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General Rules

These general rules apply to both the team charspips and the individual championships.

Boomerang Safety

= Boomerangs can be dangerous if they are throwhesaig.

= Throw boomerangs only from a safe place where fiaee plenty of room to fly or bounce without
danger of hitting anyone or anything.

= |f you see anyone in danger of being hit, warn piomptly and loudly.
= Warn anyone on the field if your throw may endarger. Make sure it is clear before you throw.

= Do not enter another thrower's circle without cliegho see if it is safe and telling the throweatth
you are entering his circle.

Safety during Practice
= Any thrower who hits a person with a boomerangrdyitis outward flight — and is clearly at faults- i
disqualified from his next event, even if it is another day.

= Any thrower who is warned by a tournament offi@akircle master to stop throwing dangerously on
2 separate occasions during the same day, or whgdinheone after being warned once, is
disqualified from warm-up, practice, and competitfor the rest of the day.

= Team only: These are bo#tpersonal penalty, but teams with 5 throwers illl save to deliver a
team's judging member and might therefore be fotoeédrow short-handed.

= Exceptions:
0 The accident is clearly the fault of the victim.

0 The victim is in organized warm-up or practicetfie line for throwing) and is not paying
attention to returning boomerangs and is hit assalt.

Safety during Competition

= Throwers are responsible for moving range spottgcs, before they throw to keep them out of
danger. If range spotters, etc. are hit, the thr@aéns no score on this throw. Time will be allalve
for people to move, but no re-throws are givemifge spotters, etc. are hit on a throw.

= Exception: The accident is the fault of the victim.

Rights of Contestants and Teams
= Competitors may replace a boomerang at any timedset flights during an event. The event must
not be slowed by more than 15 seconds as a restifte turn is lost.

= Any thrower may require removal of any object oa tlompetition field before his turn, excluding
previously specified field obstacles. Hitting arbjext that could have been removed is not
interference and the score of this turn is 0, eedyen the turn consists of more that 1 throw, sagh
Fast Catch, Endurance, or Team Super Catch.

= Legal gloves may be used in any competition.

Obligations of Contestants and Teams

= SAFETY SAFETY SAFETY

= By entering the competition, contestants and tesgnse to accept the decisions of the tournament
officials and circle masters.

= Intimed events, it is the competitor's responisjbib be sure the timers are ready before he Isdgm
turn. A thrower who throws before the timers am@dsereceives no score for that turn.

= In all events, it is the thrower's responsibiliytte ready to throw when it becomes his turn. Ifibes
not throw within the 15 seconds, he loses his turn.

= Contestants may not talk unnecessarily with thgguar scorekeeper during an event.

=  Warm-up or practice throws or range checks aralmived from or over a competition circle in
which an event is in progress.
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= Warm-up or practice throws are allowed in desighateas at designated times. Unauthorized throws
for warm-up, practice, tuning, testing, or for atlier reasons are not allowed.

= Contestants caught making such throw, are disdglifom their next event, even if it's on another
day.

= Team only: This is a personal penalty, but teantls &ithrowers will still have to deliver a team's
judging member and might therefore be forced towhshort-handed.

= Have a stopwatch with you at all times! (see Obiiga Stopwatches Required)

Obligation: Stopwatches Required
= Every thrower must have a working stopwatch thaes to 1/100 of a second and has a lap timer.
Stopwatches must be the handheld type, not théwatish type.
= Stopwatches are required to register for the teammament and for the individual tournament.
= Use lap timers on stopwatch at all times.

Responsibilities of Officials

The tournament director, head judge, circle masted,referee may compete in the tournament in wihiet
are officials. If they do, they must have desigdatkernates to perform their duties in any actiodecision
in which they are involved as competitors.

Tournament Officials

= Provide adequate control of spectators.

= Prepare and distribute flyers to spectators. Flgarst include appropriate warnings and should
include a program.

= Conduct a pre-tournament meeting to make annourrdsraad review rules.

= Make a copy of current tournament rules availablalltcontestants for reference.
= Assist officials and judges as needed in resolpirgests.

= Provide for field sanitation/toilet devices.

Officials/Judges

= Responsible for fair conduct of the tournament.

= Appoint assistant judges to perform his duties wineannot conduct events himself (as when
multiple throwing stations are used or when 2 orevevents are running simultaneously).

= Determine the score to be awarded for each thraeaain event.

= Organize and collect data from stewards and timdeefor scorekeepers.
= Judge interference and rules appropriately.

= Confer with tournament director and referee to Ikesprotests.

= Use whatever method seems fairest to determineamomccurrence should be scored including, but
not limited to, information of witnesses to the aence.

= May require any throw to be repeated if he has tlabbut the score for the throw.

Scorekeeper

= Appointed by tournament director before start efttburnament.
= Duties may be performed by any person approveceby fudge when necessary.
= Records all scores for the tournament.

Score Analyst

= Rechecks calculations on score sheet.
= Determines official placing in each event.
= Compiles data to determine overall placing.



Steward (Range Steward, Timer)

= Appointed by judges to assist in range determinatiming, determination of accuracy or catching
points as requested.

= All competitors are to perform some steward dutiben their turns to throw are not imminent.

= May be assigned before the start of an event.

Officiating Responsibilities of Team (Team's Judgin g Members)

= Atleast 1 thrower from each team is required fiate in each event. Each team's officiating
assignments are posted in the same way as thesteiaoie assignments and throwing orders.
Exceptions depend upon team size.

= Team's throwing members may be required to judige, tand/or spot range, before and/or after their
turn, at the circles where they are competing. Abser not fulfilling the required actions may rigsu
in a yellow card.

= Designated team officials (team's judging membens3t be at their circles 5 minutes before the event
starts and report to that circle's official (cirohaster).

Team's Throwing List and Team's Judging List
= Teams are required to submit their 4 throwing mesibemes for each event after warm-up of each
event to the circle master.

= Teams are required to submit at least 1 judging lbegis1name for each event after warm-up of each
event to the circle master. Exceptions depend tgem size.

= Atthe captains' meeting, each team will receivaie® of the circle assignments and judging
assignment for the week. These sheets will algoosted.

= Itis each team's responsibility to be sure thairtihrowing members are at their assigned cirates
time. If the teams' judging members list indicated teams are to supply an official, this team
member should be at his assigned duty on time AsAfesence may result in a personal penalty.

=  When throwers report to their circles, the namethefthrowers are entered into the score sheets.

= If a thrower or team is not fully present to registith the circle master at the beginning of theng,
the thrower (in individual-style events) or therte@in team-style events) will receive a 0 in thetret.

= ltis the responsibility of each team and throveekiow when it is the team's turn or his turn, tmd
be ready to throw upon the official's signal.

= When throwers/teams have registered at the begjrofithe event, no changes may be made, even if
an injury occurs during that evertsee ground rules.

Judging
= Judges may use any means available to determin@h@ecurrence should be judged, including help
from witnesses that had a better vantage pointtti@judge.
= Circle master's decision can be protested (see$sdt

= Clear, obvious, or suspected rules violations ghbelbrought to the immediate attention of the
official required to make the call by any officiaho sees the violation. The official required tokea
the call will then make the call.
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Scoring Accuracy Points

Used in Team and Individual Accuracy and Australian Round.

Scoring Location Points
Inside the 2-meter circle

On 2-meter circle*

Between 2-meter and 4-meter circles

On 4-meter circle*

Between 4-meter and 6-meter circles

On 6-meter circle*

Between 6-meter and 8-meter circles

On 8-meter circle*

Between 8-meter and 10-meter circles

On 10-meter circle*

* also means one foot on each side of the circle

[EEN
o
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Relay Starts

= Standing starts (running starts may not be usedjnade from the team's gate on the starting line
upon audible signal from an event official.

= After the event is started, no thrower may touehdtea inside of the competition circle until he is
tagged. After he is tagged, he may make a starsiary

= Only 1 boomerang may be used at any given tintlrdfwer wants to change boomerangs, the one
being replaced or a substantial part of it mugteherned to the bull’'s-eye by the competitor before
any more throws can be made.

Timing
= Any timer must disqualify himself if he feels tha did not start or stop his stopwatch at the
appropriate moment on any turn.
= The preferred method of timing is:
= Use 3 primary timers plus 1 alternate.
= All 4 timers time each turn.

= If the primary timers agree within the limits belatle alternate is disregarded.

= If 1 or more of the primary timers are not withimose limits, or a timer disqualifies himself, hige
is disregarded and the time recorded by the alteisaised in place of the disregarded time.

= Official times are determined using the followingjdgline:

0 When 3 stopwatches are used, the times are coedigalid if the shortest and
longest times are within 0.75 seconds of each offtex official time is the middle
time.

o If the longest and shortest times are more thah €e¢onds apart, the 1 further
from the middle time must be disregarded.

o If the longest and shortest times are more thah €e¢onds apart or if one of the
official timers disqualifies himself because he wsde started or stopped his
stopwatch at the wrong moment; then that timesgegjarded. The time of the
alternate is used in its place. If an alternat®isavailable, the official time is
determined as if only 2 stopwatches were used.

0 2 stopwatches (primary or alternate) which agrehiwi0.50 seconds are the
minimum required to make a contestant's actual tffieial. The official time is
the inferior of the 2 times. This occurs only ispwatches are used, or if 1 of 3,
or 2 of 4, must be disregarded.

o If only one stopwatch has what appears to be d tiatie, the competitor may at
his option have an immediate re-throw or accegbaeswhich is 0.5 seconds
inferior to the observed time. If the time is ohwéty not accurate, the circle master
will require a re-throw. The score obtained onré¢hrow is the official score.



Warm-up

There will be a 10 minute warm-up period beforeheaent
0 Exception: 15 minutes for Supercatch and MTA.
= The warm-up period begins soon after the previeestis finished, including any protests.

= Aloud signal will alert the throwers of the begimp (such as one hoot) and end (such as two hoots)
of warm-up.

= No boomerangs may be thrown after the signal mgrtie end of warm-up.
= After the warm-up period has ended, throwers afidiais have 5 minutes to report to their circles.

=  Warm-up throwing may take place on either the taorent fields or the designated practice area.
Throwers using the tournament field must avoid usig the bull’'s-eyes. See events for exceptions.

= For the Australian round and Accuracy events, waps-by the first group may only be made in ways
and locations that other teams will be allowedge to warm up.

o Example: if, after the event starts, other grouplsnet be allowed to have warm-up throws
that fly into the 50 meter competition circle, thtae first group may not have warm-up
throws that fly into the competition circle

= No throwing outside competition shall occur anywheg while an event is in progressThe only
throwing will be in active circles by throwers coetimg in their turns or in official warm-up before
their turns.

= Any thrower, who is illegally throwing after thea@nf warm-up or illegally during an event, is
disqualified from the event for which he is warmung, or his next event (if he has already competed
in the current event), even if it's on another day.

= Team only: Throwing a boomerang in a place or tina is not allowed is a personal penalty, but
teams with 5 throwers will still have to deliveteam's judging member and might therefore be forced
to throw short-handed.

