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Opposite page: Alicia Maris does a between-the-leg deflection in her choreographed Freestyle performance.

ore than one hundred men,
women, and dogs from the
world over will congregate in

the Rose Bowl on August 27 to throw,
catch, run, jump, dance, and play in the
Fifth Annual World Frisbee Champion-
ships. Sponsored by Wham-O and run by
the International Frisbee Association, the
event will determine just who is who
among Frisbee pros. The contestants are
selected by the IFA on the basis of points
earned in festivals and tournaments held
earlier in the summer.

These photographs from last year’s
championships confirm that Frisbee is
rapidly growing into a major sport. While
there are Frisbee devotees on all levels of
proficiency, those who make it to the
Rose Bowl finals have virtually mastered
the disc and all its idiosyncracies. They
are tested individually in various events
which require a combination of strength,
precision, coordination, and all-around
Frisbee know-how. One of these is the
“ballet” of Frisbee—the Freestyle. In this
event, partners demonstrate intricate
maneuvers with a constantly moving
Frisbee—throwing it, juggling it, passing
it, spinning it—all performed in an ex-
hausting whirl of motion, choreographed
and set to music.

A number of team competitions are
also held, and a new one, Double Disc
Court, will be introduced this year. Simi-
lar to a doubles match in tennis, it is a
fast-paced game played with two Fris-
bees. The playing area consists of two 12
by 12 meter (approximately 40 by 40
foot) courts separated not by a net but by
an open area 15 meters wide. The Fris-
bees are launched simultaneously by op-
posing team members. A point is scored
when a Frisbee lands uncaught in the op-
ponents’ court.

Held conjointly with the human World
Championships is the K-9 (that’s canine)
World Frisbee Catch-and-Fetch Contest.
Nine dogs, finalists from earlier competi-
tions, are judged on the versatility and
grace of their Frisbee catching, often in
leaps high above the ground.

Where all of this will lead (the Olym-
pics? Professional Frisbee Leagues?) is a
good question. If Frisbee’s past is any in-
dication, its popularity will continue to
spread. No overnight wonder, Frisbee is
said to have been born quite casually
about a half century ago when Yale stu-
dents played catch with empty Frisbie-
Pie-Company tins. The discs weren't
mass-produced in plastic until the late fif-
ties when Wham-O tossed them onto the
market. It was then that they really took
off, and though many believed them to
be a fad item in the same league with
hula hoops,they have remained a peren-
nial favorite. Indeed, their appeal is aptly
expressed by a favorite saying among
Frisbee buffs: “When a ball dreams, it
dreams of being a Frisbee.” —.]. O

Jim Sheldon is a New York freelance photographer
who specializes in action photography.
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Left: The Frishee glides toward the hoop in the Accuracy event. Players are given four tries from seven
different positions at distances of 15 to 35 yards. Some throws require curved flight paths, making this
more difficult than it looks. The competition record is 21 accurate throws out of 28. Right: Penn State's
defense was unsuccessful in stopping Tom Kennedy and the Santa Barbara Condors from taking the
world title in Ultimate, a fast-moving soccer-like sport with seven to a side. The Frishee is passed from
player to player until it is caught in the end zone. Accuracy and speed are essential in evading and
guarding, as well as passing, and remarkable catches are often necessary.

Left: Joe Hodaklin of New York leaves the ground to make an under-the-leg Freestyle catch. Center:

These Freestyle partners illustrate the need for excellent timing, balance, lination, and al all,

cooperation. Right: In a pretzel-like stance, Jeff Soto of California performs a “nail delay,” one of the
Freestyle maneuvers. Caught correctly on the fingernail, the Frishee will continue to rotate for a short
time without displacing.

In Guts Frishee, teams of five line up 15 yards apart. The object is to throw the disc to a member of the
opposing team in as fast or weird a fashion as possible so that it will not be caught {one-handed).
When thrown full force, the Frishee may reach speeds as high as 100 mph, and often deflects from one
team member to another until caught.
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The Sherlock Holmes Crossword Puzzle
Book by Ruth Lake Tepper (Clarkson N. Pot-
ter, Inc., 1977, 160 pages, paperback, $2.95).
What do crossword puzzles and detective sto-
ries have in common? Both require working
through clues until a solution begins to reveal
itself. Still, they are unlikely bedfellows.

But in The Sherlock Holmes Crossword
Puzzle Book each of the twenty-one chapters
presents an abbreviated version of one of Co-
nan Doyle's famous tales (with the original
Sidney Paget illustrations), followed by a
crossword puzzle. The story helps you solve
the puzzle, the puzzle helps you solve the
mystery, and the solutions to both appear in
the back of the book, in case you get stuck.
(But we can't imagine a GAMES crossword
puzzler being stumped here—just moderately
challenged.)

In addition to the puzzles, the author gives
us several pages of Holmes trivia, in which,
among other interesting facts, we learn that
the most often quoted expression 'Elementa-
ry, my dear Watson" does not occur once
within the thousands of pages of the Holmes
saga. And for those intrepid lovers of devastat-
ingly difficult puzzles, the book even includes
a crossword that was used as an entrance
exam to the Baker Street Irregulars, a prestigi-
ous club for Sherlock Holmes fans.

