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INTRODUCTION

With the growth of basketball increasing at a rapid paceN#wfoundland and Labrador

Basketball Associationhave developed thiMinor Rules and Regulations Handbookas a

means of regulating the sport of basketball at all age groups. As the skill level develops over the
next few year s rul es wi Ispecific e grdup. Bleasedementbers u i t
that the sport of basketball is relatively new and changes will be a regular component of the
minor programs for the next few years. This handbook is to be used for all provincial
tournaments and will be reviewed anddated annually until the system is perfected in the best
interests of the participants and the sport.

Enclosed the NLBA addresses rules for each specific age category, general information, hosting
responsibilities and special requests. All coaches enterprbvincial play are asked to review

the rules in their age category as well as other additional information related to billets, age
restrictions etc.

Individuals who would like to add or see rules changed for future years are asked to state their
casein writing and send it to our provincial office for review. It will then be presented at the
Annual General Meeting for discussion.

As stated above, basketball is a thriving sport and our association is attempting to keep up to date
with the constant @nges on an annual basis. However, the NLBA requires your input if we are

to act in the best interest of the athletes and the sport. If you disagree or agree with one or more
of the rules in this booklet please make us aware of your views.

HOST RESPONSIBILITIES

The deadline for submitting applications to Host Provincial Tournaments will be set at October
31% of each year. The following is a list of responsibilities that would be expected in any site
hosting a Provincial Championship.

1. To complete a Toumment Host Application prior to the date indicated and forward it to the
provincial office.

2. To provide all Minor Officials for the tournament.

3. To oversee the smooth operation of the event. The NLBA will have a representative present
when possible.

4. To ndify the teams regarding accommodations. The hosts are no longer mandated to billet
teams.

5. To notify the provincial office of competent/experienced officials in the area and are
available to officiate in the tournament. These should be individuals ewaifside school
setting if possible. If this is not possible NABO will not be permitted to slot these officials in
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home games. They will officiate with an experienced NABO official in the round robin
portion of the event. NABO officials will officiate ifé playoffs and the championship
game when available. Local officials will receive an equal amount of game assignments
during the round robin event to ensure maximum experience of officiating with certified
officials. This will assist in providing the hosith a base to develop local officials for local
tournamentsThe development of local officials is critical for the continued development
of the sport.

6. To provide a legal size Spalding basketball in accordance with the current NLBA sponsor.

7. To provideall travelling officials accommodations for the tournament. A maximum number
of 2 officials per room is adequate but 3 may be used in some cases. An example of this is if
5 officials travel to the event 2 double rooms is suitable. If officials choose/eluhck
home in place of the hosts accommodations then the official will be reimbursed up to the
amount of the accommodations. The meals ($35.00 per day) and the gas mileage (.30 cents
per kilo) along with game fees will be paid by the NLBA.

8. To completeaHOST REPORT provided by the NLBA immediately upon completion of the
event and return it to the provincial office.

9. To return all banners and additional medals or awards that are not presented after the
championship game. The NLBA will forward them to tveard winners not present at the
conclusion of the tournament.

10.To establish #@rotest Committeefor the event comprised of an NLBA representative (when
possible) a member of NABO and one from the host committee. The rules regulating this
committee will ke structured as instructed under the FIBA rulebook.

11.To notify the office, in writing, any problems with officials during the course of the
tournament. This would include activities such as (tardiness, not adhering to the minor rules,
lack of professionadim, etc.). This includes both local and NABO officials. Information sent
to the office will be directed to the NABO executive where it will be addressed.

12.To secure an officials assignment list from the NLBA office 7 days prior to the event to
ensure theauracy and presence of officials at all games.

Accommodations

1. Hosts in regions where hotels are at a premium must block off the rooms for teams wishing
to travel to the event. I n | arger areas, St .
of rooms at a specific hotel but it is not mandatory. Billeting is no longer mandatory but may
be provided in consultation with the host and the teams travelling.



ATHLETES ELIGIBILITY

1) Athletes are permitted to compete in more than one age category asgltrey meet the
specific age requirements.

2)

Teams must compete as a school te@lmb championships will be offered separate from

the school championships Schools are permitted to add athletes from feeder schools.
Feeder schools are defined as elemensahools entering junior high schools and junior
highs entering high schools. Schools are not permitted to add players from other schools of
the same age.

a) School Teams:

b)

i)
i)

ii)

U 11 & 12 school teams are not permitted to add players from other elementary
schoolsof the same age.

