Welcome to the Fourth Super Hein Open!

You are about to partake in an exciting, experimental format that is destined to take the sport of Freestyle Frisbee to new heights. Get your clamper out, put the skillet away, and prepare to get hein. This is going to be a wild ride!

What is Super Hein?

Super Hein is a title. Many players are good at routine-based competition. Still others excel at doing difficult, consecutive moves. Then, there are those who shine in a mob-op. However, only an elite few have all of these skills. These jammers aren’t just hein, they are Super Hein. This is the driving concept behind the development of the Super Hein format.

Competition is broken into three events: Open pairs, Turbo Shred, and Mob-Op. In each event, players earn points. After all three events are complete, the player with the highest score is crowned Super Hein. In the event of a tie, a fourth round called The Jam Down will commence to break the tie. At a Super Hein event, there can be only one player crowned ‘Super Hein’.

Player responsibilities

Players have three primary responsibilities. The first is to have fun. Why else would any of us do this, for the money? 

The second is to shred. Don’t play it safe, don’t bail-out to make a seal. Go for it. The tournament is all about getting as hot as possible. Drops do count - but barely. If you are planning on playing at 80% level, you’d better rethink your strategy.

The third is to judge. We have yet to come up with a format to express our sport that does not require declaring a winner without the use of player-judges. We all know that no one but ourselves understand the nuance of this sport. 

Point System

Calculating the points awarded for each event is simple. First place gets 100 points, second 99, third 98 and so on. Unlike the title Super Hein, ties are allowed in each event. In the case of a tie, points are shared. Thus two players tied for first place would share the first and second place points. (100 + 99)/2 = 99.5 points each. Team members in the open pairs division are also treated as a tie. Thus the first place pairs team gets 99.5 points each, the second place team gets 97.5 each and so on.

Judging Terminology

Throughout the judging sheets the words 'consecutivity', ‘expression,’ and 'element can be found. They are defined as follows:

Expression - An expression is a succession of moves that has a beginning and end. Whenever play begins so does an expression. Any time there is a natural break in play the expression has come to an end. Once play resumes a new expression has begun. An  expression can be throw to throw, a series of speed flow, a natural break before the catch, an unnatural break before the catch, or throw to catch. It’s up to the discretion of the judge as to when an expression has completed and a new one begun.

Element - An element can be described as a restricted pull set or catch with a small window or elevated risk. The smaller the window, or greater the risk the higher the diff. 

Consecutivity - is simply keeping the expression moving by going from one restricted move to another restricted move without the pauses.
Every player can compete in the Pairs, Turbo Shred, and Mob-Op divisions. Every player is required to judge if asked. Judges for these events are selected at the discretion of the tournament director. The Jam Down division is reserved for tie-breaking. For the jam down division the tournament’s top 9 ranked players who are not competing will be required to judge.

Open Pairs

General

The open pairs division is meant to allow the competitors an opportunity to choreograph a routine based on generally accepted competition standards. This is the only division where players will be judged as a team instead of individually. Competitors are encouraged to draw from their strengths and experience to put on the best routine possible.

Paying the entry fee earns you the right to compete in this division. Players are required to submit music (along with time warnings) no later than 30 minutes prior to the start of competition. Music will be provided for players who do not make a submission.

Rounds and Pools

There will be 2 rounds of Open Pairs: preliminary round and final round. For the preliminary round there will be 4 pools; A, B, C, and D. Pools will be decided at the discretion of the tournament director with the goal of making them evenly matched. Competition will commence on 1 field. Routine length will be 4 minutes. Judging and play-order for prelims will be as follows:

	Judge
	Compete
	
	Play Order

	3 teams from pool A
	Pool B
	
	Pool B Team 1

	3 teams from pool C
	Pool D
	
	Pool D Team 1

	
	
	
	Pool B Team 2

	
	
	
	Pool D Team 2

	
	
	
	Etc….