Fouls

Delay in Throwing

= After the previous thrower's turn is scored, threleimaster will tell you verbally (example: "Ciecis
clear") or by signal that it is your turn.

= You then have 15 seconds to make your throw.

= You should be heading to the bull’s-eye and know lou are going to throw as soon as the bull’s-
eye is clear.

= If you do not throw within 15 seconds, you loseytuwrn and receive a O for that turn.

Re-throws
= Circle masters attempt to prevent re-throws froeating an unfair advantage or disadvantage for any
team or thrower.

= Teams and throwers have the option of refusingektarow to keep the score earned during the round
where the interference took place, unless theecir@ster determines that fairness requires a ogvthr

= [f are-throw is taken, the score of the re-thrawnts. See event rules for when re-throws are
performed.

= Re-throws are usually made as soon as all competive finished the event in a given circle or a
group of throwers have completed their round -rafie protested act occurred.
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Protests

Any protest must be reported to the circle mastenédiately. It will be dealt with at that time, if
possible.

Any act, occurrence, or judgment that causes aairuadlvantage or disadvantage to any contestant or
group of contestants may be protested.

No protest may be made more than 30 seconds haéqrotested act, occurrence, or judgment took
place — unless event rules state differently.

Incorrect scores don't have to be protested. ligh@vidence is available, any scoring error vall b
corrected.

Results can not be protested except for matherhatidagical errors.

Protests must be resolved as quickly and fairlgassible, without disrupting the contest in progres
more than necessary.

Protests may be decided by the circle master oirdle master's decision is protested, by the
tournament officials (up to 3T.he tournament officials' decision is final.

Protests shall be resolved immediately, if possiiaién any case before the next event begingidf t
is not possible, tournament officials or circle eas must tell the protester when to expect a igtis
and why there is a delay.

If interference or confusion occurs during a throgveound, but he is still able to continue, he ius
complete his round as well as possible, thenHigeprotest within 30 seconds of the completionisf h
round.

Intentional Interference

During Team Championship

If interference appears to be intentional by awloduring his turn in an individual-style everiet
thrower is disqualified from this event and gainsscore.

If interference appears to be intentional by awlmoduring his turn in a team-style event, the
thrower's team is disqualified from this event gaths no score (One for all and all for one).

If interference appears to be intentional by a ogtitqr other than the thrower during his turn, the

interfering competitor is disqualified from thiseat if he is a team's throwing member. In a team

event there are no personal penalties, becausddveyimpact only on some teams depending on
their number of throwers. See Penalties for hogcture team events with a 3/4 or 4/3 factor.

During Individual Championship
If interference appears to be intentional by auleoduring his turn, the thrower is disqualifiedrfr
this event and gains no score.

If interference appears to be intentional by a cetitqr other than the thrower during his turn, the
interfering competitor is disqualified from thisest.



Penalties

Throwers may be required to judge, time, and/ot sgrage, before and/or after their turn, at the
circles where they are competing. Absence or ribllig the required actions may result in a ye#o
card.

Penalties may be awarded by the circle mastefsifollowing order:
0 Yellow card: (verbal) warning

0 Red card (after 2 yellow cards or 1 intentionagiférence): thrower will be disqualified in
this event, if he is a competitor, or in his nexgé’t, if he is a non-competitor, even if the
event is on another day.

3/4 or 4/3 factor for Team: If it's a competitor, he’s disqualifiéor the running event.

If it's a non-competitor the result of the runniegent for his team is increased by factor 4/3 éam
relay and all events where the smallest pointsicadches are best and decreased by factor 34l for
other events.

The resulting score is rounded to the nearesteéntegcase of points (0,5 is rounded to the worse
result). In case of times (example team relay}ithe is rounded to the next 0,01 sec accordingly.
Example (139,005 sec is rounded to 139,00 sec ok b to 139,01 sec for Team Relay)

If a red-carded thrower gets an additional red taravill be disqualified from the whole tournament
(team or individual) and may not be replaced bgxra.

Team only: This is a personal penalty, but teantk &ithrowers still have to deliver a team's judgin
member and might therefore be forced to throw shanded.

If a circle master's decision upon a penalty agairikrower is protested by the thrower or its team
the decision will be forwarded to the tournamefficifls (up to 3).Tournament officials' decisions
are final and can not be protested.

Tournament officials may also yellow-card, red-¢andeven disqualify an individual or a whole team
immediately (and without any prior card againstitimewer or team), if a severe act occurs.

Any person who is disqualified from an event maynepresent his team as its designated judge for
the event.

Disqualification may be

For this event

For the next event, even if it's on another day

The whole day

The whole tournament

The decision by the tournament officials is finatla&can not be protested.
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Team Events

Team Accuracy 100

Points awarded; Best: most points; Individual Style Event

Circles

= Contested on circles with 20-meter radius rangeslin
= 10-meter circle with 2-meter bull’'s-eye, 4-metem6ter, 8-meter, and 10-meter circles

Required for score

= 20-meter flight range.

= Legal throw frominside the 2-meter bull’s-eye. No stepping on line.

= Boomerang must come to rest without being touchididtting anyone or anything but the ground.
= 2 throwers from the same team throw in the sameftom the same bull's-eye.

Scoring

= Each thrower on the team is scored individually.

= Points scored according to where the boomerang tanest.

= For scoring points, see Scoring Accuracy PointhénGeneral Section.
= Official score for each thrower is the total forthrows.

= Team score is the total of the scores of the tednfisowing members.

= The eventincludes 1 round of 5 turns for eacthef4 throwers. (Team members throw in pairs.)

= During each turn, both throwers throw 2 times.

= After they throw once, their scores are recorded.

= The second throw of the turn is after the circlesteasays the circle is clear.

= Contestants throw in groups of 5, 4, 3, or 2 pairs.

= Each group of pairs throws in rotation with theestpairs in the group, until all pairs have comgidiet
their 5 turns.

= Then the next group begins its round.

Time Limits
= At the signal of the circle master, it becomesfitst thrower's turn for the team.
= The thrower has 15 seconds to make the throw.
= The second thrower in a pair must throw within 8osels of the first thrower.
= |f the circle master rules that more than 3 sectrad® elapsed between throws, both throws are

scored 0.
= This is the same for the first and second throtinéturn.

Warm-up
= All throws: outside the 10-meter circle
= General warm-up: 10 minutes
= Individual warm-up: 3 minutes for the group beftire start of their round.
= No practice throws after the warm-up is over.

Re-throws

= Any contact between teammates or their boomerangsticonsidered interference.
= Re-throws are made at the end of the round fquaatk in that group.

Officials per circle

= May be competitors.

= 1 circle master who announces when the turn bégireach pair of throwers.

= 2 center judges - 1 for each thrower, watch fot faalts and announce score for each throw.
= 1 scorekeeper.

= 3 range stewards per thrower. 6 total range stesvard



Team Accuracy 50

Points awarded; Best: most points; Individual Style Event

Circles

Same as Team Accuracy 100

Required for score

Scoring

Round

Same as Team Accuracy 100

Same as Team Accuracy 100

The event includes 1 round of 5 turns for eacthefa throwers. (Team members throw in pairs.)
During each turn, both throwers throw 1 time.

After they throw, their scores are recorded.

The second throw of the turn is after the circlesteasays the circle is clear.

Contestants throw in groups of 5, 4, 3, or 2 pairs.

Each group of pairs throws in rotation with theeastpairs in the group, until all pairs have comgiet
their 5 turns.

Then the next group begins its round.

Time Limits

At the signal of the circle master, it becomesfitst thrower’s turn for the team.

The thrower has 15 seconds to make the throw.

The second thrower in a pair must throw within 8osels of the first thrower.

If the circle master rules that more than 3 secdrd® elapsed between throws, both throws are
scored 0.

Warm-up

Same as Team Accuracy 100

Re-throws

Same as Team Accuracy 100

Officials per circle

Same as Team Accuracy 100
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Team Australian Round

Points awarded; Best: most points; Individual Style Event

Circles

= Contested on circles with 20-, 30-, 40-, and 50emeddius range lines
= 10-meter circle with 2-meter bull’s-eyé-meter, 6-meter, 8-meter, and 10-meter circles

Required for score

20-meter flight range to achieve catching points.

30-meter flight range to achieve accuracy and kiégtgoints.

Legal throw frominside the 2-meter bull's-eye. No stepping on line.

Legal catch or boomerang stops in the accuraciecifged ocation of Catch in this event.
2 throwers from the same team throw in the sanreftom the same bull's-eye

Scoring

= Each thrower on the teams is scored individually.

= Score for each throw is the total of accuracy,hiaty; and distance points.
= Official score for each thrower is the total foe th throws.

= Team score is the total of the scores of the tednfisowing members.

Scoring Accuracy

Accuracy points scored according to where the boangewas caught or came to rest after a legal tiofoat
least 30-meter flight range.

= For scoring points, segcoring Accuracy Pointsin the General Rules Section.

= If the thrower catches in the accuracy circles|dlcation of the catcbr first touch among the circles
determines the score. Sleecation of Catch in this event.

Scoring Catching
Catching points are awarded based on Location tfhGales in this section.

= Inside the 20-meter circle: 4 points

= On the 20-meter line: 3 points

= Qutside the 20-meter circle but inside the 50-meitete: 2 points
= Onthe 50-meter line: 1 point

= Qutside the 50-meter circle: 0 points

Scoring Distance
Distance points are awarded only if accuracy arhiag points are earned on the throw:

= 50 meters range or more: 6 points

= 40 meters range but less than 50 meters: 4 points
= 30 meters range but less than 40 meters: 2 points
= 20 meters range but less than 30 meters: 0 points

Scoring Points when Boomerang Touches Ground
If a boomerang touches the ground during flight:

= If the boomerang touches the ground after it isvilmr but before it is caught or it comes to resthen
ground, only accuracy and distance points can beeda

= No catching points will be given in any case evemgatch is made.

= However, the thrower may stop or catch the boonevéthin the accuracy circles to obtain accuracy
points.

= Note, as used in this paragraph the term “catclesdwt mean “legal catch”



Location of Catch

For accuracy and catching points, if a competitortacts his boomerang in one scoring area but
doesn't obtain control until he is in a differecbsng area, he gets the lower score based on:

Location when he first touched the boomerang, wdretie boomerang is caught or not.

Location whenever he touched the boomerang.

Location when he completed the catch.

Location where the boomerang came to rest.

If a contestant falls down after the catch is cataal, location of his feet (or last contact of baoky
ground) before his fall determines his location.

If he is touching the ground when the catch is madeuracy points are based on the location of all
points of contact with the ground.

If a contestant is not touching the ground whenctiteh is made, accuracy points are based on the
first single point of contact with the ground aftiee catch.

The event is 1 round of 5 turns for each of therdwers (Team members throw in pairs.)
Contestants throw in groups of 3 or 2 pairs.

Each group of pairs throws in rotation with theeastpairs in the group, until all pairs have comgyet
their 5 turns.

Then the next group begins its round.

Time Limits

At the signal of the circle master, it becomesfitst thrower’s turn for the team.

The thrower has 15 seconds to make the throw.