U 13, 14 &15 school teams are not permitted to add players from other junior highs.
They are permitted to add players from the feeder elementary school. They are
permitted to apply for athletes in non feeder schools under the guidelitiega in
section (v) of this section.

U 16 & 17 school teams are not permitted to add players from other high schools.
They are permitted to add players from the feeder junior high schools. (In some cases
U 15 may be included in this category). They peemitted to apply for athletes in

non feeder schools under the guidelines outlined in section (v) of this section.

Schools with a total enrolment of a population of under 50 students may apply in
writing for an exemption of this rule. The committee wilcele these cases on an
individual basis.

Schools wishing to use players on their Junior High or High School rosters, outside
the feeder school system, must provide the following at least 30 days prior to the start
of the tournament:

1. Written confirmation fom the principal of the schoahd the coach of
the tam entering theevent. The letter must provide confirmation of
the athletes acceptance to that school the following September.

2. Written confirmation from the school district that the athlete in
guestiom received approval to enter the school in question the
following September.

3. The Committee has the right to limit this request to one per school.

Club teams A club is a registered affiliated member of the NLBA, which pays a
registration fee annually fdheir program.

i)
i)

U1l U14 age groups are permitted to register as club teams and may be enrolled in
any school.
Championships will be offered separate from the schools in these age groups.

3) Athletes are to compete within their own gender categories. Forpdeafemales will not be
permitted to enter into a male tournament nor will males be permitted to compete in female
events.



4) While feeder schools are permitted, teams are not permitted to use feeder schools if it
interferes with the feeder school entgrianother provincial event on the same daeams
are not permitted to use feeder schools if they have adequate numbers to commpetieer
words schools are not permitted to cut athletes from their normal school team in order to pick
up athletes from fder schools. Schools are also permitted to call players back down as long
as they were from that feeder school and meet the age requirements.

5) Adult supervision is mandatory at all times. If a coach is ejected from a game he is permitted
10 minutes to @lce an adult as his replacement. If no adult can be located, the game will be
forfeited.

6) Athletes are only permitted to compete in one age group in either the East or West
championships. For example no athlete is permitted to play in the East CoastdXb@ran
compete in the West Coast U16. Athletes are permitted to play in multiple age groups as long
as they are on different weekends.

7) Athletes are only permitted to compete in one provincial championship per weekend. In the
past coaches have attemptedrtanoeuvre schedules to allow the same athlete to compete in
more than one event. This could lead to serious fatigue and ultimately a serious injury and is
not permitted under the rules and regulations of the NLBA.

8) Once an event starts no additions enterosters is permitted under any circumstances.

SPECIAL REQUESTS AND GENERAL INFORMATION

Over the past few years the NLBA have had to deal with a number of special requests that were
legitimate in nature and so meetings were held on a regular bassctsdthese situations.
Historically these requests are similar in nature so we have compiled a list below that may
answer your questions before you contact the provincial office. Needless to say, this will save
both parties time and money and will clsridny questions you may have regarding this
particular topic. If your request is not addressed below please feel free to contact our office for
further direction.

e AGE RESTRICTIONS:

There will beno allowancesfor overage players to compete in a particttarnament. We have

had requests each season surrounding this issue buNEAMER permitted overage players to
compete in any of our events. One of the reasons for this decision is that various leagues across
the province allow 43 overaged players teompete in their school leagues. If we remove this
restriction you could possible have a team face an entire line (or more) with athletes that are a
year older. This is unfair to any of the athletes so the NLBA have taken a stand not t@apegrmit

over agd athletes to compete in the various age classifications.

e SCHEDULING:



Each year the association is inundated with requests for schedule cHaagas entering events
must place requests on the reverse side of the Entry Application in the space prokeled.
association will do everything in its power to accommodate teams. Teams not completing the
scheduling request portion of the form may do so in a written format and forwarding it to the
Minor Chairperson. The NLBA reserve the right to make any chaogeshedules as they deem

fit. Teams travelling the furthest will obviously compete in the late games unless otherwise
requested.

