .

After the start of a point and before both teams have signalled readiness, a player
from either team may call a time-out. The time-out extends the time between the

start of the point and subsequent pull by seventy-five (75) seconds.
REMIE TGRS, X7 BMLE R BHESSAAT, EE— A REW LURE B 1E.
PERRIX— R 7510 . (& B MmN T — 20 . )

After the pull only a thrower with possession of the disc may call a time-out. The

time-out starts when the “T” is formed, and lasts seventy-five (75) seconds. After

such a time-out:

20.3.1 Substitutions are not allowed, except for injury.

20.3.2 Play is restarted at the pivot location.

20.3.3 The thrower must remain the same.

20.3.4 All other offensive players must establish a stationary position, at any
location.

20.3.5 Once the offensive players have selected positions, defensive players must
then establish a stationary position, at any location.

20.3.6 The stall count restarts at maximum nine (9). However if the marker has
been switched, the stall count restarts at “Stalling one (1)”.

T E, RARGEAERF AT R BT 2N T 25 Sl

THR, #8751 HiFER)G:

203.1 AfevrmA, BrRAEA A

2032 EUERAERFEL BN RUEFTITAA
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20.4

20.4

2033 FFEANSEFE—E

20.3.4  FTA YA G RT DATEAT AL E WA, (HARERE )

203.5 HBUTHE TALEG, BisF v MEARRALE AL, (AR D).

203.6 M RGO E I (AW R ER TN, AN
“Stalling one CE£FP1) 7 FFiR.

If the thrower attempts to call a time-out while play is live and when their team has
no remaining time-outs, play is stopped. The marker must add two (2) seconds to
the stall count they would have restarted play on before restarting play with a check.

If this results in a stall count of ten (10) or above, this is a "stall-out" turnover.
AELIREATH, FEAZTUREEE, MEHREL, (H2N ATV
HIE S O T e, B 3 N AUAE AR ZEAR SR TR0 EIn2Ab, 46 4 ) 4k
LRELAE. WRIN2AD fFIE BB T 10, HBASAE “stall-out CEEFVEER) 7
s e 4 o
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Definitions 4% 5] it B

Act of throwing

See throwing motion.

MBS EN(E Z Wi .
Affect the play A breach affects the play if it is reasonable to assume that the outcome
A of the specific play may have been meaningfully different had the

breach not occurred.
JEEL Wi LU B2 A P AR . R EE LT A K, B
FEANGERESSHEEX .

=] |=2A
N1

Attacking end zone

AT X

The end zone in which the team in question is currently attempting to

Score.

FIrHR B AT 4 5k A5 20 1 X3

Best perspective

e HEALA

The most complete viewpoint available by a player that includes the
relative position of the disc, ground, players and line markers involved
in the play.

AR TS DR SE B AL, R AR LSRR W k. XUy
BA 53 A1 B B IR R

Call

e
NS

A clearly communicated statement that a foul, infraction, violation,
turnover or injury has occurred. The following terms may be used: Foul,
Travel, specific name of Marking Infraction, Violation (or specific name

of Violation), specific name of turnovers, Technical, and Injury.
—MEREY THRES, RORKE T, EM. S, B
H NG 2. U ARIEREW AL A : Foul (JEFL) | Travel (GE
A0 RrE WP EEMEE (AARETFN o B (B E NS
BIRIE)  HE P FEHIAIT. BRI, 2.

YH &b
1o He

Catch
I

A non-spinning disc trapped between at least two body parts. If a player|
initially catches a pass and then, prior to establishing possession, they do|
not maintain the catch (‘maintain the catch’ means to continue to have a
non-spinning disc trapped between at least two body parts), that initial

catch is deemed to have ended.
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M Z AP SRR A K, (AR . W R —>BA 4]
G 5 R BETE A T BBUHT DRI 2 FE H 8 ( “PRIE SRR 1
BRI ZRDA BARTRAL AT — DA TREL T KA , AR
ERAGPANA I -

Central zone

The area of the playing field including the goal lines but excluding

HC X the end zones and the perimeter lines.

Dyt E RS 2k, (EAEIER 7 ORI 2 X 42k
Defending end The end zone in which the team in question is currently attempting
zone to prevent the opposition from scoring.
B 7450 X JIrda A9 BAATL =24 i 1A X T BEL L X6 5 45 73 R X s

Defensive player

Any player whose team is not in possession of the disc.