The second thrower in a pair must throw withisecondof the first thrower.

Example: if the first thrower throws in 10 seconiti® second thrower must throw in 15 seconds
(within 5 seconds of the first thrower).

If the circle master rules that more than 5 secdred®e elapsed between throws, both throws are
scored 0.

Warm-up

All throws: outside the 10-meter circle

General warm-up: 10 minutes

Individual warm-up: 3 minutes for the group befire start of their round.
No practice throws after the warm-up is over.

Re-throws

Any contact between teammates or their boomerangsticonsidered interference.
Re-throws are made at the end of the round fquaitk in that group.

Officials per circle

May be competitors.

1 circle master who announces when the turn bégimsach pair of throwers.

2 center judges, 1 for each thrower, who watcHdot faults and announce range, catch, and accuracy
for each thrower.

1 scorekeeper

1 range coordinator for each team

3 range stewards per thrower on every distanckeciz allowed on 20-meter circle. 10-12 total rang
stewards per thrower.
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Team Endurance Relay

Catching event, Best: most catches, Team Style Event

Circles
= Contested on circles with 20-meter radius rangeslend with 2-meter bull's-eye

Required for score

= 20-meter flight range.

= Legal throw frominside of the 2-meter bull's-eye. No stepping on line.

= Legal catches are counted for all lethabws made before the end of the thrower's one minute.

= 1 catch is scored for each legal catch.

= Each thrower in each team must keep both feet@ghund prior to start. S&elay Startsin
General section.

Scoring

= Every legal catch for each thrower is counted.
= Team score is the total of all throwers’ scores.

Round

= One 5-minute round for each team. The round entteeand of the 5 minutes.

= Each thrower has a 60-second turn. If time remaiftes all 4 throwers had their 60-second turns) the
1 thrower, but not the™thrower, may have a second turn until time isechll

= First thrower makes a standing start from his teayate on the 20-meter line upon audible signal
from the circle master or designated official sart

= Each team member goes to the bull's-eye, makesaayg lagal throws as he can within 60 seconds
from the start at the gate. The catches from géllléhrows are counted.

= The thrower cannot stop his round before the entle60 seconds.

= After the timing judge announces that the 60 ses@mnd done, no more throws for that turn — the
thrower must tag the bull's-eye after catchingegowering the last boomerang thrown. Then he tags
his team's next thrower at his team's gate at@h@&ter line to start the next thrower's 60-second
turn.

= The time allowed for the 5th thrower must be reedrdOptions: record lapsed time as each thrower
tagged or use lap timer on stopwatch.

= After the event is started, no thrower may tou@hdtea inside of the 20-meter circle until he is
tagged. After he is tagged, he makes a standing sta

= Only 1 boomerang may be used at any given tintlrdfwer wants to change boomerangs, the one
being replaced or a substantial part of it musteherned to the bull’'s-eye by the competitor before
any more throws can be made.

Warm-up
= General warm-up: 10 minutes outside the 10-meteleci
= Individual warm-up: 2 minutes for the group beftire start of their round.
= No practice throws after the warm-up is over.

Re-throws

No re-throws unless it is impossible to obtain a fair score of the original round, or unless
interference results in a delay during the rounthefthrower involved as indicated below.

= The problem in the original round must be sericusugh to stop the round.

= Simple interference, such as hitting a range stwsamot sufficient grounds for a re-throw.

= |f interference occurs, the turn and the round rbestontinued as well as possible. A protest may be
filed after the five minutes have elapsed.

= Are-throw may be awarded only to the thrower irogdturn the protested act occurred. This might
be either one of the full 60 seconds turns orelse than 60 seconds turn of the last thrower.

= The full 5-minute turn will not be re-thrown in angse.



Officials per circle

Notes:

May be competitors.

1 circle master who watches for foot faults, tell®en the thrower has made the catch, counts catches
out loud, and determines whether the thrower hggeié to the center.

He must count loud enough so the range stewardieazarto verify the count after each throw.

1 official timer to time each thrower's time frohetstart of his turn at the time of the tagstart of
event to the end of the 60 seconds when the throwetchagve made the last throw allowed during
his turn. The official should count down the lasefseconds. He has no other duties.

1 gate judge/timer to ensure that all tags andtidue and finish are legal and to keep the ovéraé
(five minutes).

1 scorekeeper

3 range stewards to check each throw for range.

A backup for the 60-second timer.

A backup for the 5-minute timer.

Teams have gates approximately downwind from thiskeye. Markers are placed on both sides of emth.
Each gate is approximately 3m wide.
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Team Maximum Time Aloft — Best 1 of 5

Timed event; Best: longest time, Individual Style Event

Circles

=  Contested within circles of 50-meter radius

= Approximately 10 throwers in a group and up to &ugs per circle
Required for score

= No minimum range requirement.
= Legal throw from anywhere within the 50-meter @tcl
= Legal catch within the 50-meter circle.

Scoring
= Each thrower on the team is scored individually.
= Score for each throw is the time for a throw thadsewith a legal catch.
= Official score for each thrower is the longest tithat ends with a legal catch.
= Team score is the total of the official scoreshefteam's 4 throwing members.

Round

= The eventincludes 1 round of 5 turns for eaclthef4 throwers.

= Flight is timed from the moment of release untd fioomerang is first touched. Time is recorded only
if a legal catch is made.

= Each turn is completed by all throwers in the groupmtation before the next turn starts.

Warm-up
= General warm-upl5 minutes
= Individual warm-up: None.
= No practice throws after the warm-up is over.

Re-throws
= Re-throws are made at the end of the event fothitesver's group.

Officials per group

May be competitors.

1 circle master who watches for foot faults.

1 scorekeeper.

3 timers for each throw including one observerheak the location of the thrower at time of catch,
making sure that he is within the 50 meter circle.

= 3judges downwind at the 50-meter line per circl@elp the catching judges.

Notes:

If contestant is not completely inside the 50-metrrie, he must be touching the 50-meter circléherarea
within it whenever he touches the boomerang dutiegcatch until he completes the catch.

If he is not touching the ground when he makes#teh, his first point of contact with the grourittathe
catch must be on or within the 50-meter circle.

Team Maximum Time Aloft — Best 3 of 5

Same as MTA Best 1 of 5 except:

Scoring
= Official score for each thrower is the total tinoe the 3 longest times that end with a legal catch.



Team Relay

Timed event; Best: shortest time; Team Style Event
Circles

= Contested on circles with 30-meter radius rangeslend 4-meter bull’s-eyes.
= 2 teams throw at a time in a circle. If there ar@dd number of teams, an unofficial team of 4 bl
provided to run against the last team.

Required for score

= 30 meters flight range.

= Legal throw from inside the 4-meter circle. No gieg on line.
= Legal catch —or— recovering boomerang after setegmal throw.
= Legal start. SeRelay Startsin General section.

Scoring

= Time ends when the last thrower finishes his setomdby crossing the 30-meter line through his
team's gate.

= The time of the team's round is the team's score.

= Time limit is 5 minutes. If the team did not compléhe round of 2 turns for each of the 4 throwers
before the time limit has elapsed, the score isithmaber of legal catches made.

= The eventincludes 1 round of 2 tuingotation for each of the 4 throwers.

= 2 teams start their round simultaneously in ondeeir

= Audible signal from starting official starts theura.

= Each team member must go into the 4-meter ciref@(Bt accuracy circle) and make a legal throw.
After catching the boomerang, the thrower musthahe 4-meter circle and then tag his team's next
thrower. Tag must be made at the team's gate.

= Thrower waiting for tag must keep both feet ongheund behind the 30m circle prior to being
touched by incoming team member. Running starts moape used.

= After the event is started, no thrower may tou@hdtea inside of the 30-meter circle until he is
tagged. After he is tagged, he may make a starsiary

= |f a thrower fails to legally catch his boomerarfigahis first legal throw, he must return to the 4
meter circle and throw it again. Upon legally catght - or recovering it after a second legal thro
even if he does not catch - he may then returagdhe 4-meter circle and then tag the next team
member.

= After each thrower finishes his second turn, hetmermain outside the 40-meter line behind his
team's gate. All non-throwing members of competeéagns and non-officials must remain outside the
40-meter line at all times.

= Range will be checked on every throw. If any thiewhort, it doesn't count as a legal throw andtmus
be repeated.

= There is no limit on how many times the boomerangtrbe thrown to make range and therefore be a
legal throw.

= Only 1 boomerang may be used at any given tintbrdfwer wants to change boomerangs, the 1
being replaced or a substantial part of it mustelberned to the 4-meter circle by the competitor
before any more catches can be counted.

Timing the Event
= Officials record the time when each thrower tagstbam's next thrower.
Warm-up

= All throws: outside the 10-meter circle

= General warm-up: 10 minutes

= Individual warm-up: 3 minutes for the group beftire start of their round.
= No practice throws after the warm-up is over.
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Re-throws

Must be against the same team if at all possible.

May only be called when intentional interferencenade.

Teams must complete the heat before bringing enatdiintentional interference to the center judge.
If center judge decides intentional interference weade, interfering team is disqualified and a re-
throw is granted. The re-throw must be againssttme team even though disqualified.

If the judges believe that interference could reabty have been avoided by the team affected, a re-
throw will not be granted.

Unintentional contact between players is not carsid interference. Play shall continue.
Unintentional contact between boomerangs is nagidened interference. Play shall continue as
though the boomerangs did not touch.

If an opponent completed its round and earnedid tiede before the interference took place, itssco
stands. The opponent competes against the re-thgae@am to make the conditions comparable.
The time is unchanged for the team through thetthestver to complete his turn before interference
happened. The re-throw starts with the last thrdvedore the interference.

Timing starts when the affected thrower is taggeching is done either for the interfered roundyonl
or for the remaining turns to complete the round.

Judges decide which way causes the least advantalijgadvantage to any team.

Officials per circle

May be competitors.

2 circle masters, 1 for each team. They watchdot faults in the 4-meter circle and signal visibly
(each circle master has a flag in the team's calud)audibly if a throw was short, a catch wagdle
and when the thrower may return to the team's gate.

1 or 2 scorekeepers

1 starter

3 timers per team plus one alternate per teanctrddhe start and each tag.

Ensure that all tags and the start and finishegall

Watch for foot faults at the team'’s gate.

Use lap timers on stopwatch.

3 range stewards per team (each has 1 flag ireéme's color) on the 30-meter line.

1 timer for the five minute limit or a lap timerrfthe team.

Teams have gates approximately downwind from thiskeye. Markers are placed on each side of
the gate approximately 3m apart.

Gates of opposing teams must be separated by sithkes 4m and no more than 10m.

The 2 circle masters will be near the bull’'s-eyérieach team.

Each team's circle master must alert the throwisiboomerang is short or if he has made a foot
fault.

If a judging error is made, the round will be restacted in the fairest manner possible, as
determined by the tournament officials. If it ist possible to reconstruct the round fairly, theriea
teams with the affected time or times will repdsiit turn against the same team.