Teams may have to compete in a maximum of 4 games in one day. It will not be mandatory for
teams to compete in any more thaigames in one day unless extenuating circumstances arise
(snow storm, flights delayed etc.) The association believe with the fair play rule the athletes are
able to handle the amount of physical activity involved. We fully understand the athletes will be
in the gymnasium for a large part of the day but this is unavoidable under certain circumstances.

e COMPETING OUTSIDE YOUR REGION

Recently an increased number of teams from the west coast have been applying to travel to the
east coast for provincials. €main reason is usually to find stronger competition for their teams.
Many times this places theestcoast event in jeopardy with a reduction in the number of teams
participating. Teams wishing to travel to an event outside their region are askedytdaoappl
attend a higher age group. For example if a Bantam team wanted toeastvé&r competition

they are asked to apply to attend the U14 age group. A written letter to the Minor Committee will
still have to be submittedn cases where there is not egb teams to have a competition on
either coast the committee will endeavour to provide space as long as there is room.

No teamis permitted to enter the same age category in both the East and West Divisions. Teams
may also enter more than one categaryhe East or West. For example, a Bantam team may
decide to compete in the Intermediate age group as well as their own Bantam tournament.

Labrador Region: Once a tournament has been awarded to any school in Labrador all teams in
Labrador are expected tompete in that event. No team will be given permission to compete
outside the Labrador region.

e FINANCES:
Hosts are responsible for all costs associ at ¢
travel and meals. The host is responsible fov #al | i n g of ficial 6s acco

incurring costs over the above mentioned are to be covered by the host.
e TOURNAMENT FEES:

The cost to enter provincial tournaments is $250.00 per team for Juvenile, Under 16, Midget,
Intermediate and Bantam. Thest to enter Mini Tournaments will be set at $200.00. Teams
hosting any provincial tournament will pay the normal registration fee. Affiliated elidslubs
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that have a duel status. Theill pay $210.00 to enter provincial championships above the Mini
age groups and $160.00 for Mini tournaments. The $40.00 reduction to the clubs is due to
previously paid fees for insurance and is applicable to the entire school team under a club
system.

e TOURNAMENT DEADLINES:

The deadlines for registration fees are:
U January 3T for all events.
U A $50.00 late fee will be charged to all teams wishing to enter after the Januaty 31
deadline if space is available.

e REFUND POLICIES:

Teams requesting refunds prior to Fel' #4ll receive a full refund.

U Teams requesting afund after the Feb T4will be subjected to a $100.00 administration
fee.

U Teams requesting refunds after the FéB MMUST submit a letter in writing to the Minor
Committee Chair. The $100.00 administration fee will be enforced and the maximum
refund awailable for teams will be $150.00 in the U13 and above age groups.

i After February 18 there will be absolutely no refunds. Unless changes are made to the

event by the NLBA or host committee.

r

e AWARDS:

The NLBA will provide all awards to the host includinghampionship Banner, (15) 1st place
medals, 2nd place medals, MVP, Sportsmanship Award and Player Certificates (U15 and down).

e MERCHANDISE:

The NLBA will provide T-shirts to the hosts on consignment. Here a specific number of shirts
will be provided 6 the host for selling purposes. The host will not be responsible for any costs
associated with purchasing, printing or shipping to the venues. The host will be responsible for
shipping any unsold merchandise back to the office immediately after the Eliesntvill allow

time to redistribute the merchandise to the next venue. The Provincial Association will determine
costs of any merchandise provided by the NLBA. Hosts will be responsible for displaying and
distribution of the merchandise.

e RANKING TEAMS:

As our minor tournaments continue to grow our association will be responsible for the number of
teams permitted in each event. An ideal number of teams in any basketball event are 8.
Tournament hosts that only have one facility in the general area withibed to 8 teams. The

first 8 paid applicants will be acceptedh e NLBA have i mpl emented nur
events in specific age categories for a totaldb$ehool tournaments. This will provide all teams
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with a much more competitive environmemtdaultimately will eliminate lopsided scores. In
turn, the coaches, athletes and the sport will benefit as the end result.

In any team sport the ranking system is one of the most difficult policies to perfect. This season

the NLBA will review theteams gpl y i ng t oo re nfbou@@mera. Thie BIDBA will not
permit teams to enter the ABO0 event simply beg
more obliging. We will not jeopardise the spirit of the competition to accommodate teams in this
manne.

