Article Il - Double Disc Court
Revised March 23, 2016

Comment: Double DiscCourt (DDC)is a sport played by two teams of two players each, with two discsin
play. Each team defends its court by catchingany incoming discs, and attacks the other court by throwing
them back. One pointisscored when the otherteam fails to catch an incomingdisc, orwhen they throw
out. Two points are scored when the otherteam touches both discs at the same time.
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201 Equipment and Setup

201.01 Playing Surface
DDC may be played on any level surface that affords reasonable player safety. Grassis recommended.

201.02 Court Dimensions

A DDC court is made up of twoindividual courts, each of whichisa 13m square. The two courts are 17m
apart. There mustbe at least 5m between adjacent DDC courts.
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201.03 Lines

The perimeterof each court is marked by a highly visible material thatlies flat, such as rope or tape. Lines
and the surface underthem are out-of-bounds.

201.04 Corners

The eight corners of the two courts are marked by highly visible cones centered onthe corners of the
courts. The corner markers are out-of-bounds.

201.05 Discs

The official discs for play are two 23A or 23B Frisbee brand flying discs weighing approximately 110g each. If
two official discs are notavailable, then any two discs agreed to by both teams may be used.

202  Game Play

202.01 Starting Options

Before the start of a game, teams alternate their choices on each of the three following options forthe first
rally:

(1) which courtthey defend,
(2) which teaminitiates, and
(3) whichteam mustdeclare its server.



The first choice goes to the team that winsa discflip as described in 104.03 of the WFDF Rulebook.

202.02 The Rally
A rally begins with the serving call. The player on each team who catches the serve then throws the disc
back at the opposing court. Players continue catching discs and throwing them back at the opposing court
until a pointhas beenscored or an infraction has been committed, at which point the rally ends.

202.03 Service

A Serving Combinations: After one team has declared its serverforthe firstrally of the
game, the otherteam chooses which of its players will serve. Teams alternatetheirserveron each
subsequentrally. Inthis manner, two pairs of players, each with one player from each team, will alternately
serve togetherforthe entire game.

B Serving: Arally begins with aserving call made by the non-serving player on the
initiation team. The call begins with the announcement of the current game score, with the initiation
team's score first. It continues with a count of "Ready, Two, One, Throw" in an even cadence of
approximately one second perword. Before the word "Throw", a player may indicate that they are not
ready, in which case the serving call starts over. Servers must throw on the word "Throw".

C Late or Early Serve: If a serverthrows early, the opponents may immediately call
"Early". If a serverthrows late, the opponents may immediately call "Late". The team makingthe call may
take any points scored, orreplay the service. If both discs are caught, play may continue (see 203.11).

D Wrong Servers: Any player who realizes that the correct combination of servers was
not used may immediately call "Wrong Servers". If no subsequent throws have been made afterthe serves,
thenthe service isredone regardless of the outcome of the serves. Otherwise, play continues and the
correct servingcombinationis used to beginthe nextrally.

202.04 Offense
A General: Ateam attacks the opposing court by attempting to:

(1) throw a discinto the opponents' court that is not caught, or
(2) cause the opposingteamto be in contact with both discs at the same time

B Court Position: A player's court positionisacircle one meterin diameter centered
directly underthe player's hips. Court positionis established at the coincidence of a catch and contact with
the ground. If a player catchesa disc out-of-bounds, their court positionis atthe nearestin-bounds point. If
momentum carries a playeraway from their court position and closerto the opposing court, they must
returnto theircourt position beforethrowing. If momentum carries aplayerina directionthatis notcloser
to the opposing court, the court positionis where the player stops, within a maximum of three ground
contacts. Every throw after the serve must be made from the court position. If athrow is made from mid -
air, thenthe last ground contact must have been with the court position, unless the catch was also made
while in mid-air.

C Traveling: If a player makes athrow from outside of their court position, the
opponent may call "Traveling". See 203.08 for callinginfractions.