Team Supercatch

Catching event; Best: most catches; Team Style Event

Circles

Contested on 1 set of 3 tally (fast catch) cirels a 20-meter radius range line and a 2-
meter bull’'s eye plus the designated duration (MiPimited) field.

The designated field for MTA shall be within thelfl as defined by the tournament directors

The duration thrower will be able to travel anywden the designated field.

If possible, 2 or more sets of tally circles are mdependently to save time. For each set ofesrcl
duration thrower from each team throws from anywhar the field, but only 1 team throws at a time.

While one team competes, the next one preparésdwt The next team must be ready to throw 45
seconds after the previous team throws (30 secgmetted flight + 15 seconds to throw). As soorhas t
flight of the duration boomerang has ended andescare recorded, 15 seconds begins (unless the flig
was less than 30 seconds - then the 45-secondpples).

Required for score
Duration thrower

1 thrower throws a duration boomerang. Any typbadmerang may be used.

Throw may take place anywhere on the competitielal fi

Legal catch of duration boomerang anywhere on ehnepetition field.

If the judges are unable to determine whether #tehcof a duration boomerang is in bounds, but the
time of the catch can be seen and signaled, tleerotind is scored as if the throw is caught in ldgun
If the officials cannot tell when the duration baenaing is caught, a re-throw is granted.

If the duration boomerang is not caught, the srero.

Tally throwers

Scoring

Round

3 throwers throw tally boomerangs from 3 separatkskeyes.

Any type of boomerang may be used. 20-meter minirmamge is required on every throw to make a
legal catch.

Tally throwers begin throwing when release of theation boomerang sudibly signaled (such as
one hoot). They must wait for the audible signatatch resulting from a throw made before the
audible signal will not be counted.

The tally throwers stop throwing at the audiblensig(success: such as one hoot or failure: twod)oot
The signal will occur when the duration boomeranfirst touched during the catch.

Only 1 tally boomerang may be used at any gives tifnthrower wants to change boomerangs, the 1
being replaced or a substantial part of it mustelerned to the bull's-eye by the competitor before
any more catches can be counted.

If the duration boomerang is caught, the offic@re for the round is the total number of boomesang
caught by the 3 tally throwers plus 1 for the dioraboomerang.

If the duration boomerang is not caught, the affiscore for the turn is 0.

A turn's score is recorded as the score for thegpethrowing the duration boomerang.

Team score is the total of the scores recordeddoh duration thrower’s turn.

4 turns; each team member throws a duration boargerace.

In each turn, a different team member throws ataurdboomerang.

The same 4 team members participate in all 4 turns.

Teams throw in rotation.

If there are 2 sets of tally circles: after eadmecompletes 2 turns on 1 set of tally circlesneavill
switch sets of tally circles and complete theit Bgurns.
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Warm-up

All throws: outside the 10-meter circle

General warm-up: 15 minutes

Individual warm-up: none.

No practice throws after the warm-up is over foy ahthe throwers.

Re-throws

Any contact between teammates or their boomerangsticonsidered interference.

The duration boomerang is timed by at least 2 stdgives. Time is recorded for use in a re-throw in
case one is needed on one of the tally circles.

All the same throwers must participate.

Officials

May be competitors.

One field director who directs which set of circieshrowing.

1 duration director who lines up next 6 duratiorotiers next to him.
Group travels together to spot where next duratioower wants to throw.
For each 1 of the sets of tally circles:

3 circle masters (1 per tally circle) who watch floot faults, tell when the thrower has made the
catch, and count catches out loud. He must coudt émough that the range stewards can hear him so
they can verify his count after each throw.

3 scorekeepers (1 per tally circle) or 1 scorekeppeset of 3 tally circles
6 (at least) range stewards (At least 2 for edbhdicle)

1 duration boomerang catching judge

2 duration boomerang timers

1 starter

If the duration boomerang goes off the competifield and therefore out of sight of the catch judge
and can obviously not return, or if it climbs ofisaht, the score for the round is 0.

After the boomerang leaves the competition figié, thrower may not claim interference by anything
or anyone.

The round ends when the boomerang first touchethiagyor when the duration thrower touches the
boomerang for the first time. If the thrower thegadlly catches the boomerang, the turn counts.
Exception: the boomerang comes to a stop, suctuelsis a tree, and is then caught, score is thelf
boomerang continues to fall after striking an obgacthe field and is caught, the catch counts.

Tally boomerangs thrown before the duration boomgia caught, are counted if a legal catch is then
made.

Any thrower who makes a throw out-of-turn after tticial warm-up period has ended will receive a
score of 0 for his next turn. If he is a tallydtver, only his score is O; if the thrower is th&tne
duration thrower, his team’s score for the nexhubis 0



Team Trick Catch/Doubling 100

Points awarded; Best: most points; Individual Style Event

Circles
= Contested on circles with 20-meter radius rangeslend a 2-meter bull's-eye

Required for score

= 20-meter flight range.
= Legal throw frominside the 2-meter circle. No stepping on line.
= Legal catch(es) of types required in turn

Scoring
= Each thrower on the team is scored individually.
= Team score is the total of the scores of the tednfisowing members.
= Throwers attempt 10 trick catches with boomerahgsan singly.
= They then attempt 10 additional trick catches Wibbmerangs thrown simultaneously as "doublers.”
= |f a thrower scores a perfect score of 100 pohmsyill continue to throw the same 15 throws in

rotation. He will continue to throw until he fails make a designated catch. He may throw alone if
his throwing partner has failed to make a desighe#tch. In the doubling portion of the round,&f h
drops the first boomerang he attempts to catcipoiats for a catch of the second boomerang of the
doubling throw are given. His total score may adoaly be more than 100 points.

= The catches must be done in the following orded,ae worth the indicated number of points:

Single Boomerang Sequence

Catch

Left-hand clean

Right-hand clean

Behind-the-back

Under-the-leg

Eagle Catch

Hackey Catch

Tunnel (Both feet on the ground, under the leg)
One hand behind the back

One hand under the leg

Foot/leg Catch

Sub-total for Single throws 5

U
Q.
35
=
»
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Doubling Sequence

Catch Points Total
Behind the back & Under the leg 3+3 6
Hackey Catch & Left-hand clean 6+2 8
Tunnel & Right-hand clean 6+2 8
One hand behind the back & One hand under the leg 7T+7 14
Foot/leg Catch & Eagle Catch 10+4 14
Sub-total for Double throws 50

| Total for all Single and Double throws \ 100 \
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Round

= The eventincludes 1 round of 15 throws for eactihef4 throwers (2 throwers in each pair).

= 2 throwers from the same team will throw in rotatieith each other. After the turn of thrower A has
been made, thrower B is given a signal to starturis After he has finished his turn, a signajiieen
to thrower A to start with his next turn. Both thrers will be given enough time to not interferehwit
each other.

In Doubling:

= The 2 required catches for each throw can be nradithier order. For example: First foot catch and
then eagle catch, or first eagle catch and thendatzh.

= |If one boomerang is short, both are considered.shor

= The thrower must retain control of the first booarey until after the second catch is completed.

= If the first catch is not successful (neither cauglr retrieved), but the second boomerang is daugh
the second catch does count.

= If the second catch is successful, but the firsinerang is caught then dropped before or during the
second catch, the first catch does not count.

= If the second catch is not made, the first catdoimted if it was caught, but dropped after thetca

= The thrower may try to perform a catch a secone iiml doubling throw. Example: If he missed the
eagle catch on the insider, he can try the eadtd @an the outsider.

Warm-up
= General warm-up: 10 minutes outside the 10-meteleci
= Individual warm-up: 2 minutes for each group befibre start of their round from the bull’s eye. The
timed warm-up starts as soon as the circle mageals that the circle is clear. The throwers may
start their round before their allowed warm-upvsrof they desire.
= No practice throws after the warm-up is over.

Re-throws

= Any contact between teammates or their boomerangsticonsidered interference.
= Re-throws are made at the end of the round fquaatk in that group.

Officials per circle

= May be competitors

= 1 circle master who watches foot faults and tebemthe thrower has made the catch

= 1 scorekeeper

= 3 range stewards also verify whether catches ade manot made. They must be distributed
approximately evenly around the full circle.

Notes:

Due to weather or other conditions, tournamentizi$ may decide to drop the doubling sequences Thi
would result in Team Trick Catch 50 with a maximtotal of 50 points.

But if a thrower scores a perfect score of 50 @oiné will continue to throw the same 10 throwsoitation.
He will continue to throw until he fails to makelasignated catch. He may throw alone if his throwiartner
has failed to make a designated catch. His totaksmay accordingly be more than 50 points.



Individual Events

Accuracy 100

Points awarded; Best: most points

Circles

= Contested on circles with 20-meter radius rangeslifwhich also have 2-meter, 4-meter, 6-meter, 8-
meter and 10-meter circles)

Required for score

= 20-meter flight range.
= Legal throw from inside of the 2-meter bull's-eye.
= Boomerang must come to rest without touching dimigitanyone or anything but the ground.

Scoring
= Points scored according to where the boomerang tanest.
= For scoring points, see Scoring Accuracy PointeénGeneral Section.

= Official score for each thrower is the total of théhrows.

= The eventincludes 1 round of 5 turns for eachvilero

= During each turn, the thrower throws 2 times. Afterthrows once, his score is recorded. Then he
throws for the second time to complete the turn.

= The second throw of the turn is after the circlestaasays the thrower can throw. Then the thrower
has 15 seconds to make the second throw.

= Atthe signal of the circle master, it becomesribet thrower’s turn.

= The thrower has 15 seconds to make the first throw.

= Contestants throw in groups of 5, 4, or 3. Eacbwiler throws in rotation with the other throwers in
the group, until all have completed their 5 tuffisen the next group begins its round.

Warm-up
= General warm-up for 10 minutes will be provideddsefstarting the event.
= Individual warm-up for 3 minutes will be provideal ¢ach group before the start of the round.
= Warm-up throws shall be made outside the 10-mételec

Re-throws
= Re-throws are made at the end of the round fothitwever’s group.

Officials per circle

May be competitors

1 circle master who watches for foot faults ants$ tifle thrower when his turn begins
2 center judges, who watch for foot faults and amge the score for each throw.

1 scorekeeper

3 range stewards
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Australian Round

Points awarded; Best: most points

Circles

= Contested on circles with 20-, 30-, 40-, and 50emeddius range lines

= 10-meter circle with 2-meter bull’'s-eye, 4-metem6ter, 8-meter, and 10-meter circles
Required for score

= 20-meter flight range to achieve catching points.

= 30-meter flight range to achieve accuracy and distance points.

= Legal throw frominside of the 2-meter bull’'s-eye. No stepping on line.

= Legal catch or boomerang stops in the accuraciecifged ocation of Catch in this event.