This year the Minor Committee will go through the usual process for ranking teams in their
appropriate divisions. Criteria used include
coaches. This year the Minor Committee will be piloting a coacheing to decide rankings

on the east coast. At a time decided by the minor committee coaches involved in a specific age
group will be invited to a face to face meeting to assist with placing teams in their appropriate
divisions. Coaches must remember tii@4 teams apply for a specific division 8 teams will be

placed in A, B and C events. While there may be a discrepancy in skill levels from the top team

to the & placed team this is the only method available to us at this time.

e PLAYING UP IN OLDER AGE GROUPS

Athletes and teams are permitted to move up and compete in older age §tdimpss therare

athletes and teams that are physically able to move up and play in older age Tnsupsupled

with the declining population in rural NL has pmpted the association to remove the age
restrictions to teams and athletes playing in older age groups. (There used teybar ale)

Teams who are picking up younger athletes must keep in mind the size and maturity level of the
team or individual. Atitnes certain schools may need to call up younger athletes simply to floor

a team. Coaches and administrations are asked to consider safety concerns when placing young
athletes on their rosters.

COURT SIZE:

Due to the various court sizes in regions & fnovince a decision will be made by the NLBA
executive during thelOSTING APPLICATION phase to determine what sites are suitable for
the specific age groups.

e SCHEDULING:

All teams will receive a minimum of three games when they enter any Provincialpiimeship.
Games will be played on Friday, Saturday and Sunday. Thursdays may be utilised in events
where there are more than the usual number of teams.

Due to the time limits and travelling involved with any provincial championship, special requests
tendto have an impact on the scheduling of the event. The NLBA will attempt to meet the needs

of each individual team however once the schedule is completed there will be no changes due the
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SNOWBALL EFFECT it has on other teams. Teams travelling long distatacehe site along

with host requests for prime times will always be taken into consideration. If you do have a
special request regarding scheduling please make a note of it onfTgourament Entry
Application. Back to back games will not be scheduletess absolutely needed. There will be

at least one hour and fifteen minutes break for teams competing in the final.

e ROSTERS:

Team roster8/UST be in to the provincial office no later than 14 days prior to the tournament.

This will allow the host ample me to produce a brochure for the tournament. Teams may
register up to 18 individuals for the tournament but only 15 are permitted to be registered per
game. Host Committeebs are responsible for ©bi

Rosters must contaiall addresses and MCP numbers for age verification. Coaches are also
urged to carry a list of all athletes MCP numbers in case of an emergency on site. Athletes
should also be asked to carry their MCP number with them to all events for hospital purposes.

e SOCIALS:

In the event a host would like to organise some form of social, (meal, dance etc.) it must in no
way interfere with the smooth running of the tournament. No changes will be made to a schedule
once it is formulated and has left the provincidiogf. TeamsMUST NOT be placed at a
disadvantage in order to conduct a social event, (ex. play back to back games). If socials are
going to be conducted hosts may have to provide two facilities to free w3 toors on a

Friday evening. All socials shalibe conducted on Fridays since most teams are eliminated on
Saturday and usually depart the host community on thatHiasts should be aware that if an
additional facility is required to meet the needs of a social event extra officials might be required
to operate the second facility. The NLBA promotes the concept of a social and believe that
interaction amongst the athletes is healthy for on and off court activities.

e TOURNAMENT TIE BREAKING RULES :
The usual NLBA tie breaking rules will break ties dgradl tournaments. They are as follows:

Two Way Ties
For First Placethe team that won the game when the two teams in
guestion played each other will be awarded first place.
For Second Plae¢he team that won the game when the two teams in
guestion phyed each other will advance.

Three Way Ties:
For First and Second Placé Po i n't Spreado between
teams tied will determine which team is awarded first and second places.
Games in the round robin not involving the teams in thea@ tie  not
count . Point Spread is defined as 0]
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s ¢ o r e d3-way tidsnthat remain after these calculations will then be
determined by taking all games played into the Point Spread Formula.
Head to Head will determine plags if there are only 2 teams tied after
determining the original point spread.

e [INCLEMENT WEATHER:

Because of our unique weather conditions teams are asked to notify both the host and the office
at their earliest opportunity if they are unable to atemournament. Many school districts have
policies that prevent schools from travelling during weather advisories. Please note that weather
advisories could be restricted to a small region and many teams may travel to the event under
clear conditions. Yourcooperation with the host and the provincial office would be greatly
appreciated during these advisories. This will provide all parties the opportunity to make
alternate arrangements for the tournaments. Once a tournament starts it is impossible to cancel
the event if one or two teams are unable to attend. The host committee will have the authority to
redo the schedule as best they can within the scheduled time frame to ensure the event is
concluded. In this case it will not be necessary to contact thénpiaivoffice as it is closed on
weekends. Teams not attending will have to apply in writing to the NLBA executive for a
tournament refund.