	15 min break
	15 min break
	
	15 min break

	3 teams from pool B
	Pool A
	
	Pool A Team 1

	3 teams from pool D
	Pool C
	
	Pool C Team 1

	
	
	
	Pool A Team 2

	
	
	
	Pool C Team 2

	
	
	
	Etc….


FINALS: 

Eight (8) teams, the top 2 from each pool, will advance to the finals. 

Routine length is 4 minutes. 

Play order will be decided at the discretion of the tournament director. 

Six (6) judges will be selected by the tournament director.

For teams that do not advance to the finals points will be treated as ties.

Strategy

Strategy for this round is pretty simple: put on the best routine possible. Doing hot indie after hot indie is good, but it may not lend itself to the best possible routine. Planned co-ops, hitting music cues, and keeping both players involved during the allotted time may help boost a team’s chance of winning. Also, execution is not specifically counted, so don’t be afraid to go for it. 

Judging

As with all events, the competitors will judge themselves. Each judging team will be responsible for turning in a set of judging sheets. There are two categories to judge, difficulty/consecutivity and presentation. Each judge will mark scores as competition commences. At the end each team will add up their scores. From this they will derive a ranking of the teams they judged. They will hand in the score sheets and the rankings. All rankings handed in are averaged to compute the final rankings.

Categories

Difficulty/Consecutivity:

This judging method uses a number-rating system. Each expression is given a score from 0 -10 with whole number values based on the difficulty of the expression. When a routine is completed, all of the scores are added together and then divided by the number of expressions. This number is then rounded to 1 decimal place for the final score. 

When judging difficulty one must take numerous factors into account such as co-ops, consecutive pulls and sets, catches to direct throws, etc.  A successfully executed high-difficulty catch alone doesn’t mean the entire score is high; all elements of the expression must be included in one difficulty score. Also, doing a move gracefully is harder than stumbling through it, which is harder than bailing out, which is harder than dropping. Be sure to judge what was done not what was attempted. 

If the catch is missed in an expression, the score should be reduced to reflect that drop. For instance a series that would be a six (6) should lose a point and become a five (5) if the catch is missed. This, too, is true of bobbles during the routine. If moves in a series are not performed completely in control, then that expression’s score should be reduced to reflect the severity of the error or errors in the expression. Anyone can attempt a difficult expression -only an elite player can pull it off with grace and poise.

For example, if a gitis is attempted, but not caught, the full gitis score should not be awarded. Likewise, if a gitis is caught with perfect form, timing, and excitement, raise the score from a standard gitis.

Judges are encouraged to use the entire point range. A three (3) would be a relatively simple combination with a catch.  
Presentation

Another name for this category is “Fired-Upness.” At the end of the routine a score is given from 1 to 10 based on how much the routine “fired you up.” Were the players electric? Were you on the edge of your seat while watching the routine? Did the routine pass quickly or feel like it dragged on? Was the crowd receptive to the routine? 

Most important is firing up the crowd. That is why we are here, an engaged crowd adds to the excitement. Not to mention that if the crowd is into it, then we will likely play better.

Energy is another important factor in Presentation. Passing, moving around and having fun are instrumental in bringing energy to the field. 

Other things too look for are hitting music cues, pointing  toes, keeping both players involved throughout the routine, flow, form, execution, etc.

Use a three (3) as a score for a standard routine. An example of a 3 score would be a routine that had obvious organization but lacked energy, form, flow and/or a clear artistic nature. Scores below a 3 would represent a significant disarray and poor execution. Scores in the 5 – 6 range might include great form, execution, using the music well but lack the fire that is required to reach a 8-10 range. Use your judgment and expertise as a freestyle Frisbee player to make a determination.

Final Score

Final scores are reached by adding the difficulty and presentation scores together. Then rank the teams based on their points. If the judging team feels the calculated results don’t match what really happened they are allowed to make adjustments to the rankings. The criteria must be that the routine as a whole was better than the one that finished above it. These changes should be noted on the ranking sheet. The judging pair may be asked to justify their change by the tournament director.

