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01 About YOU.FO RingCross

YOU.FO RingCross is the official competitive team sport governed by the YOU.FO RingCross World
Federation (YRWF). Mixed-gender, self-regulated and non-contact — built around continuous play,
spatial awareness, teamwork, timing and tactical positioning.

It is played with purpose-built YOU.FO sticks and an aerodynamic YOU.FO ring. Teams score by successfully catching a
teammate's pass inside the opponent's scoring zone.

Players gain advantage through positioning, timing and spatial control — never through physical contact. Incidental
contact may occur during dynamic play, but initiating, exploiting or maintaining contact in order to gain advantage is
not part of the game.

The sport welcomes all participants regardless of race, nationality, religion, political belief, sex, gender identity or
sexual orientation.

The three core values

FUN FAIR PLAY FRIENDSHIP
The game should be enjoyable Players act with honesty and Opponents are partners in the
for everyone on the field. respect for the rules. game, not adversaries.

WHY THIS MANUAL EXISTS

Players — and especially captains — are responsible for upholding the rules, fair play and the collective enjoyment
of the game. The observer is present to support that self-regulation, not to replace it. This manual explains when
and how the observer should act so the spirit of the game is protected and play stays continuous and dynamic.
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02 The role of the observer

An observer is an objective, neutral person on the side of the field. Not a referee. Not a moderator.
The observer's job is to protect the spirit of the game and to keep play continuous — fast, dynamic
and flowing.

Day-to-day responsibility for the game still sits with the players, and especially with the captains. The observer only
steps in when the players cannot, or do not, resolve a situation themselves.

Three core responsibilities

Every action an observer takes can be traced back to one of these three responsibilities.

Responsibility What it means in practice

Safet If play becomes unsafe — or unsafe behaviour is repeated —
afe
v the observer steps in, stops the game and corrects the player.

If players misunderstand or fail to follow the rulebook in a way
2 Fair play that affects the game, the observer steps in to explain and
correct.

After a foul has been called, players have 10 seconds to resolve
it. If they cannot, the observer takes over and makes the
decision.

B Breaking a deadlock
(players cannot agree)

TRUST THE PLAYERS FIRST

The observer intervenes only when the players and captains cannot resolve a situation themselves. A good observer

is mostly invisible.
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03 The foul-call process

Fouls in RingCross are called by the players themselves. The observer only becomes involved if the
players cannot agree on the outcome within ten seconds.

E A player calls "FOUL"

Any active player on the field (the three players in play, not substitutes) raises a hand and clearly calls
out "FOUL".

E The 10-second countdown begins

From that moment, the teams have 10 seconds to resolve the situation. The observer starts the
countdown.

E Players and captains try to resolve it

The accusing player and the accused player try to resolve it between themselves. Either captain may
step in and rule on the foul on behalf of their team.

E If unresolved at 10 seconds — the observer signals

The observer steps in and uses one of the non-verbal signals (see Section 06) to decide the outcome.

When the foul is agreed

If the accused player accepts the call — or that team's captain accepts it on their behalf — play resumes from the
position of the foul, with the ring going to the team that called it.

SPECIAL CASE - AGREED FOUL DURING A SCORING ACTION

If a foul is agreed but it occurred during what would have been a successful score, the score still counts. Example:
the ring is caught inside the end zone, but a defender accidentally hits the catcher's stick while trying to intercept.
The foul is acknowledged, and the point is awarded.

When the foul is disputed
If, after 10 seconds, the players and captains cannot agree, the observer must decide between two outcomes:

* In-game foul, no potential score involved — the observer signals "flip the ring". The ring is flipped like a coin toss
to decide which team continues with possession. Outcome left to chance, not judgement; play continues at
speed.

e  Observer clearly witnessed the foul — if the observer saw exactly what happened, they may decide whether the
foul stands.
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04 Scoring situations with uncertainty

Some situations involve a possible score where the players genuinely cannot tell whether it counts. Typical examples:
a defender thinks a catcher made body contact with the end zone; an attacker who was running, jumping or diving is
not certain whether the ring was cleanly caught in the end zone.

In these cases either team may consult the observer immediately. The 10-second rule does not apply. The observer
makes the call straight away:

e Clear score — the observer signals "accept”: the point is awarded.

*  Not 100% certain — the observer does not award the point and signals "keep playing". The team holding the ring
keeps possession; no score is recorded.

PRINCIPLE

If the observer is not sure, the observer does not score. Certainty is required to award a point; doubt simply means

play continues.
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05 Observer actions and authority

Beyond resolving foul calls, the observer has a small set of tools to protect the game. These should
be used sparingly — a good observer is mostly invisible.

