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| Introduction

The most important aspect which differentiatesrhiie from other organized sports is summarizeden t
following excerpt from the Introduction to the @ffil Rules of Ultimate, 11 Edition (the “Rules”):

Spirit of the Game: Ultimate relies upon a spirit of sportsmanship thaces the responsibility
for fair play on the player. Highly competitive pls encouraged, but never at the expense of
mutual respect among competitors, adherence tagiteed upon rules, or the basic joy of play.
Protection of these vital elements serves to elitrininsportsmanlike conduct from the
Ultimate field. Such actions as taunting opposilaygrs, dangerous aggression, belligerent
intimidation, intentional infractions or other “wirt-all-costs” behavior are contrary to the spirit
of the game and must be avoided by all players.

It is a tribute to those who play Ultimate thatthie overwhelming majority of cases, the mutuaigatiion
to adhere to these principles serves to maintaiyeplcompliance with the Rules, and to resolveutiesp
that do arise in contests at virtually all levelgampetition. However, it is fairly well-establisti that some
form of third party judging or appeal process isgssary in highly competitive situations wheredtadkes
may be significant or where there is added valdfagter-paced play, such as when spectators aserre

Observers have therefore proven useful in a nuottEapacities. In the heat of competition, the ptay
involved in a play are not always certain abouttyavhat happened, nor do they always have a vlear
of what occurred. Even though they may try thegt lbe make the correct call, it can be difficult flem to
know what actually transpired, especially whergtadid in the midst of hard-fought, competitive play.
Because Observers are not playing, they are Isiitteted to track and evaluate objective limitates to
both time and space, such as time limits and kitis.Observers also can help facilitate and sppdtie
game by supplying an objective perspective to redplve player disputes that otherwise can draanadn
sour the game experience for both players andapest

This Manual describes how, as an Observer, yotoarenduct yourself and be involved in the game, an
outlines USA Ultimate-recommended principles aratfices for observing. Its purpose is to help ensur
consistency and quality in the way that games bsermved, both of which are crucial to maximizing th
benefit that the Observer program can providededtwho play Ultimate.

History of the USA Ultimate Observer Program

Observers initially were used sparingly, and thdie first was envisioned as totally passive. Tihséver
program became somewhat more formalized after ¥ Club Nationals in 1987, when it became evident
to many that Observers would have to be more aitigertain capacities (despite protests from sthrate
doing so was contrary to the Spirit of the Gamejh\e understanding that Observers’ roles woeld b
better defined, an official Certified Observers R&DP) was established — the program was guided in
existence by Robert “Nob” Rauch, and Mark Dixon wppointed the first head of the COP.

In ensuing years, the COP program was refinedsipargse to changes in play and players’ expectations
Over time, Observers were requested more often@rtant tournaments, and Observer involvement
became more active, though not nearly to the lefvefficials in most sports. USAU continues to exaen
the ramifications of more active Observers andudeof different rule sets for different levelptdy
(including the limited use of penalties). As a festiUSAU having sanctioned the use of differanersets
for various experimental events, Observers’ rolagettaken a variety of forms. This manual descithes
current Observer system used in conjunction wighQlfficial Rules of Ultimate, as well changes te th
system when certain experimental rules or rolethi®iObservers are in effect.



In 2005, the UPA Observer Program took on its eursgucture. A standardized training document was
produced in the form of the UPA Observer Manuas(ttocument). A training clinic curriculum, based o
the standards in the manual, was developed, impitieand continues to be utilized at clinics acotine
country. Criteria for certification were developedich included clinic attendance, testing, andielat
performance evaluation. Regional Observer Coordirisitions were created to facilitate schedutihg
training clinics and use of Observers at USAU esefttstanding Observer Committee, headed by a
committee chair, was tasked with overseeing theldpment of the program.

The USA Ultimate Observer Committee determinesiafffilUSAU guidelines for observing, including
current standards for USAU competition, and trajmmaterials and methods. The committee consists of
seven active members (including a chairperson as8AU staff liaison), plus USAU’s national division
directors. The active members of the committeeesponsible for updating and maintaining this manua
and other official Observer training materials. ¥aéso meet periodically to discuss potential clesrtg
Observer roles and practices, and implement arty cenges by revising and refining those materidds.
Observer Committee oversees, and assists in cang@bserver training clinics, including “experintain
rules” tournaments, where proposed variations ose@er roles, protocol and interaction can be dessibel
evaluated by players and the committee.

Board Policies

The following USAU Policy on Observers and Refensas adopted by the Executive Committee of the
USAU’s Board of Directors on August 8, 2003:

In line with its previous statements, USAU endotbesuse of Observers in Ultimate but
does not endorse the use of Referees.

The primary difference between Observers and Refassthat Observers shall not make
active foul and violation calls of a subjectiveurat while Referees are empowered to
make any call authorized in the rules, bylaws c@fing guide, or any set of tournament
ground rules. Observers are allowed to resolvautbspon foul and violation calls if
requested to do so by the players or event organiltés permissible but not required for
Observers to be allowed to make active calls odeadrissues and objective matters in the
rules, including but not limited to time violatiomdere the disc is not in play and boundary
decisions.

Observers have the responsibility to uphold theitSgithe Game to the players on the
field. While Observers can provide a neutral pestpe for dispute resolution or calls of an
objective nature, the primary responsibility foe thtegrity of Ultimate and the Spirit of the
Game remains with the players.



Il Principles of Observing

The overriding principles of observing are outlimedhe Observer Code of Conduct:
Observer Code of Conduct

Spirit of the Game

As an Observer, your fundamental role is to hedyygls uphold the Spirit of the Game. You shouldsass
players in creating an environment that fosterstspwanship and respect among teammates and opponent
including striving to inform players when theiriacis during games are inconsistent with the cosoefpt

fair play or mutual respect. Performing this fuanthelps maintain integrity among players famihigth
Ultimate and instill in new players the unique gpiuith which Ultimate is played.

The Game Belongs to the Players.

Managing and conducting the game is primarily tlgqrs’ responsibility, and the outcome of a game
should be decided by their actions, not those afe@kers. Your role is not to alter the outcomeictate

the course of a contest, but to assist playemsllioviing the rules and to help resolve disputesrethe
necessary. Thus, except where Observers are engzbteedecide a matter, all calls and play stoppages
initiated by the players. Likewise, if there issmsonable chance that the players may be ablédidyqu
resolve a dispute on their own, they should be@é the opportunity to do so before you intervene.

Professionalism

Approach your role and conduct yourself with thaagt professionalism. This includes treating player
coaches and spectators with respect, being asrptegs possible —mentally, physically, and with the
proper equipment — to perform their duties, andinga&very effort to position yourself properly amake
the best judgments possible at all times. You ghaldo make every attempt to improve your observing
skills, both individually and in conjunction witklfow officials, in an effort to do the best jokatlyou can
for the players.

Observing Fundamentals

Rules

This manual assumes that you know the Rules, anchadifications in effect for the game or tournainen
being observed. It thus contains few referencesrtapetitions of, specific Rules sections. Theppse of
this manual is to serve as a guide beyond the Ruget®ol for implementing, not learning, themislt
imperative that you know the Rules well, and tlzatreruling be supported by the applicable Rule(s).
Consulting a rulebook during a game is acceptifiiteat is necessary in order to rule correctly.kivig a
ruling that is not in accordance with the Rulesrie of the quickest ways to lose the respect that a
Observer needs. Occasionally, complex game sitgtidse that test even the most experienced Giyserv
but a thorough understanding of the Rules and bapply them allows you the best chance of properly
resolving those situations.

Active or Inactive Calls

“Active” calls are those for which you are empoveete rule immediately, without player request or
initiation. Line calls are active, including in/eof-bounds, goal/no goal, and off-sides. Time lgitso are
called and announced actively. Additionally, youyrstop play if appropriate to handle conduct issids
other calls, such as fouls and violations, areaative; i.e., you do not rule or offer an opiniariass
requested or unless the players involved cannokiyuagree on the outcome. Note that you do nd¢elgt



call up or down (whether the disc touched the gidugfore being caught), but be prepared to rude if
dispute arises, as with other inactive calls.

Rule immediately on each active call with a haigghal and simultaneously announce the ruling loudly
enough so that impacted players are made awasenfty require yelling in certain situations). Wihitles
the players’ responsibility to check the indicafigou should do everything possible to minimizefasion
and assist the players in knowing the call. Afteking certain rulings, other hand signals may be
appropriate for spectators, sidelines and playetrimolved in or aware of the matter. Hand sigras
described in Appendix 2 — Hand Signals.

As with any call, a ruling on an active call shob&lmade by the Observer with the best view (tylpiche
one closest to the action), and it is importantdbservers to communicate with each other and renduey
attempt to avoid issuing conflicting calls. If clicting calls are made, the Observer with the biest reigns.
If views are roughly equal, resolve the situatierif it is a contested call with no Observers pneséctive
calls often involve a “play-on” situation, suchiadicating that a player is in- or out-of-boundsttat a
catch was made on the playing field proper (ntiénend zone). In such cases, if no other issugrescplay
to stop, play continues uninterrupted after thé cal

For calls that are not active, do not offer an iggiror make a call for the players. If your rulisghecessary,
always clarify with the players what their call is befatding. In addition, it is not appropriate to sayp
foul, but there was a travel” or the like. Exceptiscussed below in this manual regarding skitig/foul
calls, and dangerous plays, rule only on the galigially made.

On-Field Authority

Depending on the personnel available, you may \aagame alone or with other Observers or linespsrson
The roles of the various officials are definedhis tmanual, in the descriptions of each observstes.
Generally, the Observer closest to the play wilkentlne ruling. If you cannot make the call, you cansult
other Observers or linespersons. An official furtinem the play can indicate that he or she hadaalg

view of what happened by putting one or both hamdp of his or her head. It is the responsibdityhe
closer official to look for this signal from thehetr Observer(s) and to indicate to them if configris
necessary. Long, slow trips to consult with otHécials should be kept to a minimum.

If you are an Observer who is not nearest the galydisagree with a ruling, do not indicate the
disagreement verbally or otherwise. After the play can privately discuss the ruling with the @#l who
made it. If you are an official who is not makinguding, avoid giving any affirmative or negativigrsal

(e.g., shaking or nodding your head), becausesigolals may appear to indicate agreement/disagrdeme
with a player’s call or another official’s rulinblave discussions with other officials about potdmtilings
away from the players, so that they cannot ascetttai decision in advance (and, thus, whether ilavbe
advantageous to request Observer intervention).