Turbo Shred

General

This is a modified turbo-shred format. This means that you will be competing individually. When it is your turn you will receive three throws to do your most consecutive, difficult moves. Drops do not directly count, so go for it. Bailing out is not an option.

Paying the entry fee earns you the right to compete in this division. If desired, a player may provide their own music, or music will be provided. Also, heckling is allowed.

Rounds
There will be two rounds to Turbo Shred – Semi Finals and The Finals. In the Semi Finals, there will be two pools, A and B. A plays first, while B judges. Then, B plays while A judges. Play order and pool seeding is random and will be announced prior to the start of this event.
The top 5 players from each Semi Finals pool advance to The Finals. In The Finals, play order is based on ranking from the Semi Finals. For the finals, the nine runners up will judge.
Rules of Play

Each player can choose his/her thrower. As a competitor you are obligated to throw if asked. As a competitor you are not obligated to have a thrower, or to have only one thrower. Choosing multiple throwers has a distinct strategic value. Think this through carefully.

Each player will receive three throws in consecutive order. That is, one person gets all three throws in a row. Each player will also get one 'mulligan', or re-do. The mulligan can only be used if no more than one touch has been made on the disc. The player must call out the mulligan. In this way a player may go for their craziest pull right off the throw. If missed, no worries, call a mulligan and try again. But don’t forget, there’s only one mulligan.

At any time a player can 'balk', or reject a throw. However, the player must clearly attempt to terminate the throw with a ‘the’ catch or make no attempt to touch the disc at all. In this way a player may wait for the perfect throw before beginning their combo. Any disputes will be referred to a tournament director.

When play is complete each judge will throw out all but the highest score. This means you get three chances to do your best move. Also, note, the player does not need to catch the disc to receive a score. So, go for it!
Judging

Judges will judge based on difficulty. Consider consecutivity first and foremost. It is harder to go from one restricted move to the next restricted move. ‘The’ switches or long re-revs of a disc detract from difficulty. Catching is clearly a disputed reality of freestyle. Use your discretion as to whether or not a person should receive higher or lower marks based on dropping or catching. However, even dropped combos count so always award  score unless there is a balk or mulligan.
Each person should be judged from 0 to 100; 0 being lowest and 100 being the highest. If you are the thrower and a judge, you must still judge that throw.

As noted above, only the highest of the three scores will be kept. Each judge will use these scores to rank players. They will turn in a sheet including all scores and a ranking. The rankings from all judges will be averaged to compute the final ranking.

Thrower Award

One lucky judge has a special responsibility to tally the number of times each player delivers a live throw. A live throw is any throw during turbo shred competition that does not result in a balk. In other words, if a thrower gives a throw to a player resulting in a score or a mulligan than it counts as a live throw. If a player throws to him or herself then they also earn a live throw. At the end of the tournament the player who delivered the most live throws will receive a special thrower award.

Strategy

Picking your thrower is crucial. Choosing a thrower that will give you the most spin is one method. However, consider also who can deliver a certain angle and placement. Having a throw come in just right may enable you to pull off a move that you otherwise could not.

When taking a throw consider that you do not have to accept one that is not what you want. If it’s too high or to low simply balk and have your thrower try again. If the thrower is not coming through for you, switch throwers.

Don’t forget the mulligan. With this in mind you can go for multiple spins or a heinous gitosis pull from the throw. If you miss, no problem - call your mulligan and you get that throw back. The mulligan is designed to let you go for your hardest take without fear of losing a throw. Just don’t forget, you only get one mulligan.

Finally, go for it. This event is designed to spark the most turbo-super-uber-hein-shredding expressions. Players go for and hit moves that seemed to be beyond their realm of possibility, all because they took the chance. You get 3 throws that you like, plus a mulligan, something magical is bound to happen if you’re willing to let it.

Mob-Op

General

Mob-opping is an art, one which until now has never found a place in competition. Many freestylers have spoken out, saying that mob-opping is the real reason they play. While we all know that the reasons run far deeper than mob-opping, it is time for us to showcase this fantastic element of play. The spontaneity and joy of mob-opping clearly depicts the nature of this sport. It is with that intention that this division was created.