Scoring
= Score for each throw is the total of accuracy,luat; and distance points.
= Official score for each thrower is the total foe th throws.
Scoring Accuracy
Accuracy points scored according to where the boangewas caught or came to rest after a legal tiofoay
least 30-meter flight range.
= For scoring points, segcoring Accuracy Pointsin the General Rules Section.
= If the thrower catches in the accuracy circles|dlcation of the catch determines the score. See
Location of Catchin this event.
Scoring Catching
Catching points are awarded based on Location thGales in this section.
= Inside the 20-meter circle: 4 points
On the 20-meter line: 3 points
Outside the 20-meter circle but inside the 50-meitete: 2 points

On the 50-meter line: 1 point
Outside the 50-meter circle: 0 points

Scoring Distance
Distance points are awarded only if accuracy achiag points are earned on the throw:

= 50 meters range or more: 6 points

= 40 meters range but less than 50 meters: 4 points
= 30 meters range but less than 40 meters: 2 points
= 20 meters range but less than 30 meters: 0 points

Scoring Points when Boomerang Touches Ground
If a boomerang touches the ground during flight:

= If the boomerang touches the ground after it isvilmr but before it is caught or it comes to resthen
ground, only accuracy and distance points can beeda

= No catching points will be given in any case eVemdgatch is made.

= However, the thrower may stop or catch the boongevathin the accuracy circles to obtain accuracy
points.

= Note, as used in this paragraph the term “catclesdwt mean “legal catch.”



Location of Catch

= For accuracy and catching points, if a competitmtacts his boomerang in one scoring area but
doesn’t obtain control until he is in a differenbsng area, he gets the lower score based on:

= Location when he first touched the boomerang, wéretie boomerang is caught or not.

= Location whenever he touched the boomerang.

= Location when he completed the catch.

= Location where the boomerang came to rest.

= If a contestant falls down after the catch is catgal, location of his feet (or last contact of baoly
ground) before his fall determines his location.

= If he is touching the ground when the catch is madeuracy points are based on the location of all
points of contact with the ground.

= |f a contestant is not touching the ground whenrctteh is made, accuracy points are based on the
first single point of contact with the ground aftiee catch.

= The eventincludes 1 round of 5 turns for eachvilero

= Contestants throw in groups of 5, 4, or 3. Eacbwiler throws in rotation with the other throwers in
the group, until all have completed their 5 turns.

= Then the next group begins its round.

Warm-up
= All throws: outside the 10-meter circle
= General warm-up: 10 minutes
= Individual warm-up: 3 minutes for the group beftire start of their round.
= No practice throws after the warm-up is over.

Re-throws
= Re-throws are made at the end of the round fothiteever’s group.

Officials per circle

= May be competitors.

= 1 circle master who announces when the turn bégiresach thrower. It can be the center judge.

= 1 center judge who watches for foot faults and annes the range, catch, and accuracy for each
thrower.

= 1 scorekeeper.

= 1 range coordinator.

= 3 range stewards on every distance circle — 2 aliben the 20-meter circle.
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Endurance

Catching event; Best: most catches

Circles

Contested on circles with 20-meter radius rangesliand 2-meter bull’'s-eyes

Required for score

Scoring

Round

20-meter flight range.

Legal throw from inside of the 2-meter circle. Nepping on line.

Legal catches for all legal throws made beforeeitne of the thrower’'s 5-minute round.

1 catch is scored for each legal catch.

Only 1 boomerang may be used at a time. If thromaarts to change boomerangs, the 1 being
replaced or a substantial part of it must be retdro the bull’'s-eye by the competitor before any
more catches can be counted.

The total number of legal catches is the throwsctre.

The event includes one 5-minute round for eachataro

Warm-up

General warm-up: 10 minutes

Individual warm-up: 1 minute before the start @ tiound.

Warm-up throws may be made inside the bull's-eyeei

The timed warm-up starts as soon as the circleeanaginals that the circle is clear. The throwey ma
start his round before the allowed warm-up is divke desires.

No practice throws after the warm-up is over.

Re-throws

No re-throws unless it is impossible to obtainiagaore of the original round, or unless interfere
results in a delay during the round of the throingolved as indicated below.

The problem in the original round must be sericuzugh to stop the round.

Simple interference, such as hitting a range stéwsamot sufficient grounds for a re-throw.

If interference occurs, the turn and the round rbestontinued as well as possible. A protest may be
filed after the 5 minutes have elapsed.

Officials per circle

May be competitors.

1 circle master who watches for foot faults, teltsen the thrower has made the catch, and counts
catches out loud. He must count loud enough tleatahge stewards can hear him so they can verify
his count after each throw.

1 scorekeeper.

3 range stewards to check each throw for range.

2 timers: 1 timer to keep the overall time (fivenoies) and 1 backup timer.

If an injury occurs, the circle master stops thanebwhen he recognizes that the injury is seridbs.
timers stop the stopwatch with the “STOP” (not “LARinction.

The circle master announces that the round wapestbpecause of injury.

When throwing resumes, the timers restart the saitgwwhen the thrower goes to recover his
boomerang from where it was when play stopped asdmes his round.



Fast Catch

Timed event; Best: shortest time

Circles

Contested on circles with 20-meter radius rangesland 2-meter bull's-eyes

Required for score

20-meter flight range.

Legal throw from inside of the 2-meter circle. Nepping on line.

Legal catch.

The time span for 5 legal catches (and a compégter to and touch of the bull's-eye if necessay)
timed.

Only 1 boomerang may be used at any given time.

If the thrower wants to change boomerangs, thebeirgg replaced or a substantial part of it must be
returned to the bull’'s-eye by the thrower beforg more throws can be made.

Time limit is 1 minute. If 5 legal catches are n@de by the time limit has elapsed, the number of
legal catches is the score. If the boomerangtisérair at 1 minute and then caught, the catchtsoun
If the catch is the®catch, the time is given as the score — the tifvikeocatch is determined by when
the thrower makes thé"&atch inside the bull's-eye or touches the budls-if the 8 catch was made
outside the bull's-eye.

Scoring

Time from release offlthrow to the moment when the timers stop — after éhrower makes the"s
catch. If the thrower is:

0 Inside the bull's-eye when he makes hictch, timers stop at the catch.
o0 Outside the bull's-eye when he makes Higatch, timers stop when he touches the bull's
eye.
The shorter of both turn’s times is the throwecers.

Round

The event includes 2 turns for each thrower.
1 thrower throws at a time. Every thrower has BtuEach turn must be in a different circle.
Thrower is responsible for ensuring that the tingeesready before he starts his round.

Warm-up

General warm-up: 10 minutes

Individual warm-up: 1 minute before the start af tound.

Warm-up throws may be made inside the bull's-eye.

The timed warm-up starts as soon as the circleanaignals that the circle is clear. The throwey ma
stop his warm-up before the allowed warm-up is @viee desires.

No practice throws after the warm-up is over.

Re-throws

Re-throws are after the turns in the thrower’s gratithe circle where the protest occurred, before
moving to the next circle if the first turn.

Officials per circle

May be competitors.

1 circle master, who watches for foot faults, telleen the thrower has made the catch, counts Gatche
out loud, and tells when the thrower has returoeiti¢ center. He must count loud enough that the
range stewards can hear him so they can verifgdust after each throw.

3 Timers. Use lap timers on stopwatch.

1 scorekeeper.

3 range stewards also verify whether catches ade manot made. They must be distributed
approximately evenly around the full circle.
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Maximum Time Aloft 100 — Best 1 of 5

Timed event; Best: longest time

Circles

= Contested within circles of 50-meter radius
= Approximately 10 throwers in a group and up to &ugs per circle

Required for score

= No minimum range requirement.
= Legal throw from anywhere within the 50-meter @tcl
= Legal catch within the 50-meter circle.

Scoring
= Score is the thrower’s longest time that ends witbgal catch.

Round

= The eventincludes 1 round of 5 turns for eachvilero

= Flight is timed from the moment of release untd fioomerang is first touched. Time is recorded only
if a legal catch is made. Each turn is completedlbthrowers in the group in rotation before thexin
turn is started.

Warm-up
= General warm-up: 15 minutes
= Individual warm-up: None.
= No out-of-turn throws after the warm-up is over.

Re-throws
= Re-throws are made when everyone in the throweosmhas completed his last throw.

Officials per group

May be competitors

1 circle master who watches for foot faults

1 scorekeeper

3 timers for each throw plus 1 alternate to chéeklocation of the thrower at time of catch, making
sure that he is within the 50 meter circle

= 3 judges downwind at the 50-meter line per circl@elp the catching judges

Notes:

If contestant is not completely inside the 50-metrzie, he must be touching the 50-meter circléherarea
within it whenever he touches the boomerang dufiegcatch until he completes the catch. If he ts no
touching the ground when he makes the catch, isisgoint of contact with the ground after the batwst be
on or within the 50-meter circle.

Maximum Time Aloft 100 — Best 3 of 5

Same as MTA Best 1 of 5 except:

Scoring
= Official score for each thrower is the total tinoe the 3 longest times that end with a legal catch.



Trick Catch/Doubling 100

Points awarded; Best: most points
Circles
= Contested on circles with 20-meter radius rangeslend 2-meter bull's-eye

Required for score

= 20-meter flight range.
= Legal throw from inside of the 2-meter circle. Negping on line.
= Legal catch(es) of types required in turn

Scoring

= Throwers attempt 10 trick catches with boomerahgsan singly.

= They then attempt 10 additional trick catches Witomerangs thrown simultaneously as “doublers.”

= |If a thrower scores a perfect score of 100 pohmsyill continue to throw the same 15 throws in
rotation. He will continue to throw until he falis make a designated catch. He may throw alone if
his throwing partner has failed to make a desighe#tch. In the doubling portion of the round,&f h
drops the first boomerang he attempts to catcipoiats for a catch of the second boomerang of the
doubling throw are given. His total score may adowly be more than 100 points.

= The catches must be done in the following orded,ae worth the indicated number of points:

Single Boomerang Sequence

Catch

Left-hand clean

Right-hand clean

Behind-the-back

Under-the-leg

Eagle Catch

Hackey Catch

Tunnel (Both feet on the ground, under the leg)
One hand behind the back

One hand under the leg

Foot/leg Catch

Sub-total for Single throws 5

T
=3
5
—
»

PININO IO |RWWININ

o

Doubling Sequence

Catch Points Total
Behind the back & Under the leg 3+3 6
Hackey Catch & Left-hand clean 6+2 8
Tunnel & Right-hand clean 6+2 8
One hand behind the back & One hand under the leg 7+7 14
Foot/leg Catch & Eagle Catch 10+4 14
Sub-total for Double throws 50

| Total for all Single and Double throws \ 100 |
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Round

= The eventincludes 1 round of 15 throws for eactwiler.

= 2 throwers throw in rotation with each other. Aftiee turn of thrower A has been made, thrower B is
given a signal to start his turn. After he hasstid his turn, a signal is given to thrower A totst
with his next turn

= Both throwers will be given enough time to avoitenfering with each other.

In Doubling:

= The 2 required catches for each throw can be nradiher order.

= |If one boomerang is short, both are considered.shor

= The thrower must retain control of the first booarey until after the second catch is completed.

= |f the first catch is not caught and retrieved, it second boomerang is caught, the second catch
does count.

= If the second catch is successful, but the firstinberang is caught, and then dropped before orglurin
the second catch, the first catch does not count.