—P.M.W.

The Well-Played Game by Bernie De Koven
(Anchor Press/Doubleday, 1978, 192 pages,
paperback, $3.95).
On the subject of how games can be played,
there is no one whom we'd rather have lecture
us, while tickling our fancy, than contributing
editor Bernie De Koven. His search for the
well-played game is at times a joyride to the
limits of the imagination, yet always seems to
be working from a philosophical base. The
Well-Played Game shows us how to be seri-
ously silly about our games, and how to imag-
ine new ways of playing them together while
limiting our silliness to what will help us to play
well together. Our games belong to us, and so
does the freedom to change them whenever it
benefits the community of players. We must
attempt to define the well-played game so that
we'll recognize it when it's here, and be able
to find another once it's gone.

The Well-Flayed Game is recommended to
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all gamesters who take their games not too
seriously, not too lightly, but just on that fine
line between release and control where play-
ing a game really makes us feel good. And if
after reading this book you can't imagine at
least a million ways to play marbles (or any
game for that matter), you ought to ask for
your money back.

—P.M.W.

The Frisbee Players Handbook by Mark
Danna and Dan Poynter (Parachuting Publica-
tions, P.O. Box 4232, Santa Barbara, Califor-
nia 93103, 1978, 187 pages plus Frisbee, pa-
perback, $8.95; Californians add 54 cents
sales tax).

Frisbee: A Practitioner's Manual and De-
finitive Treatise by Dr. Stancil Johnson
(Workman, 1975, 221 pages, paperback,
$4.95).

With the Frisbee Players Handbook you not
only get a carefully organized and illustrated
manual instructing you in basic throws, ad-
vanced throws, basic catches, simple trick
calches, advanced trick catches, and special
catching maneuvers; you not only learn about
throwing multiple discs, about Frisbee games,
the official format for Frisbee competition, rec-
ords for outdoor distance, indoor distance,
and maximum time aloft, records accom-
plished by men, women, seniors, juniors, chil-
dren, and dogs; you not only find out about the
lore and origin of the Frisbee, about Frisbee
clubs and proficiency standards—you not only
get all of this in a book that is shaped so that it
can nestle unnoticeably in your Frisbee, but
you also get a specially developed training
model Frisbee patterned after the World Class
119 G.

With Dr. Johnson's treatise you don't get a
Frisbee, nor a book that will fit into one. You
also don't get a step-by-step approach to
learning about the plain and the fancy of the
Frisbee world. But you do get a lot of playfully
put together information, more than you ever
thought you'd need to know, about the true
nature of Frisbees. You learn about the phys-
ics of Frisbee flight, the interface between
weather and the Frisbee, the medical aspects,
the care, repair, and transport of the Frisbee,
and all the other stuff that Frisbee dreams are
made of.

—B.D.K.

Additional Titles

Mind Tickling Brain Teasers by E.R. Emmet
(Emerson Books, 1978, 256 pages, hardcov-
er, $7.95). This fifth book from Emmet was
written (at the request of his readers) for nov-
ices in the field of logic puzzles. A good way
to get your feet wet.

Puzzles, Puzzles, Puzzles, Puzzles, Puzzles
by T. L. Edwards (Playmore, Inc., 1977, 562
pages, large format paperback, $7.95). Ana-
grams, crosswords, cryptograms, and word
and number puzzles for people who like their
puzzles easy.

The Great Round The World Maze Trip by
Rick and Glory Brightfield (Ballantine Books,
1977, 80 pages, paperback, $4.95). Tour the
streets from Boston to Calcutta in this collec-
tion of geographical mazes.

Leonard Barden’s Chess Puzzie Book (Fa-
ber and Faber, 1977, 149 pages, paperback,
$2.95). Three hundred illustrated chess prob-
lems, ranging in difficulty from novice to ex-
pert, taken from Barden's chess column in the
London Evening Standard.

Calculator Puzzles, Tricks and Games by
Norvin Pallas (Sterling Publishing, 1976, 96
pages, hardcover, $3.95). More than thirty
easy-to-learn calculator amusements.

Calculator Games and Bike, Skate and
Skateboard Games by Michael Donner
(Golden Books, 1977, 48 pages each, color
ilustrations, paperback, $1.95 each). From a
series of six “activity" books for kids, pro-
duced before Donner became editor of
GAMES.

Doubleday Crostics #1 edited by Charles
Preston (Doubleday, 1978, 64 pages, large
paperback, $2.95). An interesting collection of
crostics featuring quotes from such well-
knowns as Milton Berle, Mao Tse-tung, Bever-
ly Sills, and F. Lee Bailey.

How to Win at Gin Rummy by Oswald Jaco-
by (Holt, Rinehart & Winston, 1978, 186
pages, paperback, $3.95). A master of bridge
and backgammon, Jacoby now advises be-
ginners, average players, and experts on the
fine points of Gin.
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