e UNIFORMS:

All teams entered in provincials are asked to wear uniforms and numbers outlined by the FIBA
rulebook.FIBA numbers include-45, 2025, . Teams should also have numbers on the front
and back to avoid on court confusion in the transition and defensive zones.

e TEAM EQUIPMENT:

All teams must supply their own basketballs and medical kits at the tournamesttse&ins are

to supply a suitable game ball for the tournament. The cost of lost basketballs and medical tape
for injuries has escalated over the past couple of seasons and this has placed undo expenses on
several hosts. It is the responsibility of thdiuddual teams to be prepared for wanms and

medical supplies.

e HOME TEAM:

The second team listed in the schedule for each game is the home team. The home team has the
choice of the benchthey will use this bench fdhe entire gaméleams warrrup at

theopposite end of the floor from their bench and shoot in this direction for the first half of the
game (the first three periods). The teams will change the direction in which they shoot in the
second half of the game (the last two periods) and remaatis in that same direction until

the game is completed (including overtime).

e COMPLETION OF SCORE SHEETS:

Due to several situations concerning the completion of team rosters prior to games the following
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will be followed.

U Each team will be presentedtiwindividual score sheets simultaneously prior to the
game by the minor officials or the host.

U Coaches will complete their team roster on the score sheets and pass them directly to the
mi nor officials at the scorero6s tabl e.

U Under nocircumstancesareaco hes per mi tted to reups ew t he
prior to the start of the game.

U The first 57 names placed on the scoresheet will be referred to as line 1. The remaining
names will be referred to as line 2.
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NLBA DISCIPLINE POLI CY

PREAMBLE

The Newfoundland and Labrador Basketball Association is committed to providing a sport
environment which is athletgentered, and which is characterized by the values of fairness,
integrity, open communication, and mutual respect. Memlgenshthe Newfoundland and
Labrador Basketball Association, as well as participation in the activities of the association,
brings with it many benefits and privileges. At the same time members are expected to fulfill
certain responsibilities and obligati®, including but not limited to complying with the Code of
Conduct, policies, rules and regulations of the Newfoundland and Labrador Basketball

AssociationThe fnCode of Conducto identifies the st :
members ofthe Nevfoundland and Labrador Basketball Associatibtlembers who fail to meet
this standard will be subject to the disciplinary sanctions contained NthB A6s Pol i cy

Procedure Manual.

Disciplinary Procedures

1. The procedure below has been developedssiam dealing with unruly behavior at a game
or tournament site. Incidents have to be dealt with immediately or prior to the next game. The
following procedures must be followed at all NLBA events.

2. All tournament hosts will be responsible for estabtigh@Protest/Discipline Committeein
conjunction with the NLBA prior to the event. Individuals should consist of an NLBA
representative, NABO representative and a member of the host committee. The NLBA
representative will chair the committee. If no repnégve is present the host convenor will
chair the meeting.

3. Athletes or coaches ejected from a game or removed for excessive technical fouls will
automatically sit out the next game of the tournament. Officials must complete a written
report on any ejg¢mn and submit it to thérotest /Discipline Committee.If the ejection
took place during the last game of the tournament the ejected party is to sit out the next game
involving their team, wherever it will take place. All ejection reports must be foedaa
the NLBA office immediately following the tournament.

4. If the official ejects an athlete or coach a written report must be presented to the
Protest/Discipline Committee within 30 minutes upon conclusion of the game. The official
will make a recommaedation as to the number of games the athlete or coach should be
suspended in his report. This recommendation will be made in accordance with the
Misconduct Guidelines outlined below, but will not be restricted to this document.
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5.

The Protest/Disciplinary Gomittee will meet and must make a ruling on the report prior to
the teams next game. Any individual on the committee involved in the incident must be
removed citing a conflict of interest. The Host will be responsible for replacing this
committee member ioonsultation with the NABO representative.

Disciplinary Hearing

If the appellant does not avail of the opportunity to discuss the incident with the Committee a
decision will be made without a hearing.

If the individual (s) accused in the incident uegt an opportunity to be heard the format to be
followed by the committee will be:

A.

mooOw

n

The appellant must notify the Committee they would like to present their case involving the
incident within 30 minutes after the game in question.