VIS RUNA A R AT BA 51
End zone One of the two areas at the end of the playing field where teams can
B X score a goal by catching the disc there.
Ly ) X3, E R T RSO % A T A2
Goal line The line separating the central zone from each end zone. It is not part of
15402 the end zone.
XL XA X /& ASHAR TR/ (%
Ve BRI TAG)
Ground The ground consists of all substantial solid objects, including grass,
7 Hh marker cones, equipment, water, trees, fences, walls and non-players,

but excluding all players and their worn clothing, airborne particles and
precipitation.

iy B A Sk, AR ks, EE K. WL H
L SR A AR BB N B, AN RSB AR B B AR
Yo, =R

Ground contact

flith

Refers to all player contact with the ground directly related to a
specific event or manoeuvre, including landing or recovery after

being off-balance (e.g., jumping, diving, leaning, or falling).
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TR T B SRR IR DL BB AF o At i (B i, AR TR 2R
FPE R E S CLamiElk, ©ah, BURIEEERED

Guarding A defender is guarding an offensive player when they are within three

ik meters of that offensive player and are reacting to that offensive player.
B 5545 B — 44 B\ A AEBEBOBN B3 3K YE T Y, FFEF XS i3t BURA 51
AT S S

Interception When a player on the defensive team establishes possession of a throw

o It by a player on the offensive team.

815 57 7 DA BRI HRAT T HETCON G395 KA

Legitimate position

The stationary or moving position established by a player that is

HHAE not in breach of any rules.
2N BA B3 i A )7 B A% B0 5 [ AN S AT fr] U IS R AR
TEMAE.
Line A boundary defining the playing areas. On an unlined field, the
53 boundary is defined as an imaginary line between two field markers

with the thickness of said markers. Line segments are not extrapolated

beyond the defining markers.
PR o€ LE RSV (KT 5. AR B SR ER 3 b, T 5t A A

I B REE LA R, ZRTE N BRI B8 L o £ VT AN TR H A
PRIVE o

Making a play on

When the disc is in the air and a player is attempting to make contact

the disc with the disc in any way e.g. to catch it or block it. This includes the

i b A process of running towards the place they expect to make contact with
the disc.
B, A GO EE AR R A A, B A el
WA o 3K [ A 0 375 0 1) U o L ) A

Marker The defensive player who may call the stall count on the thrower.

DIEEWN XHRFAE N TR A B 55 A 5%
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Minor contact

Contact that involves minimal physical force and does not alter

L= Eey the movements or position of another player. Contact with an
opponent’s extended arms or hands that are about to, or already
are, contacting the disc, or contact to the throwers hand during
the throwing motion, is not considered to be minor contact.
FEAN T i Ho At DA 9347 2 BOAL B AR5 00 AR Il o o 32 A oxst g i
HH R B L2 A T BT, B AR R AN H A I Ak g Y
T AR
Non-player Any person, including a team member, who is not currently a player.
E[S7MNINA EMAZ S BRI, SRR IR 5.
Offensive player |A player whose team is in possession of the disc.
BEHCBA B ARAFEEBLHI BT AT BA 51
Out-of-bounds Everything that is not part of the playing field, including the perimeter|
(OB) lines.
oedy P A A Y, BHRILLk.

Perimeter lines

kS

Lines separating the central zone or end zone from the out-of-bounds

area. They are not part of the playing field.
X X857 X 5 FAMNE RN Z . ENIAS AR T HIEY
Hh

Pivot

By

When the thrower moves in any direction while keeping one part of their

body in constant contact with a specific point on the ground called the

pivot point. A player establishes a pivot point by placing, or keeping, a

particular part of their body at a specific point, which they intend to use

as their pivot point. If a thrower has multiple options for a pivot point,

the pivot point is not determined until they pivot.

2 REAE N B A ) — AR ALAE RS B I K PR i 5 T R — R
fill, MazE O R — A AR LU E, B E SRR
AN AT AR R E MR R A S . WURFF A 2 Wk £ O
s O AL B AT B S E .
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Pivot Location

The point on the playing field where the thrower is required to establish|

LMY A=A a pivot point after a turnover, after the pull, after a time-out, after leaving
the central zone, or where a pivot point has already been established.
oA B SRR ANAE B e Jn . TR . BHES ARG BT
O X5 B O R C B, fEd B S AO .

Play The time after the Pull has commenced and prior to the scoring of a

b 5% goal. Play may further stop due to a call, in which case play is
restarted with a check.

FEIT RT3 Z (A TA] o HEFE R AR B8y, a2
IO AK L L FE

Player The people who are actually participating in the current point of play.

by EBN Z 5 R HHT— 2 NG

Playing Field The area including the central zone and the end zones, but excluding

Bt #2137 Hh the perimeter lines.