D Line Fault: If a playerthrows while in contact with eitheraline ora corner marker,
the opponent may call "Line Fault". See 203.08 for calling infractions.


http://wfdf.org/sports/rules-of-play

E Throw From Out of Court: Any throw made with a supporting point completely out-
of-bounds, orfrom mid-air with the last ground contact having been completely out-of-bounds, is scored
immediately forthe opponent.

F Angle: All throws must contact the ground at an angle of 30 degrees orless from
horizontal, except forforward-spinning throws that cross the frontline of the opponents' court at a height
lessthan 2.5m, and throws that contact the otherdisc. A playeron the defendingteam who believesthata
discmay strike the ground with excessive angle may call "Angle" beforethe disccontacts the ground. See
203.08 for callinginfractions.
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G Endangerment:If aplayeris hit above the knees by a high-velocity throw while
playingthe otherdisc, the defendingteam may call "Endangerment", and a replay is taken. Ifit is
determined thatthe defending playerintentionally moved into the throw, noreplayistaken.

H Late Throw: Competitive throws made afterapoint has beenscored or an infraction
has been committed are considered to be late and cannot score for the throwing team. However, alate
throw that is thrown from or touches out-of-bounds scores for the defending team. A late throw may result
inan infraction.

202.05 Defense

A Catching: There are nolimitations asto how a player may catch a disc, as longas itis
controlled by the playerbefore the disctouches the ground. A disc may be caught with simultaneous
ground contact, though the ground may not assistin makingthe catch. The linesand corner markers are
consideredto be part of the ground. A player may catch a discthat has beentouched but not caught by a
teammate. A discmay be caught simultaneously by both players on a team; in that case either player may
take possession of the disc.

B Double:If a playerorteamisin contact with both discs at the same time, adouble
has occurred. A held discis considered to be part of the player holdingit. When the attacking team
observesadouble, they may immediately call "Two". If the defending team agrees with the doublecall,
play stops and two points are scored by the attackingteam. Otherwise, they may dispute the call. See
203.09 for disputed calls.

C Tipping: Acommon method of escaping doubling attacksis to tip one or both discs
intothe air. Exceptin escape situations, teams are only allowed one tip. An escape situation occurs when
both discs are thrown at the same court. Tipping more thanonce ina non-escape situationistraveling. See
203.08 for callinginfractions. The discmust be sharply struck whenitis beingtipped and no pair of



opposite sides of the disc may be touched simultaneously. Prolonged contact or lifting of the disc
constitutes athrow.

203 Game Procedures

203.01 Scoring
A pointisscoredfor the throwingteam when:

(1) adisclandsin the opponents' court at a legal angle and then eithercomestorestin the
court or touches an opponent without having first touched out-of-bounds; or,
(2) adisctouchesan opponentandthenthe ground.

Two points are scored for the throwingteam when:
(1) the opposingteamisin contact with both discs at the same time.
A pointisscored by the non-throwingteam when:

(1) a disctouches out-of-bounds; or

(2) adiscat restbreaks the vertical plane of the inneredge of a line or corner marker; or
(3) athrowis made from outside the court; or

(4) ateamtouchesitsown throw; or

(5) a third or subsequentinfraction has been committed.

203.02 Break
Whenthe endresultof a rallyisa pointscored for each team, a break occurs. No points are awarded and
play continues with the nextrally.

203.03 Court Switches
Duringa game, teams switch courts every five points.

203.04 Courtesy Signals

There are situations duringagame when a visual signal by the defending team will clarify play for the
opponents and officials. The following courtesy signals should be use d:

(1) Whena dischas touched neara line or corner, a player on the defending team should
pointone or both hands upif the discwas out, or downif the discwasin.

(2) When ateam agrees with a double call made againstthem, aplayeron the defe nding
team should hold up two fingersto acknowledgethe double.

203.05 Initiation

A Initiation: Forthe firstrally of a game, initiation is determined as one of the starting
optionsasdescribedin 202.01. On subsequentrallies, the initiationteamis the team having won the
previous point.