= If the second catch is not made, the first catdoimted if it was caught, but dropped after thetca

= The thrower may try to perform a catch a secone iiml doubling throw. Example: If he missed the
eagle catch on the insider, he can try the eagéh @a the outsider.

Warm-up
= General warm-up: 10 minutes outside the 10-meteleci
= Individual warm-up: 2 minutes for each group befitre start of their round. Can be from the bull’s-
eye. Timed warm-up starts as soon as the circléemsignals that the circle is clear. The throwers

may start their round before their allowed warmisipver if they desire.
= No practice throws after the warm-up is over.

Re-throws
= Re-throws are made at the end of the round fothitzaver's group.

Officials per circle

= May be competitors

= 1 circle master who watches for foot faults ant$ tehen the thrower has made the catch

= 1 scorekeeper

= 3 range stewards also verify whether catches ade manot made. They must be distributed
approximately evenly around the full circle.

Notes:

Due to weather or other conditions, tournamenti@i may decide to drop the doubling sequences Thi
would result in Trick Catch 50 with a maximum tot&l50 points.

But if a thrower scores a perfect score of 50 @oiné will continue to throw the same 10 throwsoitation.
He will continue to throw until he fails to makelasignated catch. He may throw alone if his throwiartner
has failed to make a designated catch. His totaksmay accordingly be more than 50 points.



Long Distance

Distance event
Best: greatest distance

Circles
= Contested on circles of 20-meter radius (which hbee bull's-eyes)

Required for score

= 50 meter flight range.

= Legal throw from inside of the 2-meter bull's-eymlebehind (down-wind) the 40-meter baseline
(made out of a rope). The baseline is a movabdégsir line that has its middle on the center point.
The bull’'s-eye is cut in half by the baseline. Bmel of the baseline is marked with a post on each
side. The baseline is usually perpendicular toatimel direction. The thrower may have the line
adjusted to the wind direction before each thromlyGf a severe wind shift disables a correct
throwing direction, also the center of the line naydisplaced. Decision by discussion or vote (more
than half of the throwers of the throwing groupheThew center position is determined by discussion
by the throwing group with the final decision oéttournament director.

= For the throw to be valid, at least one foot oftti®wer has to be on the ground inside the cdratir
circle at the moment of release of the boomerahg.tfirower may not cross the baseline at any time
as long as the boomerang is in the air

= Boomerang must cross the baseline upon returnralttectly or indirectly (from behind) without
being touched or hitting anything or anyone.

= No catch needed.

Scoring

= Score is the longest distance travelled outwardnaniis throws that return to or over the baseline.
= The distance is measured in full meters only -emtimeters — and from the center point to the point
in its flight farthest from the center point.

Round

= The event includes not more than 20 throws a ddynzey be divided in an arbitrary number of
rounds by the organizer, for example 2 x 5 or 2tlréws.

= At the signal of the circle master it becomes teet thrower's turn. He has 15 seconds to make his
throw.

= Contestants throw in groups of five. Each throveows in rotation with the other throwers in the
group, until all throwers have completed their fiuens. Then the next group begins its round.

= |f time allows, more than the initially scheduledinds can be made.

Warm-up
= No practice throws once the warm-up is over.
=  Warm-up will be organized by the officials.

Re-throws
= Re-throws are made immediately after the protestédccurred.

Officials per circle

= May be competitors.

= One circle master who watches for foot faults amdsares the distance of the range coordinator to
the center point.

= Two baseline judges to check whether the boomecergses the baseline upon return.

= One scorekeeper

= One range coordinator

= About twelve (but at least six) range stewardotimfv the flight of the boomerang with their eyes
and extended arms. They direct the range coorditatbe point of greatest distance.
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Notes:

1. Long Distance Safety Rules
Make sure spectators are at a sufficiently safianiie!

Long Distance is the most dangerous boomerang evexit Although the boomerangs that are used
nowadays are considerably lighter than they usdx tohey are still very dangerous, maybe even sare
Serious injury may result if you are careless, beeaf:

= thin material and sharp airfoils

= high speed and rotation rate

= |ow return trajectory

= the boomerang sometimes cannot be seen very vatit oour boomerangs in bright colors!)

Even in a group of experienced boomerangers tthenald be:

= no simultaneous throwing of Long Distance boomesahpt even with short range boomerangs.

= only one Long Distance boomerang in the air atn&tiThe other throwers follow the boomerang with
their eyes and warn if necessary.

= no more throwing when a boomerang is lost and threware trying to find it. Everybody should help
with searching before throwing continues — evehéfthrowers give up searching.

2. How to tell where the point of return is:

There are a number of range stewards on the fali@termine the point of return (furthest pointhe
boomerang's flight path). We suggest the rangeastisrnarrangement as shown. You have to be awarié tha
the boomerang is more or less flying over yous difficult for you to judge where the projectedipan the
ground actually is. Only by spotting from a distaréf to the side are you able to determine the apé¢he
flight path accurately. Therefore, we suggest pig row of range stewards to the left and righhef
expected throwing corridor with a 20-meter distabe®veen the range stewards within one row. Youatsm
align the two rows in a staggered manner to getibcoverage. The range stewards should be spoead
that all throws, including the shortest and furtf@®es, can be precisely spotted. Send the furthege
steward sufficiently far out, as there may alwagslhcky" throws. One of the range coordinator’'sieklis to
ensure that the range stewards are distribute@attyr

Don't use more range stewards than necessarnfitbthd task, because with too many range stewardthe
field they tend to walk about and have chats! 8nge stewards plus one range coordinator is thenuim.
Twelve should be enough in all cases.

Here's what you have to do as a range steward:

Follow the boomerang on its way out with your exeth arm and stop when you think it reached itdhast
point. Then project that point down onto the grobgdowering your arm vertically. Fix the point tme
ground with your eyes and direct the range cootdima that point. At least one other range stewavill do
the same, so the range coordinator will have tdtiposhimself such that the closest 2 - 4 rangevatds are
happy with the result. The final decision aboutftirthest point is made by the range coordind@dten, there
is a little conversation about the furthest pdint, that's the interesting part of spotting: tatkilithere is an
agreement! The range stewards that could not segpibx of the flight path perfectly should not ifeee! The
maximum distance of the boomerang is now defineti@slistance from the range coordinator to théecent
the throwing circle. If you have a Laser Rangefin@eg. a Bushnell) you can measure the distance
immediately, otherwise you have to place a mankéhé ground and measure the distance at the ethé of
round with a steel tape.

We estimate the accuracy of the measurement wilsfiotting method is 2m in the best case, 5m erage,
and worse if the range stewards are not placedweliyor if they are not paying attention. It igweally
helpful to distribute thin wooden sticks (about Bmg) to the range stewards, with the help of wlii¢h
much easier to follow the flying boomerang to iigiest point and thedrop them to the ground.
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Glossary of Terms

Term Definition

Body trap Th(_a boomerang may be trappe_d against the throtwawier’'s body) for any catch for
which a clean catch is not required. [see Catdjal]e

Boomerang Number of arms is unrestricted. To becartevang, a stick must tend to return as a result

Bull's-eye circle

Captain, team

Catch, behind-
the-back

Catch, broken
boomerang

Catch, clean

Catch, eagle

Catch, foot/leg

Catch, hackey

of gyroscopic precession caused by asymmetricTlife lift is created as a result of a
throw that gives the object rotation and lineariomt

Holes: No limit on number and size, but cannotiged to aid in catching.
Slots: No limit on number and size, but cannotiged to aid in catching.
Flaps: No limit on number and size, but cannotiged to aid in catching.
Adhesive: Nothing allowed which could aid catchin

Materials: Any non-metal material. Metal may b#wedded or taped on, but may not
have exposed sharp edges.

Other: No launching, propulsion, or catching aitsy be incorporated into the
boomerang.
If a thrower wants to change boomerangs duringhadievent, including Super Catch, the
one being replaced or a substantial part of it rhaseturned to the bull's-eye by the
competitor before any more valid throws can be made
Area inside the 2 meter radius circle from whictotis are made (4-meter radius for
Team Relay). The marked line is outside of the'&@le. If a thrower touches the line
during the throw - before the boomerang is releasexpoints are scored for the throw or
catch. This area is designated 10 points in Acquaad Australian Round.
Person designated by team to represent team wherwreaction is required. Each team
may send an alternate representative to meetinggaaeh team has only one vote on any
issue that requires a vote of team captains. Aoperan be captain of only one team.
Legal catch during which a) the boomerang pasdaeisithéhe competitor's back or the
catching hand is behind the competitor's back aitittvaws the boomerang. (Catches on
the side are allowed if the catching hand crosebid the thrower's back and withdraws
the boomerang from behind the thrower's back.)
A legal catch of any part of a broken boomerangpissidered a legal catch if all other
requirements are met.

Before the boomerang is caught, “popping”, “bobdpliand touching is allowed only with
the hand/hands/foot/feet required to do the cdtbk.catching hand reaches from the
fingertips until before the elbow begins. The eldewot part of the catching hand. The
catching feet reach from the tips of the toes urdfbre the knees begin. The knees are not
part of the catching feet. Only during a catch unbe leg or behind the back, all parts of
the body except the non-catching hand, the feehaad (safety reasons) may be touched
by the boomerang before the catch. A boomerangfibrer may touch the throwers
shoulder before a legal catch under the leg.

One-hand clean catch during which the catching lsgpdoaches the boomerang from the
top of the boomerang. The boomerang must be caypgint first contact, no bobbling.
Legal catch during which the boomerang is caugtit thie feet or lower leg. The
boomerang may not touch any part of the throwersek, or anywhere above his knees.
The boomerang and both of the competitor's feet nemsain clear of the ground at all
times during the catch.

Legal catch after the boomerang has been retumiedtie air after striking the foot or
lower leg. Boomerang may not touch any part otttiiewer's knees or anywhere above
his knees during the hackey portion of the catdthelE or both feet or lower legs may be
used. The thrower attempts to kick or 'hackeybib@merang off the foot or lower leg,

and then catch it prior to ground contact. Aftex Bbomerang has been kicked, it may be
caught with any legal catch.




Term

Definition

Catch, legal

Catch, one hand

clean

Act of stopping and obtaining full control of aiftig boomerang after a legal throw
provided the boomerang has not touched the grouridgithe flight or catch and
provided its range is sufficient. Full control mbst obtained before the boomerang is
allowed to touch the ground. The boomerang maydmpéed against the thrower on any
catch for which a clean catch is not specified.odmerang may be "popped” or
"bobbled" but must not be allowed to touch the gobtAnything that protrudes beyond
the planes of the top or bottom surfaces of therfsvang may not be used to assist in
catching. Holes, whether open or closed, may al$da used to assist in catching. In any
case, the boomerang must be trapped with at Idag@'s of the same hand, both hands
or both feet. Simply sticking a finger, hand ortftwough e.g. a hole is not a catch. No
devices, mechanized or otherwise, may be usedltim @atching a boomerang.

Legal catch with the additional requirement thatrdyithe catch the boomerang may not
touch the competitor except on the hand or foreafrthe specified side (left or right).
The boomerang may not touch the thrower's elbow.

