GUIDE TO BEING A GAME RUNNER

ROLE OF THE GAME RUNNER

Ultimate Frisbee is a self-refereed sport at all levels of the game. Players are responsible for abiding by and upholding the rules of the
sport. For groups of players learning how to play, Ultimate Victoria recommends the use of a Game Runner. This is similar to a Game
Advisor role at championship events who act as an independent observer and reference resource for players.

It is recommended that the coach, teacher, or facilitator of a group acts as the Game Runner for new players.

BEFORE THE GAME

e Introduce yourself to the teams and explain what your role is.
e Conduct a disc flip with a representative from each team to choose which team starts as the receiving team.
e Direct teams to opposing end zones and give a signal to commence the game.

DURING THE GAME

e  Encourage and direct play. For example...
o “Disc down, blue disc.” or “Turnover - red team’s disc.”
o “Out of bounds, take the disc from the sideline here”
o “Great goal! Switch ends for the next point.”
o “Too many defenders” or “Too close, step back on defence.”
e Beactive on the sideline by moving along with the game. Stay even with the disc so you can see what’s happening.
e  Focus on key rules of the game for a beginner level
o Show players where the disc gets taken from: out of bounds, turnover in Central Zone, turnovers in an End Zone.
No Contact.
No walking or running with the disc.
Monitor fair marking (1m away, single defender, no wrapping arms around or reaching in
Starting each point — teams on the goal line, defence holds disc up, then offence holds hand up
o Assist with gender-split ratios for Mixed division where relevant
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e  Foster and facilitate brief discussions on foul calls
o If a player wants to call a breach of the rules, pause the game.
o Ask the player for their perspective. Encourage them to explain to their opponent, not to you.
o Ask others players involved in the breach if they agree (Accepted) or disagree (Contested).
= Accepted — fouled player keeps disc, marker restarts play with a 3-2-1 count in.
=  Contested —reset back to the last catch, marker restarts play with a 3-2-1 count in.
o Do not make the ruling for the players! You can give advice on an outcome, but they should make the final decision
themselves.

AFTER THE GAME

e  Facilitate a Spirit Circle.
o Have both teams gather in a circle, standing with teams intermingled.
o Ask a player from each team to speak on the team’s behalf to the opposition. Thank the opposition for the game,
congratulate opponents on what they did well, and resolve any conflicts that may have arisen during play.
o The etiquette is for the losing team to speak first, followed by the winning team.
Speak last and point out examples of good Spirit you saw during the game (use the UV Playing With Spirit guide for
examples)
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