It can be helpful to discuss “non-calls” with otledficials during breaks in the action, such as tiogy saw
a particular play, even if the players have ageeadngst themselves without Observer interventioochS
consultations can help hone skills and providegodunity to see how others view the same sitnatio
Keep these discussions private, however. Whilestb#ll may be differences in how two people vibe t
same play, such discussions can lead to more temsysamong Observers.

Observer-Player Interaction

Make rulings succinctly, without long discussiom®grplanations. Note that for certain calls, inahgd
travels and receiving fouls, it may be necessarg folayer involved to clarify what action or pafthe
play is being called or contested, so that the nppband you understand the situation. After deteng
the specific nature of the dispute, simply stagerthing, along with which team has possessiohefiisc



and how play will resume, e.g. “No foul. Red’s dimre with the stall count at zero.” (One or numad
signals may also be appropriate at this stage Aggendix 2). Statements such as “I did not seael’ or
“If your arm was here, then that would not haverbedoul” tend to create confusion, and give the
appearance that the Observer was not paying attenttis unsure of the ruling. However, a brief
description of the specific action can reinforcaryoredibility (e.g., “no travel — the foot did nmiove until
after the release”).

After an Observer rules, there is no further argumaed play resumes according to the ruéifigr a check.

By requesting your intervention, a player impliciégrees that he or she will abide by your rulangen if

the player disagrees. Do not discuss what woulé happened if such and such had occurred, or haw yo
would have ruled on a situation where no ruling isased. This keeps the game under the playerg'aton
helps avoid tipping your hand on future rulings] amerts discussion about calls that were not avessue.

Do not get drawn into player arguments. Converdingrgument from one between players to one between
an Observer and a player is counterproductive ¢pikg the game moving. Serious verbal or physical
abuse is a conduct issue. Do not engage in verlpdiysical abuse, even in response to such beh#\sw,
stay detached from the players and avoid condatttiy create the appearance that you are biased or
otherwise interested in the outcome of a partiqoliay or contest. While the occasional remark @fbr
conversation may help calm a tense dispute orwiberfacilitate relations with players on the fiedaroid
actions such as overtly cheering or applaudingfoarticular team, accepting gifts of food or difirdm a
team, or excessively conversing with members ofteam or “hanging out” on their sideline duringdks.

When you make a ruling during a stoppage of play (iot for an active call), play must restart veith
check. Teams should be reminded of this at theyanee meeting and during each ruling.

When to Intervene

As the name implies, Observers watch the gameselgldf players can quickly resolve contestedsoaifi
their own, you need not rule. However, when aisathiade and contested, the nearest Observer diwuld
ready to rule if the players cannot agree on acooue relatively quickly (generally within ~20 sedsh If
you as the closest Observer did not have a clear, vise this time to quickly confer with other crew
members who may have had a better vantage point.

Either player involved in a dispute can requestedlas intervention; agreement between the plaganst
required and team captains need not be involvedrsulted. If one player requests your intervergiot the
other player still wants to discuss the matter, iy@y give them a short time to attempt to workuit o
themselves, if it appears that this may be fruitflduch a discussion initially appears to hawemse, but
begins to drag on towards the recommended 20 sdictiydnform the players that they need to decide
quickly or you will rule. If both players come tolyimmediately without trying to work out a dispute
themselves, you should ask them to at least makéiempt. Where it is obvious that the players mol
agree, you can simply rule quickly.

The “Do-Over”

Players may agree themselves to a “do-over,” Rédpeaecision regardless of what you would haved
if consulted. When you are consulted, it is impatrthat before ruling, you are confident (at |36
certain) that you had the requisite perspectivelmproperly. It is your job to ensure that asteane of the
crew is in proper position to confidently rule aryaarticular play or situation. However, if nowre
member is sufficiently confident on a ruling, itageferable to return the disc to the thrower fdosover
than to make an educated (or uneducated) guessh almost always adversely impacts players’
confidence that rulings are being made corredtlyoll are consulted on a play that you did not teave
proper view or perspective, before implementing-awder, quickly check with other crew members who
may have been better situated to make the rulingeWv members are repeatedly out of position tperly



see plays (whether due to lack of hustle or othewiconfer and adjust your positions and moventents
the extent possible. Players will lose confidemcarid respect for a crew that consistently resom®-
overs in order to resolve contested situations.

Player Overrule

On occasion, a player who believes that an yoimgun an active call is incorrect may request that
ruling be reversed, but only to the detriment sfdri her own team; for example, where you rule dhedtch
was made in-bounds, but another offensive playéJss that it was out-of-bounds, resulting in mtwer.
In such cases, provided that the person requetingversal was both a) a player on the fielthatitne of
the call and b) a member of the team benefitingpftioe call, you have the discretion to reverse yuolimg,
taking into account the perspective and proximitthe player requesting the reversal and otheofathat
are relevant under the circumstances. After a stdaereversal, play restarts with a check.

Justice

Your job is not to render justice. Players somesimiél agree on the “wrong” solution (i.e., you nmiagl
that the players’ decision — perhaps a do-ovemetisupported by what actually occurred). In stedes,
do not intervene or suggest an opinion. It is pedfie that players settle matters amongst thensehier
than have a non-player make a ruling.

Do not attempt to equalize games or right past gsphut make each call based upon what you sethand
applicable Rules., Do not take into account what have happened on a previous play or the repogatio
of the players involved.

Consistency and Best Judgment

Observers should strive to be consistent in thidiings, both within a particular crew and betweéfedent
crews at the same tournament. Two neutral pariiesee the same play from the same perspectivaiind
come to different conclusions about it. Howeveaypts rightfully expect some consistency. Given the
same circumstances, rulings should be similar, fioth the same Observer and from different Observer

There is a tacit assumption that you will use ymest judgment in making any call. It often is diffit to be
absolutely sure that the call is correct, and théllebe occasions where you make an incorrechgulilhere
also are times when a proper ruling will not beuwdap— on most calls the best that you can hopés filvat
half of the players agree. Among the things thatgan do are know the rules thoroughly, know andeab
by the guidelines of this manual, expend the utrafistt to be in the best position to make calig] be fair
and respectful to all players and their coachedaml There will always be situations where yougcm
like the umpire or referee in any other sport,carestioned, sometimes rightfully and sometimes not.

Professionalism

Conduct yourself in a professional manner. Thikighes preparing adequately for the game. Arriveat

field 15 minutes before game time, start the mgetiith the captains 10 minutes before game time (se
pre-game meeting under Common Situations), andagBeninute warning to both teams before game time.
Use pre-game time to tend to matters such as sogrthe field for debris or obstacles, assuring tha
sidelines are free of spectators and equipmentirdmuning players of potential uniform or dangesou
equipment issues. Because good observing requinssant running, pre-game warm-up stretching is
recommended. Keep extra discs handy (if availale&ase the game disc becomes damaged or lands far
out-of-bounds.

It is of utmost importance to avoid interfering hviilayers’ movements or the flight of the disc. Yara an
obstacle on the field, and if the disc hits you &nabt caught by an offensive player, it is a twer. Per the
USAU Standing Rules Committee, you as an Obsemether in or out of bounds, are treated as “ae’ (



as if you were not there) in terms of your poténtampact the flight of the disc or player moverheBe
cognizant of where players are and where they rmayidiving. This requires attention to the weather
(especially wind) conditions and the style of deebeing played (zone or man), and an awarendiss of
tendencies and skills of both throwers and recsivoving off of the playing field is often necessto
avoid interfering.

Know the game score, time limits, number of timésaamaining for each team, and how any cap tinas m
affect the game, and periodically remind teams ttaum (see Time Limits).Be well-groomed and
appropriately attired for the particular event (Begipment).Carry yourself (e.g. posture, actigjtie
professionally while at the field. Be easily acd@sso the teams prior to games. It is recommertldatyou
stand at mid-field near the scoreboard or eadieatdrner where you will be working. During thisidi, note
potential issues such as uniform violations, damgeequipment, etc. It is absolutely prohibitedyfan to
officiate in any contest of which the outcome is slubject of any wager in which you have a direct o
indirect interest.



[l Observing Systems

Multiple observing systems have been developediaed over the years. For USAU events, the Two
Observer System (TOS) is recommended. HowevarffiEent personnel are available (especially for
marquee contests), use the Four Observer Systetprasides maximum field coverage. For eventsnehe
personnel are limited, the One Observer Systembeaysed, with the assistance of a Linespersoralf at
possible.

Two-Observer System

Each Observer has primary responsibility for odelgie and one goal line. One Observer also trécles
limits between points, after turnovers, and dutimg-outs, while the second Observer keeps tratheof
score and any warnings or penalties. Follow thdgjines set out in this section.

Note: the term “trail Observer” specifies the Obsemvbp is generally behind the offense, and the term
“downfield Observer” refers to the Observer clasethe end zone of attack.

As the disc advances, the trail Observer (O1 inrfeid.) follows behind the disc and is primarily
responsible for thrower and marker fouls, travéiscatall counts and receiver and defender intenas
close to the thrower. The downfield Observer (ORigure 1) stays roughly even with the deepestgplay
near the end zone being attacked and has primggmsibility for downfield fouls between receivarsd
defenders, picks, and goal calls on deep receptithen the offense nears the goal line for whieh th
downfield Observes responsible, he or she may move toward the lraekeaving the trail Observer
watch the front goal line. On a turnover, the Obser trade roles, with the new trail Observer isgttip
behind the new offense and giving the time warntogsut the disc in play.
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Figure 1. A — Initial positions as offense begins to advamheediscB — When the offense is close to the
end zone of attack and @as made it to that end of the field; O1 still Wegs the thrower and marker,
but also is in position to call infout of the ermhe. O2 is deeper in the end zone, able to watchalck
line. C —Observers may swap ends to better cover the gaaitline, depending on the location of the
disc, as described in more detail below.



