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What is a sport? 
The challenge for this prototype was to design a sport. In our group, we started out 

by defining what a sport is – here I will do the same.  

According to the Oxford dictionary, a sport is “an activity involving physical exertion 

and skill in which an individual or team competes against another or others for 

entertainment” (Sport, 2016). Furthermore Catherine Lord (Lord, 1984) argue that 

Chess is also a sport, but this is considered in a different category as a Mind Sport 

and not the focus for this.  

Generally looking at sports, they are driven by players competing either as a team 

or individuals, as according to Roger Caillois games are a precursor to sports 

“games of competition foreshadow sports” (Caillois p.16 1957). When playing a 

sport the need to develop skills in order to better compete is essential, compared to 

games of chance where the players simply have to take part in order to win, such 

as roulette or bingo. This notion of skill development and the drive from competitive 

play is in games referred to as an Agõn style of game (Fullerton, 3rd edition p. 103, 

2014). 

In Greek, Agõn means ‘gathering’ the element of audience and spectatorship 

should be taken into account when trying to define what a game of Agõn is and 

consequently also what a sport is. Hence a sport needs to have a quantifiable 

outcome, with a winning team. Some sports can also end in a tie but the final 

outcome of for instance a tournament always ends with one team winning – since 

“Agôn is desire and effort for victory” (Caillois p.30, 1957) and the fact that fans will 

crave a conclusion. Lastly, sports are commonly considered to be fair, in the sense 

that both teams play under the same rules teams of equal size and the fact that 

the same rules apply to both teams. Although some game permits handicaps to 

balance the challenge of the game, like golf although this is only used outside of 

professional tournaments and should, therefore, be considered training and not 

playing the actual sport.   
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The creation and iterations of Quickfris 
 
Our aim with this assignment was to make a fun, fair and fast paced sport that 

could easily be understood and observed by spectators. With our definition of a 

sport and our aim in mind we brainstormed ideas and the initial concept for 

Quickfris were made. 

The core idea was to make a mix of the frisbee sport ultimate1 and soccer. At first, 

the rough sketch of the concept was: The game consists of a playing field divided 

into square spaces restricting the movement of players. In each square, one player 

from each team is positioned. In either end of the playing field, there is a goal. A 

frisbee is thrown between team members trying to throw it into the opposite goal. 

Through several iterations, we decided on rules and mechanics of the game. In 

professional ultimate the playing field of American Football is used but since 

“Throwing longer distances makes the moves more telegraphed because of the 

Frisbee’s [decreasing] velocity and therefore makes it more easily intercepted” 

Quickfris (2016) The size of the playing field for Quickfris is half the size of a normal 

soccer field. This was chosen to ensure that normal throws between players would 

lend itself well to a fast-paced playing style. The goals used for Quickfris are small 

soccer goals2 designed for playing seven men team soccer (7 on 7). Similar to 

soccer there is one goalie represented for each team who has to protect the goal 

and it’s zone, there are no opposing players in this zone and it is three times the size 

of the normal zones making the goalie the player who can potentially move the 

furthest in the field and move without interference from opposing players.  

  

                                            
1 Rules of ultimate: http://www.usaultimate.org/about/  
2 Rules of seven-man football: 
https://www.dgi.dk/~/media/Images/DGI/Idraetter/Fodbold/09Oestjylland/PDF/Spill
2 Rules of seven-man football: 
https://www.dgi.dk/~/media/Images/DGI/Idraetter/Fodbold/09Oestjylland/PDF/Spill
eregler%20for%205%20og%207%20mands.pdf.ashx  
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Physical prototype 
In order to test the concept, we built a physical prototype.   

 
Quickfris physical prototype 

The prototype enabled us to test how the flow of a playthrough could be. After 

making some initial test scenarios more rules where added to the game. “To 

prevent the game from becoming repetitious [. The] attacking team’s players can 

only throw to other teammates; they can only throw it sideways or forward …” 

Quickfris (2016). The grid-based system restricting the player’s movement and the 

rules prohibiting playing the frisbee backward or back and forth between the same 

players makes every throw towards the goal important. Unlike most sports, for 

instance, football, where the most tension in gameplay happens around the goals, 

it is plausible to expect that the tension would happen in the middle of the playing 

field with a higher chance of interception since most players are gathered around 

this area. In order to make this mid-fielded play style more interesting and enabling 

alternative strategies, we added the rule that; goals scored from outside the zone 

closest to the goal zone would count double, similar to the three-point field goal in 

basketball. Testing the gameplay in the physical prototype showed the importance 

of positioning and the somewhat rigid system around the playing style. To ensure 

that players didn’t simply run around with the frisbee in hand, which would make 

the gameplay drag out, the rule from ultimate prohibiting the players from moving 

while holding the frisbee was added to the game.  

Based on different assumptions and observation on how sports normally scale the 

play sessions, Quickfris is played in four rounds of ten minutes. We wanted to ensure 

that spectating this sport would be engaging and since the pace of the sport is 
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similar to basketball we chose to make the rounds short. This ensures that the players 

will be able to perform very dynamically, e.g. the attacking team constantly running 

out of cover adapting to the game. Equal movement from both attacking and 

defending teams is expected, since all players, apart from the goalies, at all times 

have one opponent to closely mark or one closely marking them. Furthermore, to 

ensure that the sport would work as a spectator sport, a game lasts four rounds, 

making the duration between 50-60 minutes depending on the length of the breaks 

between rounds. Ideally, there should be a longer break between the 2nd and 3rd 

round enabling players to rest, talk tactics, for the spectators to rest and get beers 

and for broadcasting commercials.  

Quickfris as an actual sport 
Throughout the prototyping process, we focused on making Quickfris satisfy the 

criteria’s we established for a sport. Quickfris is a relatively simple sport with a few 

core rules, a playing field that should not become cluttered at any time and a 

simple rounds system with short and intense burst of action. All this should enable 

spectators and broadcasting to easily follow the action in the game and build 

excitement in the audience. Quickfris has ‘easy to learn hard to master’ mechanics 

with a potential for both amateur and professional play and could potentially scale 

for a larger audience. The game is playable in any normal soccer field, handball or 

basketball court, with the possibility of using different size goals. In amateur play, a 

simple marking system for the zones is needed. The zone system in Quickfris enables 

the types of players who would normally not be fit to play ultimate or soccer to 

participate in the sport – both in amateur and in a professional setting for athletes 

coming from for instance basketball. The main drawback for Quickfris is the lack of 

novelty since the playing style will not vary much from ultimate, at least on an 

amateur level. Quickfris could potentially be used as a training exercise for ultimate 

or soccer to train zone awareness and marking of opponent players.  
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Next step and potential future iterations 
The physical prototype showed us that the gameplay could potentially work and be 

an exciting game. Although in order to truly prove that Quickfris would be an 

interesting sport, making an actual real life playtest with different types of players is 

needed. We would also need to make and test rules governing fair play since the 

current iteration of the sport could be played without a referee, where the rules 

would be governed by the players. The viability of such system would need to be 

investigated and depend on the rigidness of the zone system multiple referees or 

video observations of zones could be needed to ensure fair judgment on the 

players. Trying out more variations on the zone system would also be beneficial, for 

instance having one large middle zone with three players from each team. Finally, 

the sport might be more interesting as a sport that allowed for contact play and 

physical interactions, compared to ultimate. This could engage physical players 

who enjoy throwing a frisbee. 
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