Ultimate Frisbee
Task 1: Warm Up Ideas
In a space (no set) and in pairs, passing and catching the Frisbee. This is to simply get used to the Frisbee and how to release it correctly.
Extension: Begin to catch on the move - more space needed.
Leadership opportunities: Get students to set this up and they could create a small warm up game / drills around this

Sharpshooter

Task 2: Passing Play
Players try and complete a number of passes without the other team
getting the disc.
Possession will change on an incomplete pass. Set the number of passes
- this can change for each team if necessary.
Area: Roughly one third of a Netball court or a badminton court
Teams: Groups of 3 -4
Scoring: If the team complete the set number of passes they score a
point. If this happens continuously, change the set passes they have to
achieve
Equipment: Frisbee per pitch. Cones to set out pitch. Bibs for each
team

Task 3: Target Disc
Players will try and throw a disc through / into a target zone
from a variety of angles and distances.
Area: Mark a square on the wall or use buckets / equipment
that the Frisbees could land in. See sizing in picture.
Scoring: Every time the player hits the target they score a
point. Highest score is the winner.
Equipment: Cones / tape to mark out the points on the floor
/ wall. Frisbee at each pint. The more the better
H & S: Non throwers to stand behind the thrower and stay
vigilant for discs coming off the wall

Task 4: The Ultimate Game
Teams of 4 v 4 (this can be increased if needed. Mixed gender.
Area: As set out in the picture.
Scoring: Teams score by completing passes and catching in the other
teams end zone

Equipment: Cone / markers to mark out the pitch. Frisbee for each pitch.
Bibs to differentiate teams.

H & S: The game is non-contact. Be careful near walls and look out for
flying discs when off the pitch

Task 4: The Ultimate Game – How to play the game
 To start the game, and at each new point teams line up on opposite end
zone lines and one team throws the disc to the other
 The scoring team keeps the disc and stays in the scoring end zone; the
other team go and line up in the other.
 The disc can be passed in any direction to any teammate. The thrower
cannot move with the disc at any point.
 Possession will change whenever a throw is incomplete (hits the floor,
caught by the other team, knocked to the floor by the other team)
 If the disc is knocked to the ground / out of bounds by the defending,
team they get to keep it as it was the other teams throw that went
wrong.
 Players can change at any point by tagging hands on the side-line.
 A foul occurs when players make contact which affects play.
 If a foul occurs for the disc to be dropped, play restarts so the team
which was fouled still has the disc.
 Times / breakdowns for the game can be decided by yourselves