B Impasse: Wheneverduringarally a playeron each team holds a disc, an impasse
occurs. Itisthe responsibility of the initiation team to throw within four seconds, unless their opponents



choose to break the impasse by throwing. If the initiation team fails toinitiate, theiropponents may call
"Stalling". See 203.08 for callinginfractions.

203.06 Delay of Game
A. Start of Play: Once the Director has announced the start of a round, teams must
begin play within one minute. Breaks between gamesin a match must not exceed three minutes. Breaks
between matchesinaround must not exceed five minutes. Ateam thatis not ready to start play at the
prescribed time incurs a Delay of Game infraction. See 203.08 for callinginfractions. Ateamincursan
additional Delay of Game infraction for each subsequent minutethatitis not ready to play. If ateamisnot
ready to play within five minutes of the start of the game, it forfeits that game.

B. Serving: Afterarally has ended and the result has been determined, teams must
retrieve the discsand returnto theirserving positions without delay. At that point, the initiation team must
beginthe serving call within ten seconds. Ateam that violates either of those requirementsincurs a Delay
of Game infraction. See 203.08 for callinginfractions. Ateamincurs an additional Delay of Game infraction
for each subsequent minute thatitis not ready to serve.

203.07 Timeouts

Each team is allowed asingle two-minutetimeout per game, which may be taken betweenrallies. Each
teamis alsoallowed asingle three-minuteinjury timeout per game, which may be taken at an impasse or
betweenrallies. If aninjury timeoutis taken duringanimpasse, play continues (see 203.11) once the
timeoutisover.

203.08 Infractions

The traveling (202.04.C), line fault (202.04.D), and stalling (203.05.B) infractions must be called
immediately. The angle infraction (202.04.F) must be called before the disc hits the ground. In the case of
travelingora line fault, play stops at the nextimpasse. An out throw scores for the opponent, andis not an
infraction. If the infraction call is accepted as valid, the team making the call may then:

(1) charge theiropponents with aninfraction and replay the rally; or
(2) remove the infraction throw from consideration and award any points scored.

On the third and subsequentinstances of ateam being charged with any combination of
infractions, theiropponentisawarded a pointif they choose option (1). If aninfractionis charged to each
team, the infractions offset and noinfractionis chargedto eitherteam.

203.09 Disputed Calls
Ifa playerdisagrees withadouble oraninfraction call, they may immediately call "No", and play continues
until the nextimpasse oruntil the rally ends. Atthat time the players maintain their court positions (in the
case of an impasse) and discuss the disputed callsin the orderthey occurred. If adisputed call is confirmed,
therally ends and points are awarded or an infraction is charged. If a disputed call is dismissed, the next
disputed call isaddressed. If all disputed calls are dismissed, then play continuesin the case of an impasse
(see 203.11), or points are awarded based onthe resultof the rally.

203.10 Deformation

A. Court Deformation: When acourtis deformed during play, a player may call "Court"
and play stopsimmediately after both discs are caught or when the rally ends. Points are scored as usual,
exceptthat no throws made by eitherteam, which are eitherin flight orthrown after "Court" is called, may



score for the team inthe deformed court. If no points are scored, a replay is taken afterthe court has been
restoredtoits official shape.

B. Disc Deformation: If adiscis damaged or deformed duringarally, aplayer may call
"Disc"to request thatthe discbe restored or replaced at the nextimpasse orrally. Inthe case of an
impasse, once the situation has been remedied, play may continue (see 203.11) after players have returned
to their court positions.

203.11 Continuation

If play has been paused, itcan be resumed once all players have indicated that they are ready. At that
point, animpasse occurs and play continues as usual.

203.12 Interference

Should a playerordisc be interfered with by an outside agent (such as a spectatoror animal) in a way that
affectstherally, a replayistaken.

203.13 Coaching

Coachingof players duringa rallyis not permitted. Other coachingis permitted aslong as the pace of playis
maintained.