A positioning problem can arise if the disc is nib@ end zone being attacked, but on the sidetimered
by the downfield Observer (O2 in Figure 1). With\@#ching the back line, neither Observer is optiynal
positioned to call in/out of the end zone on aspass to the front corner of the end zone. Neitlger
Observer in the best position to watch thrower-reaitkteractions. In this situation, both Obsengtrguld
be alert for any stoppage of play during which tgaickly can trade responsibility for ends (notesipof
the field; thus, O2 now is responsible for the trotiend of the field in Figure 1C (and thus the djoalin
this situation) and O1 becomes responsible fotdpen the diagram end of the field (and thus tekbine
in this situation). Those positions may be mairgdifor the rest of the point, or the Observerstzte
back, depending on how play continues (e.g., atamnin the end zone may allow the Observers &t tes
their original positions). This process is recomdashfor only experienced Observers who are confflata
working together.

The most difficult situation for two Observers twver on the playing field proper is when the dgsnear
the downfield Observer’s sideline, and most opfthe players are between the disc and the enal zon
being attacked. In this case, the trail Observer Ipeaunable to stay close enough to the throwenzariter
to hear the stall count well closely watch theferaction, because s/he must also be able to gktdoa see
the sideline on a long swing pass in that directford the downfield Observer cannot get too closié
disc without being out of position to see the atta a long pass downfield. While it is generathy n
recommended for the trail Observer to cross thg &ds of the field to the far side, he may havddgust
that under conditions described above, in ordsuitably monitor the thrower and marker. This is
acceptable, but the trail Obsermaust be prepared to move back quickly towards hiseosideline. In this
and similar cases, each Observer must constandiyhee of the movements of players, the other @bser
and the possible path of the disc, and be readpriot to new positions whenever necessary.

The following table summarizes Observer positiorimthe TOS for various game situations.

Situation Trail Observer (O1) Downfield Observer (02)
During Pull Watch for off-sides on receiving team. Watch for off-sides on pulling team.
After Pull Get in position behind the thrower, stey Jog toward midfield to watch catches near your

slightly toward your sideline. Note offense and sideline. Note offense and defense (zone, man,
defense (zone, man, etc.) as players set up. | etc.) as players set up.

[}

Short passes Shadow the disc, monitoring stalltcanehthe | Stay near your sideline, roughly even with th
thrower’s feet; avoid interfering with dump and deepest receiver. Be prepared to run to the end
swing passes. Run toward new receiver (to-bg zone on a long pass.
thrower) when disc is released. Be prepared to
run deep on a huck, to be in position for

watching your sideline in/near far end zone.

Long Pass Watch for stall, foul or travel callsiéimen run | Run toward the end zone. If the pass is near|the
downfield. Stop and position just before disc i far sideline, run across field for better view,
to be caught. avoiding receivers and defenders. Return to

original side when OL1 is close enough to see€
his/her sideline at/near end zone.

Turnover Move toward the disc, setting up roughigre | Get in position behind the thrower, staying

with the deepest receiver. Be ready for quick | slightly toward your sideline. Check with @i
huck; avoid players as they change direction.| see if there are any calls that would negate the
Check with O20 see if there are any calls that| turnover.
would negate the turnover.

Man-to-man | Stand behind thrower and out of the way of | If force is toward your sideline, stay off the
Sideline Trap | dumps. Depending on the wind strength and | field, even with the deepest receiver. If forcelis
direction, best position may be behind the other way, run to the middle of the field to

thrower, off the field. watch for long hucks or punts down the line.




Situation Trail Observer (O1) Downfield Observer (02)

Flat Zone Stand further back from thrower and dthe | Stay parallel with the deepest receiver. If it is
lane for swing passes. Typically, fewer markingwindy, cross-field hucks are less likely.
fouls occur in a flat zone.

Trap Zone Several offensive players may crowd atdha | If force is toward your sideline, stay off the
disc and marking can be very aggressive. Avgifield, roughly even with the deepest receiver] If
interfering with dumps. Depending on the winfiforce is other way, run to the middle of the fi¢ld
best position may be behind the thrower, off théo watch for long hucks or punts down the line.
field.

Score Carefully watch thrower’s feet for travelsda | Upon completion, watch receiver's feet to sep
listen for count and for foul calls both before anifl they are in the end zone and/or in-bounds.
during the throw. If no outstanding calls, give | Indicate in/out of the end zone, and goal/no
“all clear” hand signal to partner. Resolve to | goal when appropriate. Check with ot “all
“goal” signal if there are no downfield calls clear” signal before resolving to “goal” signal
either.

Four-Observer System

The Four Observer System (FOS) is generally usetidwcase games when sufficient personnel are
available, as it offers better coverage of thalfiéls in the TOS, one Observer is the score kespite
another is the time keeper. All four Observers khba aware of the score, but only one keeps theabf
score sheet. There are three configurations usthe iIROS: the pull, standard play, and end zone.

For the pull, the two Observers with the receiuizggm stand on the front goal line, about 5 yardsddy
from the outer most player near their respectigelisies. One Observer gives verbal time warnindgseo
receiving team, but both Observers give or echad lsamals for time warnings. Once the receivingitea
has signaled readiness, both Observers signahessdand simultaneously move about 10 yards debp in
end zone to watch for off-sides. The two Obserwéits the pulling team are at the front cornershef ¢nd
zone watching for off-sides during the pull. Onsetver gives the verbal time warnings to the pgliteam
while both observers give or echo hand signalsiffee warnings.

After the pull, the Observers move into the staddanfiguration, shown in Figure 2A. This consistsvo
trail Observers (O1 and O4) and two downfield Obesex (O2 and O3). Each observer is responsible for
one “guadrant” of the field. When the disc is ongElde of the field, O1 watches the thrower/marker
interaction, while the other trail observer (O4)etees dump and swing cutters and their defendach E
trail Observer also watches their respective sidsliAs the disc swings to O4's sideline, O1 besdhe
trail Observer watching dump and swing cuts whifev@tches the thrower/marker interaction. The two
downfield Observers watch the cutters/defendersthea as well as their respective sidelines,gaghey
would with the TOS. As with the TOS, if the dis¢usned over, the trail and downfield Observergwi
roles while maintaining their relative positions.

When the disc gets close to the end zone (typigalypast the attacking brick mark), all Observecve
into the end zone configuration, as shown in Fi@BeThis consists of a single trail Observer bétire
disc while the rest of the crew covers the end Z@re and rear lines and the sidelines. The @aiserver
on the side of the field with the disc as it pasbesattacking brick mark becomes the lone tragédber
(O1 in this example). This Observer moves withdise, watching the thrower/marker interaction. 8he
he has no primary sideline or end zone line respitits and so can move freely from sideline tdedine.
The other trail observer (O4) is no longer watctimgthrower and marker and moves to the front cone
his or her sideline. Once O4 reaches the front,d@8emoves to the back line while O3 stays at tbiet f
cone on the other side. This provides good coverate front goal line without sacrificing coveeagf the
back line. The end zone configuration is maintaimetil a point is scored, the disc is turned, erdfsc is
moved backwards well behind the attacking brickkmar
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Figure2. A — Standard positions in the Four Observer SysBmEnd zone positioning: O1 watches
the thrower and marker, while O4 moves up to wétehfront goal line with O3. This allows O2 to drop
back and cover the back goal line while still watghthe players moving/cutting in the end zone.

Keep in mind that with two Observers on each gsigedind front line of the end zone, it is possiblsiginal
two opposite outcomes for sideline receptions elnegal, the closer observer is the first to sigviale the
farther Observer echoes the call, unless the fae@br has a better view of the play. Once a remejs
made in the end zone, the Observers covering thea@re signals “in the end zone,” and the standard
procedure is used to determine and signal if aigdgalbe awarded (see Appendix 2 — Hand Signalk).
four Observers echo any hand signals regardingdhkor calls disallowing the goal.

One-Observer System

The One Observer System generally is used onlyenpealified personnel are insufficient to assigo tw
Observers to a particular game. While you shoulthtréliar with this system, it is greatly preferatb
recruit someone else (possibly an experienced playassist as a Linesperson. Without a Linespeits
impossible for you to adequately monitor all of #ution all the time, even in situations where etayare
very compressed. In most situations, you will haviarego closely monitoring certain interactioasch as
thrower and marker), in order to be in positionrfare critical matters, such as ruling on potersiairing

plays.

Positioning With a Linesperson

Where the Observer is assisted by a Linespersaitiqguong generally is the same as with the TO$) wi
the Linesperson starting each point in the positio®2 (at the pulling team’s end of the field). gthe
disc is turned over, both you and the Linesperbouls take advantage of any stoppage or delayaiy (ol
other appropriate situation) where you both canctwénds of the field, so that you can re-positiehind
the thrower and marker, while the Linesperson besorasponsible for monitoring the downfield goag|i
and sideline.
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Positioning Without a Linesperson

If no Linesperson is available to assist you, parsing is more difficult. At the start of each ppibe at the
goal line for the pulling team, watching for offies and also listening for the type of defenseishgoing
to be played and in which direction the defensenids to “force” the offense’s throws. Run downfiafter
the disc is released, watching to see where tlodatisls or flies. As the disc is put into play bg tffense,
your optimal position is on the field, approximtst10 yards behind the thrower, but at an anghgso
can see the space between the thrower and thenmasikdeng as you are reasonably close, standing in
other positions (downfield, off to one side, etah work as well, but behind the thrower genenabyks
best. If a long throw goes up, first watch for &ber foul calls and then run downfield to get #&dreview
of any potential receiving fouls. Even if the thewis called for traveling, downfield events campant
possession.

While you generally stand behind the thrower, yauadso responsible for line calls as much as plessn
order to be in position to make these calls, “Chiestard one side of the field and position youirehind
the thrower, while staying slightly closer to omel On turnovers, you often need to move aroumihie
the new offensive team, while preparing to spore in position to rule on long throws made imsiton.

Obviously, there are certain situations where siagle Observer working without a Linesperson you
simply cannot be in position to help the playerthwai particular ruling. It is helpful to explain ¢éach coach
or captain before the game that you are workingytimee alone, and that while you will do your bestee
as much of the action as possible, where you ltak@ake a choice, you will focus on the deep actorgs
to be in position to rule on long passes and sggiays, and that you will not always be able &isisn
resolving disputed travel, stall and other throweker interactions.