The Chair will conductite meeting and appoint an individual to take minutes.

The Committee will review the report prior to discussion with the official.

The Committee will have a discussion with the official involved.

The Committee will have the option to discuss the incigetht the second official if they so
choose. This discussion will be held without the presence of the reporting official.

When the officials have left the meeting the committee will discuss the incident with the
accused if he or she so chooses. A coadltubrrepresentative may accompany the accused.

. The chair will read the report to the individual and provide an opportunity for the accused to

respond to the incident reported by the official.

. The Committee will meet privately to decide the appropriageiplinary action. Each

member of the committee will have one vote.

When a decision has been reached the chair will inform all parties involved.

The committee will notify the NLBA of all incidents involving suspensions of more than one
game. In situatiom where the suspension involves games outside of the event hosted, all
reports will be forwarded to the NLBA within 2 days upon conclusion of the event.

Appeals Procedure

At all NLBA tournaments the Protest/Disciplinary Committee shall have the #ythortake

such disciplinary action, including suspension of players and team officials for a designated
number of games, a designated period of time, or sine die, as an offence may warrant. This
disciplinary action may be appealed to the NLBA but whatewtion has been imposed shall
remain in effect during the appeal.

The NLBA wil/l foll ow the appeals procedure
Manual.
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Misconduct Guidelines

The information provided below are intended to be guidsliee officials and committees to
assist with incidents that may occur within your facility during a competition. There are always a
wide range of incidents and reactions by individuals to a specific situation. Below are
recommendations developed by NAB@dahe NLBA to assist with the decision making process

in case of an infraction.

Persistent criticism and persistent disputing

First offence one game suspension
Second offence two game suspension
Any repetition four gamesuspension

Deliberate insulting conduct towards game officials- e.g. personally insulting remarks
and/or allegations and/or physical actions but without physical contact

First offence four game suspension
Second offence eight game suspension
Any repdition twelve game suspension

Deliberate sustained and/or repeated physical action with game officials with no degree of
violence-

First offence eight games
Second offence sixteen games

Deliberate small violent physical conduct against officials eg. striking, kicking, charging,
pushing, etc.-

First offence one year suspension
Second offence two year suspension

Very serious physical violence against game officialse.g. where official is knocked to the
floor or requires treatment of an injury received-

First offence indefinite suspension not to be renewed for three years.
Second offence indefinite suspension not to be renewed for five years.
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1.0
2.0
2.1

2.2

2.3

2.4

3.0

4.0

5.0

6.0

6.1

6.2

Mini (under 11and 12

(As of January %the year of the tournament)

BALL SIZE : Spaldingl000 (Size 5 For Boys & Girls)

PARTICIPANTS:

Teams must have a minimum of ten (10) players dressed and ready to play at the
start of the tournament.eams not meeting this requirement will be permitted 15
minutes. After 15 minutes the game will defaulted.

Teams will default a game if they cannot floor a five personumeat any point
during the game, including overtintelayers can only compete in 3 periods.

Teams defaulting games under 2.1 or 2.2 must play the game to ensure all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who start the event with 10 players, and lose an individual due to
uncontrollable ciramstance are still eligible to compete as long as they abide by
the rules in 2.2. This does not apply to the first game outlined in 2.1

GAME TIME:

Each game will consist or five (5) periods. The first four (4) will baiute stop time
periods. Theifth will be an eight (8) minute stop time period. There will be amneute

break after the 1st and 2nd periods. Half time will consist of anfiveite break between

the 3rd and 4th period. There will be a angute break after the fourth period.

OVERTIME:

Overtime will be a 4minute stop time period with a jump ball to start. All players are
eligible to compete in overtime if they have not fouled out. Teams must be able to floor a
complete team in all overtime periods. All other rules will beA=IB

SCORE SHEETS

CoachedMUST DESIGNATE, on the score sheet, before the game starts, two (2) line
ups or teams which will play alternatively each of the first four periods (line one plays
the 1st and 3rd periods). Any fiB) players may be used the last period, providing

they have not played or participated in 3 periods or fouled out. If a team has more than
ten players (11 plus) the extra players are to be assigned to a specific line and substituted
on that line at the discretion of the cbac

