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DISC GOLF AQQOCIATION 

A GUIDE TO OFFICIATING A DISC GOLFTM TOURNAMENT 

The potential problems of a tournament can be best handled before they 
occur. Clearly defined rules disseminated prior to the tournament are 
essential. Don't let the players direct the tournament. Be prepared to 
firmly stand on the rules. 

SPECIAL TOURNAMENT RULES IN ADDITION TO REGULAR PLAY RULES. 

COURTESIES: 

1. No talking when a player is throwing. 

2. No movement, walking, etc. if closer than 10 meters 
to the throwing player. 

3. Player furthest from the hole "away" always throws first. 

4. Tee off order on first tee is determined by the order in 
which the score cards were filled out. 

5. Tee off order on all other tees is determined by the score 
on the previous hole with the lowest score throwing first, 
etc. If the last hole was a tie, count score back 1-2-3 
holes or whatever is necessary. 

6. Do not throw until you are certain your disc landing will 
not distract another player. 
" 7. Each player is allowed a maximum of 30 seconds to make a 
throw once the playing area is cleared or the previous 
player has thrown. The first time the player is warned by 
fellow players or the judge. The second time costs the 
player a one throw penalty if all 3 opponents agree or 
if it was called by a P.D.G.A. judge. 

8. Each player is required to carry a distinct marker disc 
individually marked to identify the player (a mini is 
acceptable and recommended). 

9. After tee off the thrown disc is always left on the lie 
(where it landed). The marker disc is placed on the 
ground directly in front of and touching the thrown disc. 
The thrown disc is then picked up. The marker disc may not 
be touched till the throw is completed. 

10. All subsequent throws are made with the closest foot to 
the line of flight planted behind and as close to touching 
the marker disc as is possible. 
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11. Accurate foot placement on lies and tees will be required 
and violators will be warned the first time by any member 
of the foursome or a P.D.G.A~ judge with all members being 
made aware of the warning. Any subsequent infraction witnessed 
by 2 other members of the foursome or a P.O.G.A. judge will 
incur an automatic one throw penalty. 

12. If a runup is used on the fairway the plant foot must be as 
close to touching the marker disc as possible. The follow 
thru can carry past the marker disc. 

13. Follow thru is not allowed within 10 meters of the hole. 

14. While putting, any throw from 10 meters or less, both feet 
must remain in exactly the same position after the throw. 
A falling putt or a follow thru is illegal. The penalty 
is one warning per round. The warning can be made by any 
player in the foursome or an official. When it is made 
all players in the foursome should be made aware of it. 
After the warning a one throw penalty will be assessed by 
all 3 members of the foursome or by a P.D.G.A. judge. All 
violations where the disc stayed in the Disc Pole Hole~will 
be thrown over including warnings by the judge or 3 members 
of the foursome. · 

15. A lie in a tree over 2 meters from the ground is an automatic 
1 throw penalty and is to be played at a spot as directly 
under the lie as possible and no closer to the hole. Place 
thrown disc on ground, place marker disc and recover thrown 
disc. . 

16. Out of bounds. One throw for the out of bounds -one throw 
penalty - disc is brought in to bounds no closer to the hole 
than the point where ·it left the course. The player is now 
throwing 3 plus throws to that point where the infraction 
occurred. 

17. Running and standing water- 1 throw in - 1 throw penalty 
and the disc is moved in a line directly away from the hole 
to the first dry land. Place marker disc at location indicated 
by P.D.G.A. judge or location ~greeable to other members of 
foursome. 

A. Casual water will not be considered standing water if 
it is generally less than~~~ deep (to be determined by 
3 other players in foursome or by P.D.G.A. judge). 

B. If disc is in a lake it will be played from the shore 
like an out of bounds throw. 

18. If anyone throws a practice throw at anytime after the start 
of each round and prior to his last putt he will be automatically 
charged a one throw penalty (throw must be observed by 2 members 
of the foursome or a P.D.G.A. judge). 
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19. P.D.G.A. play requires each player to be responsible for 
the accuracy of his own addition of his score card. If 
he missed on the high side his score stands. If the 
mistake was on the low side he is automatically dis
qualified from the tournament. 