AAE O XA X H 7, BRI

Possession  of

the disc
LA

A player establishes possession of a pass when:
- they catch a pass and then they maintain that catch for more than
one noticeable instant, and
- they maintain the catch throughout all ground contact related to
the catch, or until they throw the disc
A player can also establish possession when a disc that has already hit
the ground is picked up, or is given to them, after a turnover, pull, or
stoppage. Once a player has established possession, they may change
their grip on the disc and that does not affect their possession, as long
as they maintain contact with the disc. A disc in the possession of a
player, or caught by a player, is considered part of that player. The team
whose player is in possession or whose players may pick up the disc is
considered the team in possession.
PG BL R AR, — 44 BA D3 BRI 3RAS AL -
- IR KA R AR HIE T
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- BAE, ZP\RAEflHhE FRE R R ADIRES, BRE B H T

ELES A
BA D3 R] DAAE KA ot e @ e A, BRAE OB e e . T B {5 )
P s AT RRIRIG AL . B RS RIS, fEORFF AR AL
0L N A DL KR, IXOOF AN AR . HrAT 1 A B
INENH AR IX A BN T — 87 o RERE BN 2 BT e B BAATL, B AL
FAAL A ML FF A7 -

Pre-stall A warning regarding time limits to resume play, issued by giving
Pz b warnings at twenty (20), ten (10), and five (5) seconds (as applicable)
FSkoX T 4R SR LR IO BRI SR E,  WifE2080 . 108 BS A I 4T
T (RREHEL .
Pull The throw by the defence to the offence that starts play at the beginning
Jr4% of a half or after a goal. The pull is not considered a legal pass.
I IF AR 84S 73 JE B <3 7 3R BT LT R EEBR A . T RS
TEMEL.
Receivers All offensive players other than the thrower.
AN P ARFF A N B E BT A 5
Stoppage of play |Any halting of play due to a foul, violation, discussion, contested call,
b FE By (s injury or time-out, that requires a check to restart play.
AR, EE. whHe. BFRaE. N R OiscEFiE
) 5 B AT AR 2 LE TR 1 LEZE T I
Throw A disc in flight following any throwing motion, including after a fake
CikE attempt and an intentionally dropped disc, that results in loss of contact
between the thrower and the disc.
A pass is the equivalent of a throw.
FEIEENE IR T VAT A, AR RSN AU B 4 P 51
HDEREEWANG TR g
P55 A T4 .
Thrower The offensive player in possession of the disc, or the player who has just
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thrown the disc prior to when the result of the throw has been determined.

AL BEBOT A0, BRI AE ROR ] T Z AR -

Throwing motion

The throwing motion is the motion that transfers momentum from the

Py EE thrower to the disc in the direction of flight and results in a throw.
Pivots and wind-ups are not part of the act of throwing.
PIRE B R RN R R A A8 B BE I F LB th A R BI A o 1 2 il
O AR S E AR B .
Turnover Any event resulting in a change of the team in possession. A turnover
T o B 4 is not considered a violation.
A A BB BRI B0 . BB 3 AL Nl (e
VE: X BRI B AT ARy, BB e A T RO R Ak LR )
Where the disc Refers to the location where a player establishes possession, the disc
stops comes to rest naturally, or where the disc is stopped from rolling or
KA F IR |sliding.
(DA REE]NARI SRR Y O S S | o e gl A ] s 3 8 = o

H.

-The End-
sk
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Legal License A § B

This Work ("WFDF Rules of Ultimate 2021-2024"), and all related WFDF rules documents
are licensed under a Creative Commons Attribution 4.0 license. The Licensor and Original
Author of the Work is the World Flying Disc Federation, a non-profit corporation registered
in the state of Colorado, USA. This is a human-readable summary of the Legal Code (the full

license can be foundin Appendix G)

(WFDFH IR R EEREN2021-2024) 1A FH < T WEDF R SC 448 )& T Creative
Commons Attribution 4.0 iAo WBUT FFEAEE B o8 R & (WFDF) , i3
[ LS b 22 M v E M EHE R R T A | o IX 2 R] IEH B S IR 4

You are free to:
- copy, distribute, display and perform the work
- make derivative works

- make commercial use of the work

RATAT LB 4T

S, PR RS T A S
ERT A SO

e MU K Ay SO

Under the following conditions:

-You must attribute the work in the manner specified by the author or licensor.

- For any reuse or distribution, you must make clear to others the license terms of this work.

- Any of these conditions can be waived if you get permission from WFDF.Your fair use and

other rights are in no way affected by the above.

A5 F 2K :

PRATI A6 ZRAE A 3 BB T FCVF A B P9 A P SO

TR GRS BIOCCAERE,  URATTRS EE A A R B SO R RSB 2 A

RIS BIWEDFH AL, AR AT LA A B2k RN R AT LAl AR SRR AN 52 Bk 2%
AR o
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