SUBSTITUTION SITUATIONS :
Once a player is designated to a specific line a coach may substitute at will during that
period.
In the event of a player fouling out or being injured the following rules apply
TEAMS WITH MORE THAN TEN PLAYERS:
A coach must use any additional players on the same line as the player(s) that were
fouled out or injured. In the event this option has already been exhausted than the
substitute(s) from the second line must be utilised. No player is permitted to compete i
more than three periods.
TEAMS WITH ONLY 10 PLAYERS:
No player may participate in more than three of the five periods.
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7.0

8.0

9.0

9.1

10.0

11.0

12.0

13.0

14.0

15.0

Ex. If a player from line 1 replaces a player from line 2 during the second period due to
fouling out or injury then the playdrom line one (1) may only participate in one of the
remaining three periods. In other words the maximum number of periods an athlete can
participate in is 3 of the five periods.

3-POINT & JUMP BALLS:

Threepoint rule iSNOT in effect. There will bao jump balls, except at the start of the
game and at the beginning of overtime. The "Alternative Possession Arrow" will be used
and will be awarded to the team losing possession of the opening jump.

TIME OUTS : One timeout for each of the first foyseriods and two in the fifth period.
One time out for each overtime period.

PRESSING:

Pressing iNOT permitted at this age group until the last two minutes of the game. This
will permit the team trailing at the end of a game to have a legitimatecehat winning.
Only man to man presses are permitted. If a team is up by more than 20 points pressing is
not permitted.

TRAPPING/DOUBLE TEAMS:

Trapping and or doubleeaming the basketball outside of SHOOTING RANGE (usual 3
pt. area) is NOT PERMITTED ahis age group except in the final two minutes of
regulation or overtime. If a team is up by more than 20 points trapping is not permitted.
NOTE: Hedging: This is not a form of doubleteaming. It is initiated by the
offensive team and is permitted on scen and roll plays.

SCOREBOARD: Scoreboard not to show more than a 20 (twenty) point spread. An
accurate score will beegistered by the minor officials (scorekeeper).

DEFENCE: Only man to man defence is permitted along the guidelines outimed
Appendi x AAO0 of this bookl et .

BASKET HEIGHT : The basket height will be set at 8 feet for the Mini under 11 and 9
ft. for the Mini under 12 age group. This will be a component that will be evaluated prior
to announcing a host.

FREE THROWS: Teams willshoot the penalty from 12 feet as opposed to the normal 15
feet. The Host Team will be responsible for placing a line or tape 12 ft from the basket so
officials and participants can identify the line.

8/24 SECOND VIOLATIONS: Officials will enforce the 8econd back court violation
and the 24 second shot clock.

PENALTY SITUATIONS: Teams will shoot free throws on the™@&am foul in the

first half (I* three periods) and on th& g&am foul during the second half (Periods 4 & 5). Teams
in the penait situation will remain in the bonus situation for overtime.

16.0

In all other caseBIBA Rules will apply.
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BANTAM

(Under 13 as of Jan.1 the year of tournament)

BALL SIZE : Spalding 1000 Size 6 (BOY & GIRLS)

PARTICIPANTS:

Teams must haverainimum of ten (10) players dressed and ready to play at the
start of the tournament. Teams not meeting this requirement will be permitted 15
minutes. After 15 minutes the game will be defaulted.

Teams will default a game if they cannot floor a five perioe-up at any point
during the game, including overtintelayers can only compete in 3 periods

Teams defaulting games under 2.1 or 2.2 must play the game to ensure all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who start the event with 10 players, and lose an individual due to
uncontrollable circumstance are still eligible to compete as long as they abide by
the rules in 2.2. TiB does not apply to the first game outlined in 2.1

GAME TIME:

Each game will consist or five (5) periods. The first four (4) will bmi6ute stop time
periods. The fifth will be an eight (8) minute stop time period. There will be animete
breakafter the 1st and 2nd periods. Half time will consist of a-finieute break between
the 3rd and 4th period. There will be a anmute break after the fourth period.
OVERTIME:

Overtime will be a 4ninute stop time period with a jump ball to startl players are

eligible to compete in overtime if they have not fouled out. Teams must be able to floor a

complete team in all overtime periods. All other rules will be FIBA.
SCORESHEETS:
CoachedMUST DESIGNATE, on the score sheet, before the gamdsstawo (2) line

ups or teams which will play alternatively each of the first four periods (line one plays
the 1st and 3rd periods). Any five (5) players may be used in the last quarter, providing
they have not played or participated in 3 periods afei out. If a team has more than

ten players (11 plus) the extra players are to be assigned to a specific line and substituted
on that line at the discretion of the coach.