Linespeople

Although the number of experienced Observers famrticular game or even a tournament may be limited
there may be experienced players who are willirgssist in the role of a “Linesperson.” Using Limesple
can greatly enhance field coverage, especiallitiations where you are working under the One Gleser
System, although Linespeople also can be of assesia the TOS. Additionally, allowing someone ¢tb a

as a Linesperson helps introduce him or her t@tbserver system. Positioning for a Linesperson ingrk
with a single Observer is described above in the-Observer System. Where Linespeople are used along
with more than one Observer, inform each Linespeasato how he or she should position him or hiersel

Active Calls

In any situation, the primary function of a Linesgm is to make active calls on boundaries —vileether a
team is off-sides on the pull, and whether a catchade in or out of bounds or in or out of the rode. A
Linesperson signals verbally and with his or herdsajust as an Observer does. A Linesperson atso ¢
relay time limit countdowns to the team at his er é&nd of the field, such as “10 seconds to palid
watch the flight of the disc on pulls and otheptks in his or her area, to determine where thedtisald
be put into play if a question arises.

Inactive Calls

The significant difference between a LinespersahanObserver is that Observers handles all irtterec
with players for resolving contested fouls, viatats and other matters, and makes any requestadsulin
these situations, a Linesperson does not make er@igage the players. If you feel that you hgded
view of a particular play or otherwise may be ablassist with a ruling, signal to the Observelofs)
placing one or both hand(s) on top of your headnlObserver was away from the play or thinksttiet
Linesperson had a better perspective, the obseill@sk the Linesperson for his or her opinionalmy
event, you as the Linesperson do not indicate éligrbr by gesturing) an opinion on a contested oal
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whether you support or disagree with a call, befi@miag consulted by an Observer. If a foul or \tiola
occurs near you, it is good practice to alwaysdrgtecide what the call would be, in case your iopiis
needed on a contested call.

Instructional Observers

A new category of Observer, the Instructional Obesethas recently been developed by USA Ultimate to
provide players a wider range of options for thpedty officials to facilitate game play in various
environments. These game officials serve in ardis{and somewhat reduced) role, compared with
standard Observers, and focus primarily on prowgidustructional information about the game, helping
players learn to self-officiate, and monitoringikiigal and other factors necessary to facilitateng play.

USA Ultimate recognizes the high value of neweygta gaining a solid understanding of the rules of
Ultimate and becoming comfortable with the proc#sdispute resolution in a self-officiated gamestme
environments, such as a youth tournament or aitepleague, too much active Observer intervention t
resolve contested calls could easily interfere itk important process. Yet, some of the otheeaihje
functions of Observers, such as announcing timeings and keeping track of the score, are a bewoefit
players at any level of competition, without takengay their control of the game.

The following list of Instructional Observer resgdsilities provides more detail about how theseeduare
performed and which duties of a standard Obseharld be avoided.

Follow Observer Code of Conduct

Soirit of the Game - Teaching “Spirit of the Game” is probably thegnhimportant thing you can help do in
this role. It is worth emphasizing from the “CodeCmnduct” the note about instilling basic conceglisut
spirit for new players. “Personal responsibilityyiutual respect,” “adherence to the rules,” ang ‘Gpb

play” are all key phrases that can be taught thrahg process of learning to compete in a seltiatied
environment. Remember to remind players about onaooe of these important factors during the game
when the opportunity arises between points or dusinall. Do this by noting and praising positienavior
as well as by constructively noting unacceptableak®r, and helping facilitate conflict resolution.

The Game Belongsto the Players — For this role, it is important to note that yare not empowered to make
any calls during the course of normal play. Sdficiting is a skill that is learned by doing, atlgh newer
players may need some reminders about the sppaiiesses or pointers about how to conduct theeselv
within those processes. For all calls, there ioagss for getting the game started again. Helplthers go
through this process without doing it for thembdhavior becomes an issue, address as needed.

Professionalisn — There is nothing much to add here except to thateoften the you are used in an
environment where the players are younger andictiens may be required with parents or school
administrators. It is important to instill confidanin all of these different groups, to interaqirapriately
with each, and to realize that many of their ihitigpressions about the sport will be based orr thei
experience with the game you are facilitating.

Teach the Rules

Provide information to participants about how tayahe game, including reference to specific rulges
interpretations, guidance on the process for ptatgehandle contested calls or other disputesgandral
guidance about the role of personal responsilaility Spirit of the Game in Ultimate. In order tocte¢éhe
rules, you must know the rules. Always have albalek handy for your own reference as well as toasse
teaching tool so that participants (players, coscparents) know where and how to find rules inftiom
on their own.
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Be clear before the game about whether you or mafeuld be able to stop the game for rules qresti
or whether they will be handled during normal stxgss or between points. When a rules questiorsarise
either on its own or in conjunction with a call, fage everyone involved understands the questibarat.
If it is appropriate to the setting, potentiallykeahe discussion larger so that others can leam the
situation as well. If the question is about a dadl sure that you do not state your opinion abdnattw
happened. Rather, explain the relevant rule anthasarticipants to talk about what happeneden th
context of that information. For example, on a disg line call where a player’s foot landed onlithe:
was he or she in or out? That is the players’ d@tig€xplain that the rule says the line is out trad the
first point of contact after gaining possessiowligt dictates where a player landed. Perhaps exgiteiut
how straddling the line is viewed in the rules. ilask the players what they saw. If they agree luat w
they saw, but just did not know the rule, they dtidne able to get started again from there. If tisgigree
on what they saw, help explain how to handle aastet! call in that situation.

Remember that the rules are more than just abmwithg and catching, fouls and goals. They talkuabo
expectations for behavior, dispute resolution places, equipment, and even the culture of the dtgm
community. These are all areas where you shouftdgEared and willing to help teach about Ultimate.

Track Time Limits

Track and announce time between points, for tinee@fiter a turnover, half-time as needed or ingiby
event organizer. Communicate game start timesapsl as instructed by event organizer. The extent t
which you track limits is dictated by the needshef event. Time penalties can be enforced if thpait of

the competition rules for the event or game. Otlmrywannouncing time limits should be enough tp hel
keep the game moving, while also teaching playetiscaaches about that aspect of the game.

Monitor Conduct Issues

Enforce sanctions as necessary. Track and reptetions and incidents. You should be empoweregéo
the Misconduct Foul System as described in thisuslaieep in mind that your role is to facilitateyy so
use either informal or formal warnings to the ektggtessary to teach appropriate behavior whilegbei
empowered to handle offensive, dangerous, or atappropriate behavior with sanctions if necessary.
Remember that the conduct system can be appliszhithes or spectators as well as players, anththat
very well be where it becomes more necessary. @adhes and parents may also simply need to be
informed about expectations for behavior. Be soirgote and report any incidents to the event orgauar
league official.

Track Game Score and Timeouts

This is self-explanatory. Periodically remind tearns of both the score and their timeout situatiging
the game. Be sure that you report the final scodesay other game or logistical issues to the gpujaie
event organizer or league official.

Pre-game Meeting

Follow the instructions provided in the Best Piaetichapter of this manual, excepting the partatabo
making active calls and rulings on disputed playdis. Be sure to reiterate the role of facilitgtpplay and
providing instruction on rules or other aspectthefgame. Remind the teams that they should feel
empowered to play without looking to you, but thail are there as a resource if needed. Explaibabies
of the game (start, end, half-time, timeouts, etd ask if they have questions.

Positioning

You can use any of the three Observer systemsibledén the USAU Observer Manual. Since you are not
making rulings on calls or active line calls, theedDbserver System is typically sufficient for éaling
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game play and providing information or guidanceesded. The Two Observer System could also be used
in order to provide better field coverage.
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IV Best Practices

Observer Duties

This section contains lists providing a brief sysispf Observer duties.

Tournament Head Observer

Select and recruit the Observer crew for a givenament.

Ensure that the crew is clear on all of the contipatspecifics, including any rule or Observer
system changes.

Work with the Competition Director and Tournameiveldtor to schedule Observers on games.
Work with the Competition Director and other Obsgsvto address any officiating issues which
arise during the event (including player miscongummid communicate any necessary information
to the crew.

Assess the performance of the crew during the ewmttiding fielding specific feedback from
teams.

Report all data back to HQ in a timely manner.

Standard Observers

Follow Observer Code of Conduct.

Hold the pre-game meeting.

Track and announce time between points, for tine@fiter a turnover and half-time. Enforce time
limits as described in this manual. Communicateegatart times and caps as instructed by event
organizer.

Make active line calls for in and out of boundsalgpoff-sides.

Make rulings on contested calls (fouls, violatioothier disputes) if requested by players or needed
to keep game moving.

Monitor conduct. Enforce sanctions as necessaagckland report violations and incidents.

Keep track of score and timeouts.

Give hand signals where appropriate to communizzte to players, coaches and spectators.

Instructional Observers

Follow Observer Code of Conduct.

Hold the pre-game meeting.

Track and announce time between points, for ting@lfiter a turnover, half-time as needed or
instructed by event organizer. Communicate gaaretines and caps as instructed by event
organizer.

Monitor conduct issues. Enforce sanctions as napesBErack and report violations and incidents.
Keep track of score and timeouts.

Teach the rules. Provide information to particigaatiout how to play the game, including
reference to specific rules, rules interpretatigusgance on the process for players to handle
contested calls or other disputes, and generahgo@about the role of personal responsibility and
Spirit of the Game in Ultimate.

Experimental Events

Occasionally some tournaments experiment with abstm specific rules or Observer duties. Observers
working these events should familiarize themseliéis the changes and any resultant consequencss the
may have for normal Observer mechanics. Typicatnges of these changes include making some calls

16



active (e.g. travel, up/down, counting the stalfanges in how player misconduct is handled, andgés
to rules not related to officiating (e.g. fieldesiplayer substitutions).

Equipment

While your foremost responsibility is to do the jotthe best of your ability, it is important (esjadly in

higher profile events) for the image of Observargeneral as well as for the sport that you arpetp
equipped and maintain a professional appearancenfimum, at least one Observer working each game
should carry a stopwatch, pen or pencil, score @adda copy of the Rules. Additionally, follow tees
guidelines for their attire during games:

Item Guideline

Shoes You must wear cleats. Black or black-basest@mmended (required for showcase
events).

Jersey You must wear the official short or longegéa jersey of the Observer Program.

Shorts/Pants You must wear the official shorthef®bserver Program. Black, cold-weather pants
are permitted if necessary due to weather, asrdeted by the Head Observer.

Socks Black socks are recommended (and requireshfarcase events).

Headwear If headgear is worn, you must wear theiafbaseball cap of the Observer Program.

Black, cold-weather headwear is permitted if nesngsdue to weather, as determined
by the Head Observer.