Catch, one-hand One-hand clean catch that satisfies the requirenwéritehind-the-back catch. Exception:
behind-the-back the boomerang may touch the back or buttocks dt bbthe legs during the catch, but

trapping the boomerang (either flat or on edgejresgany part of the body to obtain
control, is not allowed. If the boomerang is wittnn after control is obtained it may
touch the body - even forcibly — as long as corirohaintained. If control is lost, it must
be regained by the catching hand without trapping.

Catch, one-hand One-hand clean catch that satisfies all the rempgress of under-the-leg catch. Exception:

under-the-leg

Catch, two-feet-

on-ground
under-the-leg
(Tunnel)

Catch, Two-
hand clean

Catch, under-
the-leg

Catch,
Unofficial

Catching Aid

Center point

Circle Master

Competition
field
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the boomerang may touch the leg, body, or buttddkimg the catch, but trapping the
boomerang (either flat or on edge) against thetdgpdy to obtain control is not allowed.
When the boomerang is withdrawn, after contrologmed, it may touch the body - even
forcibly - as long as control is maintained. If tohis lost, it must be regained by the
catching hand without trapping.

Legal catch in which the boomerang passes und=y while both feet remain in contact
with the ground. Lower legs or knees may touchgtimaind. If at the moment of catch, the
thrower's catching hand/arm is under a leg, bubtmmerang has not yet passed under
the leg, the boomerang must be withdrawn undelethé complete the catch. Control by
the catching hand must be maintained until thendaithdrawal is completed.

Legal catch using both hands. The boomerang magonoh any part of the body except
the hands/forearms. It may not touch the throvedibews.

Legal catch in which the boomerang passes undsg.df] at the moment of catch, the
thrower's catching hand/arm is under a leg, bubtmnerang has not yet passed under
the leg, the boomerang must be withdrawn undelethé complete the catch. Control by
the catching hand must be maintained until thehdaithdrawal is completed.

Catch which does not meet all the requirementslegal catch. Not counted as a catch.

Any characteristic of a boomerang, hand, or otlvgeai that provides a catching
advantage and is therefore prohibited. Some exanapée

a) Chemical or mechanical (Velcro) adhesives agptiehe boomerang, the thrower, or
his clothing

b) Any extension to the thrower’s hand, arm, l¢g, e

¢) Any item used to intercept a boomerang.

Point at center of bull’'s-eye from which the radifisll accuracy and range circles are
measured.

Person responsible for fair conduct of events el e&cle included in the tournament.
This includes interpreting the rules, organizinigentofficials and stewards, and recording
scores.

Area where tournament is to be held. Limits to jpectfied before the start of the contest.

a) Area specifically reserved for the boomerangmetition and specifically authorized
for use prior to the start of the event. Parkind spectator areas, adjacent in-use sports
fields, streets, and any other areas designateff bimits, before the start of the
competition, are not part of the competition fieddljacent land is not considered to be
part of the competition field.

b) Competition circles' area on which an eventisl hMade up of a series of concentric
circles ranging from 2m to 10 m radius (every 2amdccuracy) and 20 m to 50 m radius
(every 10 m for range of flight).
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Term

Definition

Countdown

Disqualified
from
competition

Duration
Boomerang

Flight range

Foot fault

Gate

Ground

He/His
Immediately

Individual
Warm-up

Interference

Judge

Meter circles

Non-catch

Verbal announcement by circle master ficialf person to a thrower that indicates the 15
seconds the thrower has to make his throw. Coumdsheuld be made like this:
"15"-"10"-"5"-"4" - "3" - "2" - "1" - "Out!"

If the thrower fails to throw in time, the turnssored 0.

The circle master may begin the 15-second countdelnan the circle is clear and the
next competitor enters the 8-points circle. No cetitpr should delay entering the 8-point
circle or the circle master can begin the 15 sesdmafiore the competitor enters the 8-
point circle.

Disqualified throwers may not throw, coach, orashis teams’ designated judge for an
event. He is to remain off the competition field floe duration of the disqualification.

The MTA in Team Supercatch. Any boomerang may leel @s duration (MTA)
boomerang.

see Range of Flight

Occurs when during his throw, the thrower’s foatdlees the line that defines the bulls-
eye for the event. The thrower’s foot touches ihe of the 2-meter circle before or while
releasing his boomerang. The throwing movementdatp clearly without a foot
touching the line of the 2-meter circle before tt@wer leaves the 2-meter circle to
perform a catch. In Long Distance the thrower maycetime touch or cross the line of
the 2-meter circle and the 40-meter baseline.

Start/finish area on the 20 meter or 30 materih a relay event.

The start, finish, and all tags must take placéiwia team's gate.

As used in the legal catch definition, point whitre Earth or its coverings is firm enough
to noticeably affect the linear or rotational matiaf a boomerang in flight or during a
catch.

Reference to the male gender, includes timali gender.
As soon as possible, even if it is neapsto interrupt an official conversation

After the general warm-up and before the turn chezmpetitor there may be Individual
Warm-up. According to the different events, “Indival“ means thrower (e.g. in Fast
Catch), pair of throwers (e.g. Trick Catch/Doubjingroup of throwers (e.g. in Individual
Accuracy 100) or group of pairs of throwers (emgTeam Australian Round). Individual
Warm-up time is defined in the event rules.

The timed warm-up starts as soon as the circleanaginals the circle is clear. The
thrower may start his round before his allowed wapris over if he desires — provided
he has announce that his war-up is over and hbdesgiven “circle is clear” or “timers
are ready” as appropriate.

Situation in which the flight of a boerang is altered by contact with another person's
boomerang in flight, a person, animal, or pre-desigd obstruction. Interference occurs if
a boomerang is caught or deflected by someone titaerits thrower. Interference can be
called if a thrower is prevented from getting te hbomerang for a catch by a person or
animal.

Interference may not be called if the boomerangithié ground before the alleged
interference. Re-throw policy is defined in eachbras rules.
Any contact between teammates or their boomerangsticonsidered interference.

Person responsible for fair conduct of thatsviacluded in the tournament.
This includes interpreting the rules, organizinigentofficials and stewards, and recording
of scores. The judge may be the circle mastethéael judge, or an event judge
designated by the tournament director or head juligedge may have more than one
task at a time as long as he can perform these paskerly.

Lines marked the specified distanoenfthe center point on the field.

Failure to make a legal catch. Includes unofficatches and catches made after a throw
or flight which did not meet the requirements af #vent. Not counted as a catch.



Definition

Term

Official Tournament director, head judge, circle masteth@referee or person designated to
officiate in an event. Officials may be competitorsnon-competitors. An official may
have more than one task at a time as long as hperéorm these tasks properly.

Officiating Duties an individual has to perform when designatethe tournament director, head

Assignments

Point of contact

Range of flight

Range Steward

Re-throw

Red card

Round

Short-Handed
Throwing

Stopwatch

Tally
Boomerang

Tandem
Throwing

Tag

Throw, legal

Throw on
command
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judge, circle master or the referee or other petsafficiate in an event. Officials may be
competitors or non-competitors.

Area of the body which touches the ground. For etanthe entire bottom of a foot or
the tip of a toe could be one point - whateveoighing the ground. Two feet on the
ground is one point.

Outermost meter circle over which the boomerares fin outward flight (towards the
wind) - between when it is thrown from the bull'geeand when it returns toward the
thrower.

Judge who is in charge of checking the distanaefbfht of a boomerang. One of the
range stewards may be or act as a range coordinbtois the only one who may yell
“short”, if a boomerang fails to cross the minimdistance. He should be specified
before the round - typically the last in the rowtted spotters. The yell “short” should be
uttered before the catch.

Throw taken to obtain a new score instead of tbeeslost due to interference and/or
protest on a throw during a previous turn. May &lsmrdered by judge if original throw
could not be properly scored. Re-throws are comalianhd scored to ensure that the
thrower cannot improve upon the best score poskiblihe throw or round at the time of
the interference. On when a re-throw will be cortddcsee rules for each event and
General Rules > Timing.

Second penalty or intentional interference assesstzhAm or individual. Results in
disqualification. See Penalties in General Rules.

A sequence in an event in which each thrower lfatiwers) has an opportunity to have a
specified number of turns. Turns may be in rotatiath throwers from other teams,
consecutively, or simultaneously per event rules.

A team throws short-handed when it uses less ththroving members. This may be
because of a penalty, when any thrower who isdllgghrowing after the end of warm-
up, is disqualified from his next event, even's @n another day. This is a personal
penalty, but teams with 5 throwers will still hawgedeliver a team’s judging member and
might therefore be forced to throw short-handed.

= Every thrower must have a working stopwatch thraes to 1/100 of a second and
has a lap timer. Stopwatches must be the handyedd not the wristwatch type.
Stopwatches are required to register for the teamnament and for the
individual tournament.

= Use lap timers on stopwatch at all times.
Devices having a stopwatch only as an additionaitfon and not as primary
function, such as mobile phones, are not allowed.
The Fast Catch in Team Supercatch. Any boomeranygomased as tally (Fast Catch)
boomerang.

2 throwers throw simultaneously within a specifiede period. The second thrower in a
pair must throw within a specified time period loé ffirst thrower. If the circle master
rules that more than the specified time periodeiagsed between throws, both throws are
scored 0.

Touch of one thrower, whose turn is ending, taé@snmate, whose turn is starting, in a
relay event. The thrower whose turn is startingtrhase both feet on the ground within
the gate area and outside the designated line é2rrar 30 meter) until he is tagged. At
the moment he is tagged, his turn begins and hestaayrunning (standing start). Contact
must be made between the hands of the throwehiingshis turn and the thrower starting
his turn. This contact must take place outsidedhge line at the gate (behind the team’s
starting line).

Throw of a boomerang from inside the bull's-eyetirer designated area that satisfies
any range requirements of the event.

Boomerangs must be thrown upon verbal commanderitgudge. Release may take
place at any time from the moment the command denoatil two seconds after. If delay
is longer, thrower loses his turn. For an eventtiich the throw does not have to be on
command, see Countdown.
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Definition

Term

Tournament Person who organizes and is generally responsible fournament.

Director

Tournament Person who acts as official in an event: suchrateanaster, scorekeeper, starter, timer,
Officials range stewards etc.

Trap See Body Trap

Tunnel catch

Turn

See Caitch, two-feet-on-ground undetetpéTunnel)

Thrower's opportunity to perform in an everfie lsequence of turns for each competitor
is set in all events before the start of the toomesat.

A turn begins when the previous thrower's turnlieen scored or any time thereafter
when the event judge indicates that officials agdy. The thrower must make his throw
within 15 seconds of the start of his turn unlebs®vise advertised or announced before
the start of the tournament. Extensions may lesvalll by judges if done fairly and
consistently.

Unscored Round Round in which an official score could not be releat because of interference, or because

Warm-up

Yellow card

the judge could not properly score the round. Mesult in a re-throw. If no re-throw is
made (for example, due to an injury), the judgdsrddne the score so that no thrower
receives an advantage or disadvantage.