In the mob-op division, players will be judged on their ability to act and react to their partners play. 

· It’s about getting hot as a group. It’s not about getting hot as an individual. 

· It’s about adding to the jam. 

· It’s about bringing energy to the jam and not only getting hein yourself but inspiring those around you to get hein as well.

Paying the entry fee earns you the right to be judged in this division, but anyone can play. Pools and play order will be chosen by the competitors. Music is chosen by the announcer.

The Mob-Op division has two rounds; open jam and finals. Everyone will get an opportunity to compete in the first round, with the top 4 players making it to the final round.

Open Jam

This is a modified Jam Idol format. After the day’s competition ends, this round begins. All players are released to jam as much or as little and with whomever they see fit. There really are no rules. However, this round counts, so don’t go home just yet.

Before the sun goes down, all registered players will turn in a ballot, ranking who they believe are the top 10 mob-opers of the day. Further, they will fill out “jam buddy” sheet by placing a check mark next to the name of everyone they jammed with in this round. 
The Finals

Based on the Open Jam scores, the top 4 players will have an opportunity for a 5 minute, judged, mob-op session. This is an opportunity both to jockey for that all important first place score, and to show the spectators what mob-opping is all about.

Judging

Judges rank players based on their performance. As a judge and a player you are expected to observe those in your jam AND determine who is adding the most to the jam. That is:

· Who is hooping?

· Doing leg overs?

· Sealing (catching) at a good  time?

· Bringing energy to the jam?

· Not interfering with another’s play vs. enhancing group play?

· Getting everyone involved? (vs. keeping the disc and doing own combos each time he/she has possession)

· Making great saves?

· Doing all of the other things that make mob-opping exciting?!?

Basically put, whose mob-opping skills stand out? Someone who is interested only in indies should not be rewarded.

For the first round, pick the top 10. In the finals, rank all four Mob-op finalist players.
Strategy

This is a real life mob-op. As such, first and foremost is to have fun and encourage the fun of those around you. Sometimes this involves bringing out your big moves to fire up your friends. Other times it involves doing moves, passes, catches, etc. that you can easily control in order to enable your fellow jammers to get hot as well. It’s all about finding and riding the mob-ob vibe. 
As with any vibe, sometimes it’s there and sometimes it’s not. If it’s not, make an easy catch to bring up the energy. Or take a break or switch jams. In fact, getting into as many jams as possible can only be helpful as this increases your exposure to you fellow jammers who are also the judges. The more folks who shred with you, the more likely you’ll be rewarded. 

*Most importantly, spread the jam and jam with everyone.*

Jam Buddy Award
After the open jam session, you turn in your judging sheet of rankings and a list of everyone you jammed with. The jammer(s) who jam with the most fellow jammers at the end of the open jam mob-op round will receive the “Jam Buddy” award for spreading their jamming goodness far and wide.
Jam Down

General

The Jam Down is a tie-breaker round. To compete in this round a competitor must be tied for first place in the overall rankings with at least one other player. The goal in this round is to impress the judges more than your opponent(s) impress the judges. Music is chosen by the announcer.

Rules

In this round, players throw to each other. The goal is simple, get heiner than your opponent(s). This could happen in one of two ways. The first and preferred method is to watch your opponent(s) and try to “one-up” them. For example, if your opponent  does a gitis, do a spinning gitis. If opponent does two consecutive skids, do three. 

Obviously this can only go on so long before the laws of physics remind us who is boss. Enter the second, more devious strategy, throwing to your opponent’s weakness. For example, throwing counter to a clock player. This method is perfectly valid. Some of the coolest, craziest moves come out of the weirdest, most unlikely throws ever. 

One BIG caution: judges are instructed to look for only two things in choosing a winner. One is getting hein. The other is jam-busting. If a player busts the jam by throwing unmanageable throws or by repeating the same nasty angle throw, or by disturbing the flow, a judge may very well rule against that player.