Base Layers and Gloves If base layers or gloveware, black is recommended (and is required fonslase
events).
Sunglasses Sunglasses are not permitted excapeftical reasons (e.g., prescription) or where

approved by event Head Observer due to extremeghuirterference or other
appropriate circumstance.

Rain Gear Rain gear is permitted if necessary dueetither, matching colors recommended

Other Items Other items such as headbands, wridsh@rother decorative items are not permitted.

Common Situations

Below are points to keep in mind about situatico®monly requiring attention and often a rulingslt
important to use your experience as a player toipate what may be coming next on the field. For
example, if the mark is broken and a receiver isgydeep, the Observer responsible for that gealdhould
be running deep as well. If patterns develop (sch certain handler throwing deep or cross-feettid
same receiver over and over), be prepared foiitthegion to recur.

Always be cognizant of staying out of the way @& filayers to the greatest extent possible. If isl@jose
to a sideline, do not occupy a position that wonddrfere with the disc going down the line, oaifeam is
threatening to score and play is on the same $ithedield as the Observer watching the goal ldwenot

kneel at or near the cone, where you may be iw#yeof the players trying to make the play and lsn&b
move out of their way quickly.

Off-sides

With a crew of two or more, off-sides is easily ritored. The Observer with the receiving team st&nde
yards behind the goal line and ~5 yards lateratignfthe closest player towards the sideline, soyiiacan
simultaneously watch the pull and players’ movemenhihe Observer with the pulling team stands at the
front cone of the end zone. Until the disc is reéek no pulling team playerfeot may cross the vertical
plane of the goal line, and each receiving tearyegplmust be in contact with the goal line. Callsitfes for
every violation, but it is important to be consitdPro-actively give informal verbal warnings telh
prevent multiple violations and keep the game mmpvis soon as the pull is released, look at theroth
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Observer to see if there is an off-sides call,iafatm the players. If off-sides is called, bothsebvers
signal with raised crossed arms (see Appendix arndrBignals) and loudly echo the call, so that ptaps
quickly. If the off-sides call only results in a miang for one of the teams, the Observer trackimg imits
resets the clock and gives the receiving team @nsks to signal readiness again, with the pullkagrt
getting an additional 20 seconds to match up afidipthe off-sides call results in a field positi penalty,
the Observer with the receiving team informs teatt where the disc will be put into play (eithethia
middle of their own end zone or at the mid-fieldrk)@nd then gives that team 30 seconds to setitlp,
the defensive team getting an additional 20 sectmadgtch up and check the disc in.

Sideline Catches

Position yourself so you can clearly see the lim:the receiver’'s hands and feet at the same timet,
first confirm the catch, then immediately look e feet. Continue to watch carefully for any bofupli
which might occur during ground contact relatethcatch. If the disc flies close to a boundarg,lbe
sure to watch the take-off foot of any player atiéng a “greatest,” and watch closely to see wifiach (or
other body part) makes the first ground contactvainen that occurs, relative to the throw. A force-foul
is an active call when the disc is caught out-afdats and you believe it would have been in-boumdep
for a force-out foul. When this occurs, play staps resumes with a check. Note that an in or dlisca
separate from, and unrelated to, an up or down\éien up or down is not an active Observer dal, the
players’ responsibility to call up or down, andargown is not considered when making an in orcalit

If you are screened from making an active line cllnot give a verbal or hand signal. If therads
argument among the players, play continues norniétlyere is any disagreement about whether the
receiver was in or out, such as the receiver'sriifiestopping and looking back at you, play staubsthe
situation is treated like a contested up or dow with the disc being returned to the previouster. In
these cases inform players that the disc is gaiiely because you did not have a clear view of thg pl

Goals

Scoring calls are of the utmost importance andshdsild be stressed to other officials. The officia
responsible for the end zone being attacked neestay far enough downfield to be in position foy alay
at the goal line or back line. When a catch is mragde the goal line but in the playing field proparbally
call “Not in!" to indicate that play should contieuNo hand signal accompanies this call. Whenchdsat
made in the end zone, verbally call “In!” and sigmly that the receiver is in the end zone (sepefglix 2
— Hand Signals). However, before signaling “inéimel zone” continue to watch the entire catch, tfioly
any subsequent related actions such as bobblisggiking. Do not signal a goal until it is cleartia call
negates the score. Note that when a player is ek end zone (with no outstanding calls), thiatas
over, even if that player does not realize andwhkra subsequent incompletion. In these cases,rgou a
considered to have “best perspective.” Remembén anout call is separate from and unrelatechta@m
or down call. Since up or down is not an active @&er call, it is the players’ responsibility to keathat
call, and up or down should not be considered whaking an in or out call.

Thrower and Marker Fouls

Marking fouls often are disputed, particularly whia count gets high and there is more frenziddrably
both players. If the marker is jumping back andhféo deny all throws, resultant contact typicaiilf be a
foul on the marker, as is contact resulting frorthtibe marker and the thrower vying for the same
unoccupied position. However, if the marker estdigls a legal position, it is a foul on the throtegpivot
into the marker’s body. If there is contact betwdenthrower and a marker's extended arms or this,
also is typically a foul on the marker and is cdesgéd a foul on the thrower only if the marker'sremities
were both in legal marking position and compleshtionary. For any throw resulting in contact,sider:

» Was the marker in a legal position to begin with?
» Was the contact with the marker’s body, or the m@skarms or legs?
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» If the contact was with the marker’s body, wasrttegker moving over to prevent the throw, or did
the marker already occupy that position beforectivdact?

Guidance from the USAU Standing Rules Committaeséeful in interpreting how to handle some tricky
situations, including where the thrower aggresginahkes contact with the marker.

1) Any contact with an illegally positioned markeiignost always a foul on the marker.

2) Inthe case of normal, legitimate, ultimate-relatem/ements of the thrower (pivoting, faking,
throwing, etc.), any contact that occurs in thecgpliegally occupied by the marker is
considered “due to the marker setting up an illpgaition.”

3) For any contact not addressed by 2) above, ifrttever is the primary cause of the contact, it
will not be considered “due to the marker settipcau illegal position.”

Keep in mind that, in games without an Observénir@ver might call foul and throw the disc downdiel
anyway, thinking that even if the pass is interedgr incomplete, the disc will come back to threwter,
whether or not the marker contests the call. Witlbaserver, if the call is contested and you raléonl, it
is a turnover with play resuming where the discé&hor was intercepted. Consider mentioning this to
captains during the pre-game talk.

Travels

Watch the thrower’s feet and the disc carefullyluhe disc is released. After the throw, immediagean
downfield, so that if a travel is called, playeasbe directed back to the positions that theygiecuat the
time of the call. Pay special attention to defesdéhno are well away from the receivers who they are
supposed to be covering, in case players ask $@tasce in re-positioning. Several situations praynpt
travel calls, including:

* Incorrect pivot location — Know the spot where digc should be put into play and see whether the
thrower’s pivot is correctly positioned when reiegshe disc.

» Absence of ground touch — A player in possessianlivk disc (e.g., walking an out-of-bounds pull
to the sideline or brick mark) must touch the désthe ground to put the disc into play.

»  Throwing while running — Count ground contacts@msas a catch is made (if a player is
contacting the ground when catching, tiegt ground contact as the first one), and be carefske
whether the player accelerates or changes diredtithre disc is released before the third ground
contact, and there is no acceleration or direatlmnge, it is not a travel.

» Pivot moves during throw — Be in position to seettirower’s feet and the disc, and note whether
the pivot leaves its spot before the disc is reldallote that some players have a very quick
throwing motion and first step.

«  Throw during a marking foul — Per the USAU Standiges Committee’s interpretation of thé"11
Edition Rules, a thrower may legitimately be cafieda travel even if the player moves his or her
pivot foot as a result of being fouled by the maridis may be addressed in future revisions of the
Rules.

Fast Count and Contested Stalls

Listen carefully to the stall count (and monitotiwlhand counts if necessary) to determine whekteer t
count speed is legal, and listen for acceleratidheaend. Although as a general matter, you ralg an the
call that is made, in a case where a stall is stedierule to ensure the correct outcome, whateeareason
for the contest. That is, a stall can be overtufoedither the count being too fast or the thraing
released before the first utterance of “ten,” rdgess of the specific call made by the throweroAts
thrower may call fast count for any individual Bistes of fast counting, even if the marker’s caaint
consistent, but fast — failure to call prior fagtiot infractions does not preclude the thrower foatting
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subsequent fast count infractions. For exampke nifarker’'s count is fast at 1-2, and is still &tst-8, the
thrower may call a fast count based on the lattgrmay not wait until later in the count to calbn the
former.

Receiving and Defending Hucks

Multiple players may simultaneously be vying foe titisc on certain (typically deeper) throws, anérvh
players are chasing a floating disc, one or motbarh may trip and multiple fouls may be calleds It
important, especially for you as the downfield Qtaseto determine the likely path of the disc, igethe
intended area as quickly as possible, and watctoapiping receivers and defenders for early interfeg
fouls, such as trips, tackles or blocking out wiith elbows. Especially relevant are whether (1)mager is
pushing another with his or her hands, (2) theamisbvious sweep across a player’s hands, (3plager
tackles another, or (4) one player uses anothesdist in a leap. Unless this sort of activityaléng place,
do not rule “boxing out” or similar incidental cat as a foul. Keep in mind that, when adjacentgsta
simultaneously vie for the same position, the atrganerally is considered incidental.

If a ruling is requested and no official has a gueiedv of this type of play (such as due to a sdvglegers
going up at once) or if there are offsetting fothe disc is returned to the thrower. On throws the end
zone, get as close to the play as possible withterfering with the players, and always be prepéoe the
disc to be tipped in another direction until poskssis firmly established. Contact initiated bglefender
after he or she touches the disc is not a recefouig However, if the end result is dangerous g&ay.,
offensive player is hit hard or tackled), or thatamt prevented the receiver from making a subseqleay
on the disc, a general foul or a blocking foul oesult. The general foul after the outcome of tlhg pas
been determined would not affect possession, butdresult in a stoppage of play and player resgtti
their positions. Remember that, even if the thrawarels, downfield events can impact possession.

Strip Fouls

To establish possession, a player must have betaised contact with and control of a non-spinmlizg.