There is general warm-up in designated areas ocaimpetition field before the start of
each event. Warm-up time is defined in the evelesru

First level penalty assessed to team or individBaé Penalties in General Rules.



Organizing the Tournament

Topics in this section are part of a Tournament gaook (not yet written) that contains
information for tournament directors, organizersdateams. This information is needed for
running the tournament but is not needed in the hdok for the field events.

Establishing the Order of Throwing

The order of throwing must be determined beforewlrs arrive at the tournament.

Charts will be made for each team test day anddch individual test day.

Copies of these lists will be given to throwersdoefthe first event and to team captains before the
captains' meeting.

These sheets are to be posted.

Any possible problems should be brought to thertaoment officials’ attention before the tournament
starts. Tournament directors can set a deadlinetpresting changes.

Announcements

Before the start of the first event all throwerd W& told the following as soon as possible:

Names of tournament officials, judges, refereed,safety officers, and alternates.

Order in which competitors throw. Order must beteatby. It must be set and announced for all events
before the first event begins.

General rules and ground rules that pertain tewahts.
These announcements can be made at the captaieghgie

Organization of Events

For the start of each tournament day, check the tahle.

Before the competition begins, the order of thenevef each day is posted at the tournament website
and on the field.

Throwing orders, circle assignments, and offic@ssignments are available before each event and
are announced or posted on the field.

Have a stopwatch with you at all times! (see Stdphes)

Team Events Only

There will be 3 team match days plus a rain dayedded, during the days of the championships.

Any 4 throwers of each team throw in each everlgaminjuries or other circumstances have reduced
the number of team members below 4. Then the teillrthvow shorthanded, unless an extra is
approved (see Use of Extras).

A team's judging member must be at his designatekts on time at the start of each event or hé wil
receive a yellow cardsame applies if he leaves his circle before the etés over.

The team's throwing members must be at their datégrcircles on time at the start of each event or
receive a yellow card.

Individual Events Only

There will be 2 individual match days during thgslaf the championships.

Throwers may be required to judge, time, and/ot sgrage, before and/or after their turn, at the
circles where they are competing.
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Use of Extras for Team Events

Teams may have 4, 5 or 6 throwing members.
Veteran’s teams and the team with the tournameettir can have more throwers.

Teams with less than 6 throwers may add extrastivétpermission of the tournament officials.
Extras should not bring team size to more thatlbeX{ras must be approved by the tournament
officials before each event.

Extras may compete for only 1 team during the teammament.

In case of emergency or injury which brings a téam size of 3 competitors or less, the tournament
officials can approve the use of extras at thattpdli a team member can rejoin the team later, the
team member replaces the extra that replaced hgimaity.

Placing Points for the World Championships

Official tournament size is the number of

0 Team cup: Teams registered at the start of thieeusnt. There is no minimum number of
teams.

0 Individual cup: Throwers registered at the staitheffirst event. There is no minimum
number of throwers.

Scoring at the tournament is done according tautes of the events.
Scores are ranked and placing points are awardeaicim event.

Placing points in Each Event
1st place = 1 placing point, 2nd place = 2 plagioints, 3rd place = 3 placing points, last plage =
placing points (number of tearosindividuals entered)
Example
o Team: If there are 20 teams, the 1st place teaan &vent receives 1 placing point. 2nd place
receives 2 placing points, 3rd receives 3 placinigtp, last receives 20 placing points.
0 Individual: If there are 100 individuals, the 1&ge individual in an event receives 1 point,
2nd place receives 2 points, last receives 10Qoin
Ascending placement system: Maximum placing pdimemn event equal the total number of teams or
throwers in event.
No additional points are given for winning an event
Tied teamor individuals split the placing points of the platksy would have taken if they had not
tied.
o Example: If 3 teams tie for 2nd place, they wouldd® up the placing points for 2nd, 3rd,
and 4th places. The next team would receive plaoigts for 5th place.
Non-scores, failure to compete, or any team/thradiggualified in an event or overall will receive n
placing points (the worst placing points possiliethis event or overall.

Number of competing teams/throwers (n) will remi@i@ same as if none were disqualified. Placing

points for disqualified teams/throwers are nottedas if there were a tie. Disqualified

teams/throwers are awarded points equal to thel@ffournament size (last place placing points).

o0 Example (50 competitors and 2 disqualified): 1acpl= 1 placing point, last place but not

disqualified = n - 2 placing points (50 — 2 = 48ghg points), 2 disqualified throwers n
points (50 placing points) per thrower.

Disqualified teams/individuals receive maximum pigcpoints for the event. They cannot win the

tournament. If no other teams/individuals are didifjed, they will place last in the tournament, no

matter how good their other scores were.

The team/individual that accumulates the leastipippoints in a test match is the winner of the

match. Lowest placing points over 1 match is beighest placing points over 1 match is last.

The World Team Champion is the team which accuresldte least placing points from all days.

Lowest placing points overall is best, highest piggoints overall is last.

The World Individual Champion is the individual waocumulates the least placing points from all

days. Lowest placing points overall is best, higipecing points overall is last.



Cancellation of Events

Before the beginning of the tournament, the Tourarirector will publish the order in which
events would be cancelled each day due to tim@nsas

Advertised tournaments/events are held on schedkgardless of weather or other occurrences unless
officials decide to take a break at the scheduladiisg time to cancel or postpone it.

In case of heavy rain, heavy wind, or other hazasdmnditions, tournament officials will decide
whether to continue with the event, or take a basakwait for the condition to lighten up.

In the case of light rain, the contest will go on.

If lightning is visible from the field and appedcsbe coming closer, tournament officials will take
break and wait for the storm to pass over.

If the officials decide to take a break (in caseawf, lightning, etc.), they must to do so between
rounds of the event if possible. The rest of thenéwnust be contested on the same day or the event
will be considered cancelled and scoring for thenéwill be one of the following:

If the event has rounds (such as Australian Routfdemach team up more than once), then the scores
for the number of rounds that all teams have cotaglill be the event scores. Example: If every
team had two throwers complete Australian Roundsbuate teams had three throwers complete the
event, the scores for the first two throwers aeetéam scores for the event. Any rounds not begun a
the time of the interruption may be completed wtiencontest resumes and the scores will be
included in the official team score.

If the event is contested once by each team (ssifleam Endurance) and every team has not
completed their round, then no score will be reedrfbr the event.

When and if the tournament can restart later irdédneand too much time has been lost to continee th
paused event, the next event on the schedule ordicg to the time schedule will be contested.

Rescheduling Events in Team Championships

The goal of the tournament organizers is to coreditevents during the team tournament on thedatee

days.

If weather or other problems reduce the ttahts to less than the scheduled nurrdehampion will

still be declared. The following guidelines determihe rescheduling of events if events are raoud

If first or second day is completely rained ougrttihe day will be contested on the rain day, uiieg
same order of events as previously published€fitist day is rained out, the scheduled eventsier
second day shall be conducted for the second dayhanscheduled events for the first day shall be
conducted for the rain day. If the second dayiisedout, the scheduled events for the second day
shall be conducted for the rain day.

If both days are rained out, scheduled eventditt day are conducted on the rain day.

Rescheduling Events in Individual Championships

The goal of the tournament organizers is to coreditevents during the individual championshipghan
scheduled days. If weather or other problems retheéotal events to less than the scheduled nyraber
champion will still be declared. The following geithes determine the rescheduling of events ifyaisla
rained out.

The Individual Championships are approved eveindbntinues to rain to the second day.

If the first day of the Individual Championshipscencelled for any reason, the scheduled events for
the second day shall be conducted for the second da

However, the tournament director may dedd&re the beginning of the tournamenthat the
second day might be run with a revised schedulestoa variety of skills. This revised schedule can
contain events from either day. The tournamentttirewill set the revised schedule before the
beginning of the tournament. A suggestion: AusaraRound, Trick Catch/Doubling 100 (or just
Doubling 50), Fast Catch, MTA 100.

If the second day is cancelled due to the bad weatthen the placing shall be determined by ths fir
day scores or at the end of the rain day, if one.
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Rules on Recording World Records

This section does not belong in the Rule Book ¥@nks. It probably belongs on the IFBA web
site and in the Tournament Handbook.

Records

Records will only be established within each coritpes turn during the Individual World Championgsiand
the individual-style events during the Team Worlth@pionships.

IFBA Recognition

The IFBA will recognize a world record only, if:

= The event is contained in the most current IFBAIbobk or a traditional event with commonly
accepted rules (example: Most Consecutive Catches).

= The record was achieved in an event that was dexte&® more than once in a day—ohe record
was achieved in first attempt of an event that ecagested more than once in a day.

= In any case, IFBAnay (not must) vote to accept or not accept a worbd e
At the moment these events are listed:

Accuracy 100 (5 sets of 2 throws)

Accuracy 50 (5 sets of 1 throw)

Fast Catch (2 rounds)

MTA 100 (3, 4, or 5 throws)

MTA unlimited (3, 4, or 5 throws) (may be the oditbmunds score from a MTA 100 event)

MTA3* (the sum of the best three scores of five throws)

Australian Round (max. 100 points from 5 sets tifrbw)

Trick Catch/Doubling 100 (Christchurch System)

Endurance (most catches from a 5 minute period)

Long Distance (best score from one or two rounds séts of 1 throw)/(best score from a maximum

of 20 throws a day)

= Juggling (most catches in a row until one of the omerangs is not caught) (the first two throws
must have the 20m minimum).

= Most Consecutive Catches (most catches in a roivthatboomerang is not caught, 20m pre-

qualification needed, but not checked on everyihro

Conditions for Reporting Records

These records must be achieved during a tournameeognized by an IFBA country member. Most liked,
IFBA country members will only recognize or notegaize a tournament within their territory. In atlcases
- Long Distance tournament in the Sahara - the IEB#&ctive Committee will decide.

Every country may ask to add an event to the IFB&ord list (an entry in the IFBA rulebook is needagh)
proposing it in the general meeting.

The IFBA Directive Committee has arranged all neleciganges to the rule book and/or record list tinéil
next general meeting at the latest.

If a competitor achieves a perfect score in:

= Accuracy 100 (5 sets of 2 throws), he continughtow in sets of 2 throws until at least one ohbot
throws is not a perfect 10 (ex: 9 and 10). Thel satare would be 109.

= Accuracy 50 (5 sets of 1 throw), he continues towhin sets of 1 throw until one throw is not a
perfect 10 (ex: 9). The total score would be 59.

= Australian Round (max. 100 points from 5 sets tirbw), he continues to throw in sets of 1 throw
until one throw is not a perfect 20 (ex: 19). Towk score would be 119.

Trick Catch/Doubling 100 (Christchurch System)chatinues to throw in sets of 1 throw (in doublidg:
throw with two boomerangs) until one throw (in dbng: 1 throw with two boomerangs) is not a caudite
total score is 100 plus all the points of the catcinade (in doubling: If the first boomerang isgidland the
second is dropped, the points for the catch arengibut the thrower has to stop. If the first borang is
dropped and the second is caught, no points focdkeh are given and the thrower has to stop).