203.14 Result

The firstteam to reach the designated number of points (typically 11, 15, or 21) isthe winner. The winning
margin must be at leasttwo points, unlessthe length of the game has been capped ata maximum number
of points.

204  Tournament Procedures

204.01 Tournament Director
The Tournament Directoris the final authority regardingthe interpretation of theserulesduringa
tournament. The Director's responsibilities include: determining the tournament format, scheduling each
round, and resolving disputes. The Directoralso has wide latitude with regard to the tournament
procedures described in this section.

204.02 Officials

A. Head Judge: A headjudge is encouraged for semifinal and final matches whenever
feasible. Head judge responsibilities include:

(1) keepingthe score and announcingitduring court switches, oronrequest;

(2) immediately ruling on any disputed double calls by calling"Two" or "Clean";

(3) resolving any disputed calls, when requested. If both teams disagree with aruling, they
may override it. Furthermore, itis expected that players willoverride any call thatthey are
certainwas inerror;

(4) acknowledgingthatatimeout has been requested, and announcingwhenitis over;

(5) timingthe breaks between gamesand announcingwhenitistime forthe nextgame to
begin;

(6) callingline faults.



B. Observer: Ahead judge may appoint additional officials called observers. They are
typically placed wherethey have agood view of the front lines of the courts. Additional observers may be
placed nearthe back linesif available. Observerresponsibilities include:

(1) assistingthe head judge inrulingon any disputed calls;
(2) callingline faults;
(3) confirming whetheradisctouched out-of-bounds.

204.03 Forfeits
Ifa teamis unable to start or finish agame, itforfeits that game. A forfeitislisted asa loss forthe forfeiting
team, withits score beingthe numberof pointsithad at the time of the forfeit. If there have beenany
forfeitsduringaround, thenthe final rankingis done intwo stages. Inthe first stage, all teams are ranked
based on theirrecords. Teams which have forfeited keep theirranking. Inthe second stage, all games
played by teams with forfeits are removed from the results, and the remaining teams are ranked based on
theirresulting records, skipping the rank positions assigned in the first stage. In this way, forfeits only affect
the rankings of teams which have forfeited.

204.04 Multi-Game Matches
In matches of more than one game, the team thatlost the previous game getsits choice of each of the
three starting options as described in 202.01. The pairs of players serving together must alternate from the
previous game.

204.05 Competitive Formats
A. General Procedure: The competitive formatfora tournamentisto be determined by
the Directorand largely depends onthe number of teams entered. The Director may determine which
rounds are to be played, how large the pools are, how many games compose a match, how many points are
neededtowinagameina particularround, and what the cap, if any, is foreach game.

B. Rounds: A tournament typically consists of up to four rounds of play:

(1) Pool Play: Teams are divided into pools of four to six teams. Each pool plays a round robin,
where eachteam plays every otherteam once. Pool play games are typically played to 15 points, though
totals of 11 or 21 points can also be used. The top two teams in each pool advance to the top poolinthe
round robin. The nexttwo teams advance to the second pool inthe round robin, and so on. For thisreason,
the number of poolsin pool play should be half the number of teamsin each round robin pool.

(2) Round Robin: After pool play, teams have been grouped into larger pools of eight toten
teams. Each pool plays a round robin. Games are typically to 15 or 21 points. The top fourteams from the
top pool advance to the semifinal. The team that wins the round robin chooses their semifinal opponent
fromamong the three otheradvancing teams.

(3) Semifinal: In each of the two semifinal matches, two teams play a match with the winner
advancingto the final. Matches are typically two out of three gamesto 15 or 21 points, orthree out of five
gamesto 15 points.

(4) Final: Two teams play for the tournament championship. Matches are typically two out of
three gamesto 15 or 21 points, or three out of five gamesto 15 points.



C. Examples: The following examples are illustrative and not definitive. Many other
formats for the given numbers of teams are possible. Itis up to the Directorto determine the formatfora
tournament.

(1) 5 teams: After one or two rounds of round robin play of gamesto 15, the top twoteams
play a final of two out of three gamesto 15.