20. All score cards must be signed by all players and score-
keeper prior to turning in to officials. / 

21. If there are any special conditions that may exist on the 
course be sure the rules are clearly defined and disseminated 
to the players. 

FIRST ROUND: 

The order of play should be decided by draw on the first (elimination) 
round. Names should be placed in a box and drawn out. Names are then 
entered on score card. The maximum number of players should be 5 to each 
tee. The first players drawn are put on a score card and they should 
start on the first tee, the second on the second, etc. This will allow 
a maximum of 90 players (5 players x 18 tees) per elimination round. One 
round may take up to 3 hours. Use the "shotgun" start by giving the 
players time to reach their assigned tee and blow a horn, gun, etc. to 
start. Note if there are women, juniors or seniors playing, arrange it 
that they play in the same group. Because of the time required in the 
elimination rounds, be sure to start early. Nine hole courses should 
cut player numbers by 50% or multiply time required by 2. If more 
than 90 players are in the tournament, have the second set of players 
ready at their assigned tee to start as soon as the first set of 
qualifiers have completed their round. Don't have more than 5 on one 
tee. (The Wham-0 $50,000 Invitational makes no special allowance for 
sex or age.) 

SECOND ROUND: 

After the preliminary rounds, the "cut" should be down to 72 players for 
the second round (6-womens division, 5-juniors division, 5-seniors 
division, and 56-open division). The second round should never exceed 
72 players, and is played the same as the first round, again using a 
"shotgun" start. The only exceptions are: 

1. Play is in "foursomes" (4 to each group}. 

2. Foursomes consist of players whose scores are closest 
to each other. (Lowest scores play with lowest scores, 

e etc.) 

3. The women, juniors and seniors can play in mixed foursomes. 

FINAL ROUND: 

In the last round, the "cut" is to 24 open class, 4 women, 4 juniors and 
4 seniors, which will provide 9 foursomes. The original 72 may continue 
in the final round if time allows. 36 will take about 2 hours and 72 
about 3 hours for an inverted ~onsecutive start. Scores are cumulative. 
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All players start at the first tee in the following order: 

1. Seniors division 

2. Juniors division 

3. Womens division 

4. Open division - the 24 players in this division are 
matched in 6 foursomes by score. The foursome con
sisting of the players with the lowest scores so 
far (leaders) will tee-off last. 

If all 72 play final round make up foursomes by score, best start last, 
inverted start. 

Any player can enter the open class, but they must compete within that 
class throughout the complete tournament. Wham-0 Invitational is all 
open class. 

In the event of a rain storm, which in the opinion of the officials could 
present a possible hazard to the players, play can be stopped. Play can be 
resumed within 2 hours with a continuation; however, if play is stopped for 
more than 2 hours, the round must be re-started. 

All scores will be accumulated from the first round and 3 rounds will be 
played. Sudden life will only be used to break a first place _tie. If 
several players tie for any other position, they will split the total prize 
money for that number of players. For example: 3 tied for 2nd place add 
prize money from 2nd, 3rd and 4th - divide by 3 and share equally. The 
next player wins 5th place money, etc. In Wham-0 Invitational qualification 
rounds - sudden life will be used to pick first 3 places. 

AMATEUR TOURNAMENTS: 

Parks department tournaments or tournaments that are predominantly amateur 
may be conducted in a much looser fashion. Too many rules may spoil the 
fun of people who are playing just for the fun of it. However, some 
rules are necessary. Be as strict as you need to accomplish your goal. 

SPECIAL EVENTS: 

Tournaments between organizations, companies, schools, churches, etc., should 
be promoted. These are good traffic builders and may, if properly staged, 
get you some more P.R. for the course even if it is only in school or other 

· institutional papers. We also recommend you make your course available 
to civic groups for fund raisers, etc. 