If the disc is still spinning, even slightly, ortife receiver does not have sustained contactntrotcand the
defender knocks it away, it is not a strip. A stsig type of foul under the Rules, and a play#ingd'strip”
is implying that he or she established possesditrealisc and that contact with the disc causes$gssion
to be lost. However, if you see the player estahiizssession and the contact causes possessetokt,b
uphold a strip or foul call, whether the contaaweed with the disc or with the player. If a stcigl is
contested, play stops and restarts with a cheek i ruling. If you uphold the call and the stigfoul
occurred in the end zone, it is a goal. Note thabses where possession is not yet establisteedetien if
the receiver has been fouled, if he or she callg“strip” (not foul), he or she should not be aded the
disc, even if you feel that the player was fouladiwe catch attempt.

Dangerous Plays

Players have the right to call “dangerous play”’ mvaa opponent makes or tries to make a play whoakdc
potentially cause serious injury (e.g. a late djvind by a defensive player who crashes heavity amother
player). As with other calls, the “dangerous plaegll can be contested, and you may be asked tinrule
these types of situations. If you agree with tHiegted player that the play was dangerous, uptheldall —
the play is then resolved as if the player hadedadl foul. However, you can also deem a play “damgg
regardless of the specific call or language thalager uses to stop play. In either case (dangeqiiays
called by a player or by you), the offending plasieould at a minimum be penalized with a Team
Misconduct Foul (see Section V) or possibly a ReakMisconduct Foul or Ejection, depending on
egregious nature or severity of the infraction, tiedpotential for injury.

Disc Up or Down

While this is not an active call, it often is thébject of dispute and you may be asked for a rulifeking
this call accurately nearly always requires yobdovery close to the disc. If you are uncertaindgee disc
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back to the thrower. If you makes an up or dowhaftdr a dispute or request, play restarts witheck.
Remember, an in or out call is separate from anelated to an up or down call. If up or down is aot
active call, it is the players’ responsibility talloup or down and up or down should not be comsitlgrhen
making an in or out call.

Picks

For a pick call to be legitimate, the defender nigstvithin three meters (approximately 10 feethef
person he or she is covering. If necessary, coasother Observer who may have been in betteriquosi
rule on the call. Because picks often happen aveey the disc and the primary cutters, you may aettke
play, and in these cases, it is perfectly acceptaidbo indicate and defer to the standard rukesdiatinuing
play after a pick call. Remember that a picked middée may recover only the relative position los tiuthe
pick. Even if a pick did occur (and is upheld), yoay still rule that the disc stays with the reeeivf you
feel that the picked defender could not have mauayaon the disc absent the pick.

Player Positioning After a Call

When play stops due to a call, be prepared toplalers set up in the appropriate positions before
resuming play. If the thrower acknowledges the aadl no throw is made, players return the positibeg
occupied at the time of the call. If a throw wagdmand the result of the play stands, playersiétuthe
positions they occupied when play stopped (generahien the pass was caught). However, if a thras w
made and the disc is returned to the thrower, mayurn to the positions they occupied the tifrth®
throw or the time of the call, whichever was earlie

Time Limits

Track time limits, including game start-times, tilmetween pulls, half-times, time-outs, and resurpiay
after turnovers. See Appendix 1 — Guide to Timekegfor time limits and when to give warnings, and
Appendix 2 — Hand Signals for the appropriate hgigdals. Make sure that players understand the hand
signals. Once a time limit expires, indicate theeptal for continuing play with an appropriate
announcement.

On turnovers, you as the soon to be trailing Olesgwho will be behind the disc) call out the waigs and
then “in play” at the appropriate time. The marikeposition may then initiate a stall count, redrasd of
whether a thrower is in possession or has estallialpivot. Be sure to have a spare disc availaldase
the offense requests one due to the original adistggtdifficult to retrieve. To end time-outs, cailt the
appropriate warnings for the offense to set up,thed announce “offense freeze.” Then call out the
appropriate warnings to check the disc into plag iéthe disc is not checked into play within diktted
time, announce “offense start when ready.”

Only 90 seconds may elapse between a score asdiihequent pull. The receiving team has up to 70
seconds from the preceding score to assume statipositions and signal readiness (typically, agdi
hand). The pulling team has up to 90 seconds fhenpteceding score to pull. However, if the recgjvi
team has not assumed stationary positions andeibreadiness within the allotted 70 seconds, tiieng
team is permitted at least 20 seconds after tleviag team does so, regardless of the 90-second
maximum. Face the team whose limits are expirirdyaamounce each warning while giving the appropriat
hand signal (to aid players who cannot hear an@tiserver at the far end of the field). When tloeingéng
team has signaled readiness, face the pulling t&none arm extended straight up, fingers extended
parallel to each other, palm facing forward (sepé&mlix 2 — Hand Signals). All substitutions mustimle
before the receiving team signals readiness. Tmeagame start-time and the end of half-time asribesx
above for pulls, but give the teams more advancaing, as described in Appendix 1 — Guide to
Timekeeping, so that players are not caught byriserp

If players on the receiving team do not assumd [eagtions on the goal line and signal readinggisin70
seconds, a time violation warning is given. If thling team is not in the act of pulling after 8conds, a
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time violation warning is given. Each team receiogs warning per game for violating the time linfids
pulls. If a warning is given, make the approprized signal (see Appendix 2 — Hand Signals) ariobigr
announce it to the team. Restart the clock as asdine violation is noted on the score sheet. Tlen
receiving team has no more than 20 seconds tol sigadiness, with the pulling team getting an adidl
20 seconds to match up and pull. In practice, teznsisually begin play much more quickly afteineet
violation warning than these limits allow. Afteteam has received its warning, any further timéation
results in assessment of a team time-out (witmetbelting time extensions). If a team has no timts-o0
remaining, the following penalties apply:

» If they are receiving, they begin with the dist¢het midpoint of the end zone they are defending,
after players set up and a check is performed.

» If they are pulling, the receiving team begins wtith disc at mid-field, after players set up and a
check is performed.

Time-Outs

Track the time-outs taken by each team on the stwet. When a team takes a time-out, inform #ma te
how many time-outs that they have remaining. étls® helpful to inform the teams of this periodigat
any event (such as when the end of a half or gamear). If a team with possession of the dismbasne-
outs remaining and calls a time-out during playe(liisc), it is a turnover. There is no effect osgession
(the time-out simply is not acknowledged or grahtethe time-out is called during a stoppage iaypl
(dead disc).

Outcomes of Rulings

If you uphold a call that is contested (e.g., agvite the thrower that he or she was fouled orthihew),
the outcome of the play is that which it would h&aeen if the call was not contested. If you uphioé
contest (overrule the call), the outcome is thatkvit would have been if no call had been madthdfe
are multiple calls, you (and any other observersitrdetermine exactly what each call was and irt wha
order they were made, generally working backwaatflast call to first) to determine the appropriat
outcome. After any ruling, players return to thesliions that they would occupy under the Rulekén t
absence of Observers, depending on the ruling\iteether the call was upheld or considered nbatee
been made), and play restarts with a check.

Observer Stoppages

You have the authority to stop active play in darsituations, in order to deal with significannhduict
issues or safety issues, and to extend stoppagusyadr time limits between points to handle dtsguor
other administrative matters. If you stop activaypthe situation is treated as if an injury timeoad been
called (for the purpose of continuation).

Pre-game Discussion with Teams

Arrive at the field early enough to talk with thegptains or coaches of both teams (preferably tegeth
without interrupting the teams’ own pre-game talksvarm-ups. Introduce yourself and the crew, askdfa
the teams have played with Observers before. Whares have had experience playing with Obsenters, i
likely is sufficient simply to explain that you whe following the typical protocol on active améctive

calls, that penalties can be assessed for repefitsides or time-limit violations, that the misahrct

system is in effect, and explain any significafftedences that may be in effect for the particgiame or
tournament.
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Where one or both teams have not played with Obsdygfore, the Observer meeting with the
captain(s)/coach(es) should at least cover theviidllg points:

The Observers’ primary purpose — to assist plapenpholding Spirit of the Game by keeping the
game moving and intervening where requested orssacgto avoid protracted disputes.

Introduce the crew, and what their roles and resipdities are (Observer, Linesperson, etc.).
Competition Rules — point totals, caps, and timgout

Time limits — You actively track and announce therthe players.

Active calls — for time limits and boundary calés{l others where applicable for the specific game
or tournament), you make the call and play genecalhtinues.

In the end zone — Two hands pointed toward thengt@uthe end zone indicates only that the play
occurred in the end zone. It does not imply anrugogvn or goal call.

Inactive calls — for other calls, it is up to tHayers; if no call is made, or if one is made, thaty
agree themselves on a particular outcome (rightrong), the players’ decision stands.

Do-overs — there may be instances where no offiial position to confidently rule; in these cases
the disc will get sent back to the thrower, juspkayers would do absent Observers.

Rulings are final — players need not agree to reqDbserver intervention; if one player requests,
then you make a ruling and the ruling is final.

Misconduct — explain that if players engage inadithat warrant it, misconduct fouls are assessed,
and that repeated instances will result in persaltie

Remind teams to maintain clear sidelines.

Ask if they have questions and respond as needed.
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V Player Misconduct System

The conduct system described here is for use BIS#U Series events. You are empowered to sanction
teams or individual players who commit deliberateangerous infractions, demonstrate patterns of
repeated violations, or otherwise show disregardhi® Spirit of the Game.

The highest USAU Authority in attendance contrbks implementation of the conduct system in USAU
tournaments — and is, in descending order: Exeelllikector, Championship Director, National Directo

for the relevant division, USAU Event Coordinatbournament Director. Tournament directors at other
events also may utilize the system, if a majorftieam spokespersons approve it before play begins.

This conduct system does not supersede or rebigi¢tinction or use of the Tournament Rules Group
(TRG) or the USAU Conduct Committee. Both of thagenues remain available for resolving conduct
disputes, including the specific cases addressdiddygrocedures described below. The TRG remaéns th
official mechanism for processing complaints fileith USA Ultimate while a tournament is in progress

For the purposes of this system, “player” meanspgmgon on the roster of a team competing in acpat
tournament, as well as coaches, managers, traindrgthers considered as partisans for the teatading
significant others, parents and fans.