(2) 8 teams: Two pools of four, gamesto 15, winners go to the final. Alternatively, pool
winners play the second place team fromthe other pool in a semifinal match.

(3) 17 teams: Three pools of four and one pool of five teams. Top two from each pool gointo
the eight-team A pool, remainingteams gointhe B pool. After Aand B pool round robin, the top four
teams fromthe A pool advance to the semifinal, then winnersto the final.

(4) 26 teams: Four pools of five and one pool of six teams. Top two from each pool advance
intothe ten-team A pool. Third and fourth place teams from each pool advance into the ten-team B pool.

Remainingteams goto C pool. The top four teams from the A pool advance to the semifinal, then winners
to the final.

204.06 Ties

In round robin play, tiesamong teams with identical records are broken in the following manner: Starting
with Step 1 below, compare the tied teams. Any teamthatthen has a unique rankingisassigned that
ranking. If ties remain, compare the tied teams using the next step inthe sequence. Repeat the process
until notiesremain. Each comparisonis based on the results forthat round only. For the purposes of
record and point comparisons, games against teams that forfeited to any of the tied teams are disregarded.

Step 1: Fewestforfeits.

Step 2: Record againstthe othertied teams.

Step 3: Pointdifferential in games againstthe othertied teams.

Step 4: Record againstteams that placed above the initial set of tied teams.

Step 5: Point differential in games against teams that placed above the initial set of tied
teams.

Step 6: Point differential in games against all teamsin the pool.

Step 7: Any method asdetermined by the Director.

205 Glossary

Angle:The angle between the plane of the disc's flight plate and the plane of the ground when the disc
makes contact with the ground. Also: a violation of the angle rule (202.04.F).

Attack: The throwing of one or both discs at the opposing court.

Break: A rally that resultsin one point foreach team. No points are awarded.



Burn: A low, high-velocitythrow. Often used as the second throw in a two-discattack.
Cap: The maximum point total required to win agame, regardless of the margin of victory.

Court: A 13-metersquare area that isbounded by the inneredges of its lines and corner markers. Two
courts compose a single DDCcourt, similarto how a tennis courtis made up of two smallercourts.

Double: Simultaneous contact with both discs by a team. A held discis considered to be part of the player
holdingit.

Dump: A throw intended to go overan opponent's head and land in the back of the court. Also known as:
Lob, Drop Shot, Dump Shot.

Escape: The successful handling by a team of two discs thrown at their court, where both discs are played
and the resultis an impasse ora counterattack against the attacking team.

Escape Situation: A team isin an escape situation when both discs have been thrown at theircourt.

Follow: The second throw in a two-discattack, typicallyaburnora dump. Also known as: Follow Shot,
Attack Shot.

Impasse: An impasse occurs when each team holdsa disc. It isso named becauseitisgenerallya
disadvantage to throw first.

In-bounds: Any pointthat is withinthe area of a court. Alternatively, athrow thatlandsand remainsin-
bounds. Also known as: In.

Initiation: The responsibility to throw firstduringan impasse, and to make the serving call that beginsa
rally. The initiation teamis also known as the "designated" or"des" team.

Lead: The firstthrow in a two-discattack. Typically thrown high in orderto give ateammate time to catch
and throw the otherdisc. Also known as: Lead Shot.

Match: One or more games between two teams, considered as a unit, withawinnerbeingdeclared.

Out-of-bounds: Any point onthe ground that is not within the area of a court. Alternatively, athrow that
touches out-of-bounds. Also known as: Out, Out Throw.

Rally: One play of DDC, beginning with the serving call and ending with abreak, a replay, orone or two
points scored. Also known as: Exchange.

Replay: Areturn to the previous serving combination and initiation of the previous rally, with no points
having been awarded.

Serve: The first throw of a rally. Two players, one from each team, serve simultaneously.
Serving Combination: The pairof players, one from each team, who serve togethertostarta rally.

Shot: Throw.



Supporting Point: Any part of a player's body that isin contact with the ground whena discisreleased.