Length of play is determined by the judges. Play begins and judges must watch for 90 seconds. At that point they can enter their vote, but are not required to. They can continue to watch for up to 3 minutes to make a decision before entering a vote. Players continue to play until the announcer says, “We have a winner.” Only at this point does play stop. 

If, after all judges vote, there’s still a tie OR if any players are eliminated, the MC will announce it.  Eliminated players will join the judging panel. Judges will be ready to watch and recast their votes for the next round of play. At this point they should ignore all moves done prior to the announcement and begin as if the competition had just started. This process continues until a winner is chosen.

Players may also concede defeat at any point, handing the victory to their opponent.

Judging

This division is the most open for judges. No scores are kept, no calculations need to be done. Just watch until you see a winner. Then write the name on your judging slip and turn it in. Judges are to remain in their seats until the MC announces the winner. If he announces a tie, judges will be handed a new slip of paper for judging and begin judging as if play had just started.

Judges are observing two things in choosing a winner:(1) Player is doing the heinest moves and, (2) player is not busting the jam.

The Hein

Defining hein is a difficult thing. Things like energy, difficulty, consecutivity, form, adding to the jam, exploding into the catch, and not dropping are all important factors. Here are some guidelines:

· Look for the player that demonstrates the most control over the disc. Who pulls off both spins, both sides, rim and center, brushing and delay, angle changes and turnovers? 

· Award the player who is not afraid to co-op. This is not an individual sport. It looks best when everyone is involved at all times. Getting hot is half the fun, getting your friends hot is the other half…umm...yeah…you know what I mean. 

· Flow is a huge factor.  Mark down a player who has to pause to set up his big catch. Nothing takes the move out of the moment more than stopping right before the catch and then going for it. 

· Drops do count. They make us look bad. We all hate them. We try to avoid them. We even curb out game to get around them. However, don’t over emphasize drops. Curbing your game to make a catch is not hein. Making the right decision in the right moment is.

Ultimately it is up to each judge to decide what is “hein.” We all have our own ideas. Give it some thought before play begins and then get to it. It’s freestyle, there is no wrong answer.

Jam-Busting

Nothing detracts more from this sport than jam-busting. Players making bad throw after bad throw, hogging the disc, poaching, or grossly breaking the flow of play, are all forms of jam-busting. Here are some guidelines:

· Most bad throws are obvious. They are either coming too fast or are not going anywhere near the intended target. However, other throws may be considered jam- busting. Like only throwing low z-throws or high angle throws. This is especially true if a specific throw worked out poorly and is then re-thrown to the same player.

· Example: Let’s say competitor A throws UD clock and B doesn’t handle it and the disc is dropped. If competitor A throws UD clock again right away and B still can’t handle it, a judge might consider this jam-busting by thrower A.

· Hogging the disc is another form of jam busting. Throwing to one’s self is the most obvious form. And while re-revs are OK, they might be bad when others are also waiting to play. All players need a chance.

· Poaching is known as forcefully taking the disc away from another player. It is very rare that this happens in a way that adds to a jam…especially in competition. 

· Breaking the flow of a jam happens all the time. Usually it’s a drop or bobble or being out of breath. Judges should keep in mind what constitutes a normal breaks in flow vs. a break-in-flow that can be avoided. An example of the latter would be if a competitor has to stop and walk to get into position or fakes a throw or just waits this should be considered a gross breaking-in-flow.

There may be other forms of jam-busting as well. A competitor who stifles the play of their opponent(s) by his/her own actions is jam-busting. Consistently not allowing a fellow jammer a chance to shine could be jam-bust criterion. It’s not okay to exploit other player weaknesses in a way that detracts from the overall jam.

Choosing a Winner

Don’t worry too much about the ratio of Jam-busting vs Hein. Jam-busting should not be tolerated. If a player is Jam-busting it will become clear. If you feel that someone jam-busted don’t vote for that player. Otherwise vote for whomever gets the heinest in the jam.
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