Sportsmanship

If a player's behaviour falls outside the sportsmanship code, the observer may stop the game and correct the player —
language, gestures, intimidation, or any conduct that breaches the spirit of Fun, Fair Play and Friendship.

Timekeeping and Time-Outs

In case of an injury or any situation that requires the game to pause, the observer can call a Time-Out. Time is
stopped, and the observer decides when play resumes.

To protect the schedule of the wider event or tournament, the observer may — if absolutely necessary — require a
substitution so the game can be completed on time. A last resort.

Continuous play

RingCross is a continuous game. The observer's task is to keep the balance between fair play and dynamic play. If a
player or team is acting irresponsibly in a way that slows or breaks the game, the observer steps in.

REMEMBER

If the observer's hand signals stay in their pocket for the whole match, the game has gone well — not poorly. Trust

the captains and the players first.
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The observer communicates decisions through clear, visible hand signals — not words. Signals keep

play continuous and ensure everyone on and around the field understands the call at the same time.

SIGNAL 1

Flip the ring . : .
Make a flipping
motion with both

hands.

The ring is flipped

like a coin toss to

decide which team

continues with possession. Used for in-game fouls

without a potential score — play continues at speed.

TIME OUT

Time-Out

Form a "T" with both
hands.

Stop the clock. Used
for injuries, dispute
resolution or any
necessary interruption.

Score

Both hands are placed in
the air!

Similar like a
touchdown, after a
successful score is made
the observer shows the
signal of a score by putting his/her both hands in the
air.

Keep playing
Roll both hands

forward ("wheels on
the bus" motion).

No call is made. The
team currently
holding the ring
keeps possession
and play continues.

SIGNAL 4]
Restart

Count down 3-2-1
with the fingers,
then point at the
ring.

Resume play after
a Time-Out.
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07 Repeated rule-breaking

If a player repeatedly breaks the rules or commits repeated fouls, the observer follows an escalating set of steps.

E Final warning

The observer interrupts the game and explains — to the player, the team, the opponents and the
audience — that this behaviour is not in line with the YOU.FO RingCross sportsmanship code and the
three F's.

E Removal from the game

If the behaviour continues, the player is taken off the field. They cannot be substituted back in during
that game. If the team has no substitutes, they finish with two players.

Removal from the tournament

If the same player shows this behaviour across several games — with warnings or removals from
more than one observer — they may be removed from the entire event.

E Removal of an entire team

If a whole team collectively displays serious lack of sportsmanship, the observer — together with the
organising committee — may decide to remove that team from the competition.

STEP BACK WHEN POSSIBLE

Escalation is the most disruptive tool the observer has. Always start with the smallest intervention that resolves the

situation, and never skip a step unless safety is at risk.
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A second neutral person whose role is to support the observer. The assistant observer does not

make calls and does not enforce rules; they handle the practical and administrative side of the game

so the observer can focus on what is happening on the field.

BEFORE THE GAME DURING THE GAME
e Check both teams have e Record the scorer and the
enough sticks, same colour assister after every score.
per team. e Stop the clock on Time-Out,
¢ Place the ring in the centre restart it on Restart.
of the field, ready for the e Be available for the
start. observer's quick, discreet

consultations.

DIVISION OF AUTHORITY

AFTER THE GAME
e Record the final result and
scoring details.

¢ Share with the tournament
or event organising team.

Only the observer makes calls. The assistant observer supports, records and keeps time, but never decides on fouls,

scores or sportsmanship.
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THE 3 OBSERVER RESPONSIBILITIES

1. Safety — stop unsafe or repeatedly unsafe play.

2. Fair play — explain and correct rule
misunderstandings that affect the game.

3. Breaking deadlocks — take over a foul call after
10 seconds if players cannot agree.

ESCALATION FOR REPEATED RULE-
BREAKING

. Final warning.
. Removal from the current game.

1
2
3. Removal from the tournament.
4

. Removal of an entire team (with the organising
committee).

FOUL-CALL TIMELINE

Player raises a hand and calls "FOUL".
10-second countdown begins.

Players and captains try to resolve it.

= PP

If unresolved at 10s, the observer signals the
outcome.

THE 4 SIGNALS

¢ Flip the ring — coin-toss possession; resume
play.

¢ Keep playing — no call; possession stays where
itis.

¢ Time-Out — stop the clock.

e Restart — 3-2-1, point at the ring; resume play.

Fun e Fair Play ¢ Friendship
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