Components of the Misconduct System

Team Misconduct Foul

A Team Misconduct Foul (TMF) can be assessed agatesm for unsportsmanlike conduct by one or
more of its players. The TMF can be assessed Hegardf whether the infracted team makes anyTiad.

first two TMFs issued to a team are noted on tleessheet, but no penalty ensues. A third or sulesgq

TMF for a team in a single game results in a Misitmh Penalty against that team. There is no lioihé
number of TMFs or Misconduct Penalties a team carua during a game. TMFs do not carry over beyond
the game in which they are issued.

Personal Misconduct Foul

A Personal Misconduct Foul (PMF) can be assessgidstag specific player for particularly egregious
conduct or a pattern of such behavior. A PMF isren&ll warning for unacceptable behavior and pus th
player on notice that any further such actions re#lult in ejection from the game.

A player who receives a second PMF during a sigatae is suspended for the remainder of that gdme. |
this occurs in the second half of the game, thpengon remains in effect for the first half of thkam’s

next game. A player who receives three PMFs dwritaurnament is suspended for the remainder of the
tournament. Assessment of a PMF is non-reviewabléhé duration of the game, although it may be
appealed to the TRG after the game.

One TMF is automatically assessed against a teamenir one of its players receives a PMF.

Ejection

A player may be ejected from a game for particylagregious conduct or a pattern of such behafioy.
player who intentionally strikes an opposing plagera coach, spectator, Observer or Linespersati, s
immediately ejected from the game. Any player wihixess in retaliation also shall be ejected. Narfal or
informal warning is necessary before you ejecggr, and an ejection need not be preceded by adrMF
PMF.

If an ejection occurs during the second half ofgame, the ejection remains in effect for the figt of the
player's team’s next game. If a player receivesentioan one ejection in a tournament, that player is
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suspended for the rest of the tournament, andchaafaromplaint may be filed with USAU. An ejectian i
non-reviewable for the duration of the game, altjfioit may be appealed to the TRG after the game.

One TMF is automatically assessed against a teamavier one of its players is ejected.

Game Forfeiture

If five PMFs are assessed against players on &ediegm during a game, that team forfeits the g&oe.
this purpose, an ejection is equivalent to two PMies example, if three or more players on a sitegen
are ejected, that team forfeits the game. If theason arises where both teams would be requiréarfeit
the game due to multiple player ejections, the Gaitipn Director shall convene the TRG and deteamin
the appropriate outcome based on competition ceraidns.

Behavior Warranting Sanctions

Poor Sportsmanship

When a team demonstrates a pattern of poor sparssipeor disregard for the Rules, by committing
intentional, repeated or flagrant infractions, esaulT MF. If such a pattern is demonstrated by glesin
player, issue that player a PMF.

Behavior warranting such sanctions includes dediieciouling, dangerous play, taunting, fighting,
swearing, repeated marking fouls, deliberate faghting or double-teaming, making unwarranted calls
contests, or other blatant disregard of the rdlag.flagrant foul does not require a pattern taileis a
TMF or PMF. Similarly, a single particularly violetharmful endangerment” infraction can be groufais
a PMF or an egjection, at the discretion of the @leseor Linesperson who witnesses the incidentaliina
single particularly egregious demonstration ofafigrd for the rules (such as an intentional infoacbr
clearly unfounded call) can be grounds for a TMF.

Battery

Intentionally striking another player with a paftioe body, a disc or anything else, or any clé@ngpt to
do so, warrants an ejection. This includes, babtdimited to: punching or kicking, or attemptit@ypunch
or kick, someone; spiking, or attempting to spikeljsc on someone; and spitting on someone, dingypt
someone but missing. If a player spikes the disleowi intending to hit another player, and it dbiégn
opposing player, you may assess a TMF or PMF.

Swearing

At your discretion, a TMF or PMF may be assessed@aring, especially if directed at another playe
coach, spectator, Observer or linesperson.

Deliberate Fouling

At your discretion, a TMF or PMF may be assessed foarticularly hard, dangerous or deliberate. foul

Pushing/Shoving

Unwarranted aggressive (e.g. shoving) or dangdmgstripping) behavior is grounds for a TMF or PM
at your discretion.

Taunting

Repeated or prolonged taunting, or any verbal ablgkyers, fans or USAU officials, warrants a Tk
PMF, depending on the severity of the offense elieiginining which sanction is appropriate, consider
whether there appears to be an attempt to intimiolabtherwise gain an advantage over the oppdayent
such actions, and also the intensity level of #mme Walking away from an incident while jawing or
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mocking is different than aggressively moving tadviire other team’s sideline or being in an oppdsent
face. The former is a case of disrespect, and dhmutiscouraged, possibly with a TMF; the latterarbal
assault and may warrant harsher sanctions. Thardifference between saying that a call is (ekmlet
deleted) and that the player or official making ¢a# is (expletive deleted), the latter being nidcely to
warrant a PMF than a TMF.

Sideline Encroachment

If, after being warned, players on a team conttougrowd the sideline and interfere with play ors&tver
movement, you may issue a TMF.

Implementation

Any Observer may assess a TMF, PMF or ejection.ififrection must have been withessed by at least on
official. For PMFs and ejections, stop play as saspossible; for the purpose of continuation tumtson
should be treated like an injury called at the tohéhe infraction. TMFs should be assessed anéixe
stoppage of play after the infraction. During tt@ppage, inform the player(s) and both team captzithe
sanction, and record it on the score sheet, ardassy penalties at that point.

Personal Misconduct Fouls and Ejections

Notify the Tournament Head Observer and CompetLimactor of any PMFs or ejections immediately
after the game in which they occur. Game Obsewslarald be informed every time a previously sanetibn
player (PMF or ejection) is on the roster of aipgrating team.

An ejected player must immediately leave the gdrseem where their game is being played, as dildnye
the Competition Director, TD, or Head Observempiactice this means the player must remove him or
herself at least 100 yards from the specific fad refrain from interacting with any players, dues; fans,
or officials involved in that game. Failure to doresults in a forfeit for that player’s team. Iplayer plays
in a game from which he or she has been ejectatpldyer is suspended for the entire tournamenittize
player’'s team forfeits that game and may face learséinctions depending on the event. A team whose
player is ejected may substitute another playet tla@ opposing team also may exchange a playeeyf t
wish. All players must remain in the positions tloegupied when play stopped (no set-up), unless the
ejection also triggers a Team Misconduct Penadtylesscribed in the following sections.

Team Misconduct Penalty Against the Offense

The disc is moved to the reverse brick mark, awayfthe end zone of attack. The offense is given 30
seconds to set up anywhere on the playing fielter/l offensive players have assumed stationary
positions, the defense has an additional 20 sedormdatch up and check the disc in with a new stalht.
Give appropriate time warnings to both teams.dfdbefense prefers, they can elect to leave thendlisoe it
was when play stopped — in this case no set-uppisex, and the stall count resumes as if an oiffens
violation had been called, once teams are ready.

Team Misconduct Penalty Against the Defense

The disc is moved to the brick mark closest thezame of attack. The offense is given 30 secondsttap
anywhere on the playing field. After all offensiplayers have assumed stationary positions, thesiefeas
an additional 20 seconds to match up and cheatlisoen with a new stall count. Give appropriatedi
warnings to both teams. Two other options are abkilto the offense:

Leave the disc where it was when play stopped Jayepset-up, new stall count.

Center the disc on the long axis of the field, redrplayer set-up, new stall count.
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Team Misconduct Penalty Assessed Between Points

There is no pull. If the penalty is against theer¢iog team, the disc is put into play at the britkrk in the
end zone they are defending. If the penalty isregjéine pulling team, the receiving team puts tke idto
play at the brick mark closest to the end zone #reattacking. Each team may substitute playeusaa,
and normal time limits apply.

Any other behavior described by Article X of theAl$Bylaws may warrant a TMF at your discretion.
Finally, any behavior that would warrant the issiaof a TMF, but which occurs in a game without
Observers, can result in sanctions upon a comgikgdtto the TRG.
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Appendix 1 — Guide to Timekeeping

Notes

Situation Watch Observer Announces
Before Pull (to 0:50 20 seconds for a hand
receiving team) 1:00 10 seconds for a hand
(to pulling team) 1:10 20 seconds to pull

1:20 10 seconds to pull

Stand on the fieldedtmshe team so they can he
you. After the ten second warnings, arm chop the
remaining time.

After off-sides or time

0:00

20 seconds for a hand

Do not forget to résstvatch as soon as off-side

violation warning (to |0:10 10 seconds for a hand or a time violation warning is called.
receiving team)
(to pulling team) 0:20 20 seconds to pull
0:30 10 seconds to pull
Time-out (during 0:40 30 seconds to set, offense Be close to thel&usb they can hear you.
point) 0:50 20 seconds, offense Be very loud and makedt that these warnings
1:00 10 seconds, offense pertain to the offense.
1:05 5
1:07 3, 2, 1...offense freeze!
1:10 Defense, 20 seconds Give the first defensamiwvg immediately
1:20 10 to check, defense following the offensive freeze.
1:30 Offense start when ready
Time-out (between |0:10* 1 minute for a hand Once the watch reach#3, teset it and use normg
points) 0:30* 1 minute to pull before pull timing. Following the “one minute”
warning. Reset again for additional time-outs if
necessary.
Halftime 4:40 5 minutes At 8:30, reset the watct switch to before pull
7:40 2 minutes timing after the “one minute” warning.
0:10* 1 minute for a hand
0:30* 1 minute to pull
Disc off playing field |0:00 20 Remember that this includes bricks. Giveagime
proper 0:05 15 for far out-ofbounds discs as necessary. Make su
0:10 10 be audible to the (likely) thrower.
0:15 5
0:17 3, 2, 1, disc-in
Disc on playing field | 0:00 10 Be very loud when this occurs in the middithe
proper 0:05 5 field.
0:07 3, 2, 1, disc-in
Observer time-out [ N/A N/A If it is necessary to take time betweenntsito

(between points)

discuss something, stop the watch temporarily.

Resuming Stall Counts

Count is resumed with the word “stalling” followbgl the number listed below:

Uncontested defensive foul or violation ........... 1

Uncontested offensive foul or violation............
Contested foul or violation
Offsetting calls........ccvvvvieieeeieeii e,
Unresolved calls ........ccoovviiiiiiiiiiiiieeee

Marking violation (no stoppage) ............. o

Contested stall

SFirst call....ci e 8
- Second and subsequent due to fast count....6...
Defensive technical time-out

Offensive technical time-out............

count reached plus 1, or 9 if over 8
count reached plus 1, or 6 if over 5
count reached plus 1, or @viér 5
count reached plus 1, or 6 #0%

.... count reached plus 16 drover 5
count reached minus 1, no “stalling”

count reached plus 1, or 6 if over 5
count reached plus 1, or 9 if over 8

Obstruction within 5 meters of playing field......count reached plus 1, or 9 if over 8
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Appendix 2 — Hand Signals

Active Calls

When making the call, give the appropriate handaighile the ruling is being made and loudly anmzu
the call so that it is immediately communicatedrpacted players.

In/out-of-bounds Point with one arm extende

flat palm, thumb on top parallel to fingers, %
towards playing field (in) or away from playing ( ﬁ
field (out). : J
(out) N
// L 1__//37)
/ e
]/ |
l ,“I‘ g' I\
()
\ &
i
In the end zone Point with both arms, fle //-f% ~
hands, palms down, all fingers parallel, towards ' |
the center of the end zone. \ Y
Note: There is no hand signal for “not in the end //j\/a\\
zone” to accompany the verbal “Not in!” s = ~
\ \
| \ Il |
Ly
N /(_r

Y .Jl [L Y

All Clear. Stand straight up and keep elbow m
your sides and raise forearms straight up. Used | L
by trail observer(s) to indicate no calls at orrnea \ /
throw after a catch in the end zone. m ‘\\J/

S s N

| {

|

S
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Goal. Raise both arms, fully extended, strai
up, palms facing inward (similar to a touchdown [ \ A
signal in football). Hold signal for a count of |
three while standing still. Signal only after itsha '
been determined that (i) the receiver made the ‘ = |
catch in the end zone (initial point of contact Ll \ "
completely in the end zone), (ii) the possessio
survived all ground contact related to the catcli
and (iii) there are no unresolved calls that migh
negate the score. This is indicated by the other )
Observer(s) giving the all-clear signal. \

P
7
N

Time limits. 20 second- two closed fists raise | —
above head; 10 seconds — one closed fist raise( |
above head. \ [ |

ReadinessOne arm raised straight up, ncnd ah
in elbow, with an open hand. Use when you af [ n
the observer with the receiving team once they ' /
|
jl
\'\

D
=2

have signaled readiness. [

Note: If you are the timekeeper and with the 1
receiving team, bring your arm(s) down and use
other arm when transitioning between readiness A
and a time signal (do not merely switch between \ g S Sy

a fist and an open hand). % A

30




Second cour (arm chop). Use for 20 or 1(
second countdowns; flat hand, palm down, thy
in, stationary above elbow, lower arm extende
between parallel and a 45 degree angle to the
ground, chopping at one-second intervals.

mb

Time violation (on pull). Right hand on top ¢
head, palm down, fingers extended parallel to
\\%ﬁ

each other, patting top of head.
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Off-sides Arms crossed overhead in an )
hands closed in a fist, wrists forward.

Force-out foul. Motion towards ot-of-bounds ™

using a pushing motion with both palms outwayd, A

and be sure to verbally call “Force-out!” as well. |

Note that this is an active call, and play must be \ )

restarted with a check afterwards. W\\ j’/‘
it

I\‘\ ,Jf | \'ﬂ | /
\ I(. ‘l ‘ I’_\\\l\ /‘I‘/J
J | ase /
\rﬂ/ S o /
| |
/ \
L )

Procedure for signaling Goal Downfield Observer signals “in the end zone” andveys field for

downfield calls. Trail Observer checks for callanthrow and, if there are none, gives the “Albcte

signal. If the downfield Observer sees no callhehe looks to the trail Observer for the “Akat”

signal. If givenpoth observers give the “Goal” signal. If either Obsersees a call, the “play has stopped”

signal should be given instead, to indicate no,guoal then the appropriate signal for the call s w
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Inactive Calls

General Procedure:For all inactive calls, first signal that a cadishbeen made immediately at the time of
the call, regardless whether play has stoppedtpuaing the “call on field” signal. All Observezsho

initial signals by another Observer. If play conts in a play-on situation (e.g. marking foul dgrinthrow
which is completed), lower your arm and continusesbing. For situations where play is to stop, dhee
thrower has acknowledged the call or continuatis énded, use the “play has stopped” signal if any
downfield players continue to play. Once play haped, use the hand signal appropriate for the cal
accompanied by a verbalization of the call. Thist findication only communicates what the calhis, that
an Observer has made any ruling.

If the call is uncontested, give the signal for¢h# again. If the players agree to a contestédgiee the
signal for the call again followed by the “contesignal. If you uphold the call, give the “obseruging”
signal followed by the signal for the call. If thell is overruled, give the “overruled” signal. e other
Observer, echo the call and hand signals if pasdiblall cases, the trail Observer should thervance the
stall or pre-stall and ensure that play restartsathty. The list below clarifies the hand signajsences for
the various outcomes discussed.

Generic hand signal sequence for inactive calls:

1) Give general infraction signal

2) Give specific call signal

3a) (uncontested) — Give specific call signal mgai

3b) (contested, no observer ruling) — Give spechill signal again, followed by contest signal

3c) (contested, observer ruling, upheld) — Giveedla ruling signal, followed by specific call
signal

3d) (contested, observer ruling, overruled) — @iverruled call signal
4) Signal stall/pre-stall

Aiding Restarts While you usually do not actively restart playuyan help get play restarted in a
consistent manner and avoid false starts. Whergdaye returning to their positions, keep your apnn
the “call on field” signal (after signaling the gjfic call). As the trail Observer, confirm the lbtzount
while the downfield Observer helps reposition ptayenecessary. Once players have returned to thei
correct position, as the downfield Observer, loyarr arm and point towards the trail Observer,datiing
downfield players are positioned correctly. Thentlee trail Observer, lower your arm and point talsa
the thrower, indicating play can restart. If thisrao thrower (disc on the ground), as the trai&ter
announce the pre-stall time limit (10 or 20 secyadsl allow play to start.

Note: When you are moving, such as to meet to discaali ar waiting for a call resolution, lower your
arm. Keep your arm raised only between resoluti@hrapositioning for restart.
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Call on the field. One arm extende
straight up, fingers extended parallel to
each other, palm facing forward.

Foul . Hold one arm straight out and cr
the other forearm across the straight arm.

Disc down or up Down - index finger
straight arm pointing down at 45 degree,
verbal “down.” Up — elbow down forearm
vertical index finger pointing upward,
verbal “up.”
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Travel. Two fists circling one another 1
times (when this is an active call, verbali:
“Travel!” while raising flat hand palm
forward straight armed overhead, then
make signal for travel).

re

Stall. Right hand on top of head, pa
down, fingers extended parallel to each
other, patting top of head.

35




Pick. Hands on waist, thumbs to back /

fingers on front. I \)
<

-
|
Overruled call. Two open hands paln "l *‘\
down cross and uncross arms to “wipe \ ‘
away” called foul. )

Observer Ruling. Upper arms extend
out sideways parallel to ground, forearms
reaching back, fingers touching both
L

shoulders. '
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Contest Two fists bumped together
front of chest, back of hands facing
outward; used when call is contested but
does not come to you.

Play has stopped/Play is being stopped.
Wave both extended arms crosswise
overhead. Verbally echo this call as well,
but first be sure that the thrower has
acknowledged that play has stopped,
except in cases where you are stopping
active play.




Announcing stall count before restart
Indicate with appropriate number of

fingers: Stalling 1-5 is one handed, stallin
6-9 is two handed, raised over
head...announce “stalling 1-9,” whicheve
count is applicable.

Restarting play. After announcing sta

count, pause briefly and chop arm down
horizontal, point at disc and announce "y
may check the disc in.”

Time-out. “T” made with both hands, ho
for a few seconds, followed by pointing

with two arms straight out, palms inward
towards the end zone being defended by
the team taking the time out. Hold the “T
for a few seconds to differentiate a timeg
from a TMF.
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Misconduct Signals

Utilize the appropriate misconduct signal when ssisg a misconduct foul or penalty.

Ejection. Index finger pointed at player followe

straight ejections AND for players who receive
two PMFs during one game.

by pointing away from the fields. This applies fd

=

( ;

-

= J —~
/ N

PMF. “Bird dog” offending player, followed b
TMF signal (exploding “T").

TMF. Give exploding “T” (like timeout, but don
hold the T for any period of time).
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Observer Crew Communication

Signal subtly to other officials, as appropriate.

| saw the play/can make the ca One or twc

hands, palm down, on top of head.

| did not see theplay/cannot make the cal Arms / ""'\
crossed in front of chest. 5 ‘
< )
h
|} |
L |
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Appendix 3 — Game Scorecard

OBSERVER SCORE CARD

OBSERVER SCORE CARD

TEAM FINAL SCORE TEAM FINAL SCORE TEAM
PRE-GAME FLIP RESULTS PRE-GAME FLIP RESULTS
S i R -
SCORE TRACKER SCORE TRACKER
TIME OUTS TIME OUTS
1ST HALF 2ND HALF  FLOATER/OT @ 1ST HALF 2ND HALF  FLOATER/OT 1ST HALF 2ND HALF  FLOATER/OT @M 1ST HALF 2ND HALF  FLOATER/IOT
OFFSIDES OFFSIDES
WARNING PENALTIES WARNING PENALTIES WARNING PENALTIES WARNING PENALTIES
TIME VIOLATIONS TIME VIOLATIONS
WARNING PENALTIES WARNING PENALTIES WARNING PENALTIES WARNING PENALTIES

WARNINGS

TEAM MISCONDUCT

PENALTIES WARNINGS PENALTIES

PLAYER MISCONDUCT
PLAYER/NUMBER PLAYER/NUMBER

1st 2nd

TEAM MISCONDUCT
WARNINGS PENALTIES WARNINGS PENALTIES

PLAYER MISCONDUCT
1st 2nd| PLAYER/NUMBER PLAYER/NUMBER]| 1st 2nd

TOURNAMENT YOUTH TOURNAMENT YOUTH
COLLEGE COLLEGE
CLUB CLUB
POOL Qs FINALS MEN COED POOL Qs FINALS MEN COED
PRE-Qs SEMI CONSOLATION WOMEN MASTERS PRE-Qs SEMI CONSOLATION WOMEN MASTERS

OBSERVER 1 NOTES:

OBSERVER 2

OBSERVER 1 NOTES:

OBSERVER 2