SUBSTITUTION SITUATIONS:

Once a player is designated to a specific lirmach may substitute at will during that
period.

In the event of a player fouling out or being injured the following rules apply

TEAMS WITH MORE THAN TEN PLAYERS:

A coach must use any additional players on the same line as the player(s) that were
fouled out or injured. In the event this option has already been exhausted than the
substitute(s) from the second line must be utilised. No player is permitted to compete in
more than three periods.
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52 TEAMS WITH ONLY 10 PLAYERS:
No player may under anyrcumstance participate in more than three (3) of the five
periods.
Ex. If a player from line 1 replaces a player from line 2 during the second period due to
fouling out or injury then the player from line one (1) may only participate in one of the
remaining three periods. In other words the maximum number of periods an athlete can
participate in is 3 of the five periods.

6.0 PERIOD OF PLAY:
A period of play constitutes any playing time within that period.

7.0 3-POINT & JUMP BALLS:
Three (3) point ruleis NOT in effect. There will be no jump balls, except at the start of
the game and at the beginning of overtime. The "Alternate Possession Arrow" will be
used and will be awarded to the team losing possession of the opening jump.

8.0 TIME OUTS :One timeout for each of the first four periods and two in the fifth period.
One time out for each overtime period.

9.0 PRESSING: Zone presses are permitted in the front court only. Half court Zone Presses
in the defensive court are not permitted. Teams musktb&dk into a man to man
defence when the ball crosses the half court line. Man to Man pressing is permitted
anywhere on the court. There will be no pressing permitted (by the team leading) if
there is more than a twen{g0) point spread.

10.0 DOUBLE TEAMS are permitted anywhere on the court, outside of the normal scoring
range (usually around thepint line). Once a team sets their offeficethe scoring
range) Appendi x AAO comes into effect.

11.0 SCOREBOARD:
Scoreboard not to show more than @ @wenty) point spread. The minor officials
(scorekeeper) will register an accurate score.

12.0 DEFENCE:
Only man to man defence is permitted along
this booklet.
13.0 PENALTY SITUATIONS: Teams will shoot freehtows on the 10 team foul in the
first half (' three periods) and on th& 8&am foul during the second half (Periods 4 &
5). Teams in the penalty situation will remain in the bonus situation for overtime.

14.0 In all other caseBIBA Ruleswill apply.
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INTERMEDIATE

(Under 14 as Jan.1 the year of tournament)

BALL SIZE : Spalding 1000 Size 6 (BOY & GIRLS)

PARTICIPANTS:

Teams must have a minimum of ten (10) players dressed and ready to play at the
start of the tournament. Teams ma¢eting this requirement will be permitted 15
minutes After 15 minutes the game will be defaulted.

Teams will default a game if they cannot floor a five personudmeat any point
during the game, including overtintelayers can only compete in 3 periods

Teams defaulting games under 2.1 or 2.2 must play the game to ensure all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who starthe event with 10 players, and lose an individual due to
uncontrollable circumstance are still eligible to compete as long as they abide by
the rules in 2.2. This does not apply to the first game outlined in 2.1

GAME TIME:

Each game will consist or f&v(5) periods. The first four (4) will ber@inute stop time
periods. The fifth will be an eight (8) minute stop time period. There will be snomete
break after the 1st and 2nd periods. Half time will consist of anfiveite break between
the 3rd andith period. There will be a ofrainute break after the fourth period.

OVERTIME:

Overtime will be a 4ninute stop time period with a jump ball to start. All players are
eligible to compete in overtime if they have not fouled out. Teams must be dlolerta
complete team in all overtime periods. All other rules will be FIBA.

SCORESHEETS:

CoachedMUST DESIGNATE, on the score sheet, before the game starts, two (2) line
ups or teams which will play alternatively each of the first four periods @ime plays

the 1st and 3rd periods). Any fivgs) players may be used in the last quarter, providing
they have not played or participated in 3 periods or fouled out. If a team has more than
ten players (11 plus) the extra players are to be assigredgecific line and substituted

on that line at the discretion of the coach.

SUBSTITUTION SITUATIONS :

Once a player is designated to a specific line a coach may substitute at will during that

period.

In the event of a player fouling out or lieg injured the following rules apply

TEAMS WITH MORE THAN TEN PLAYERS:

A coach must use any additional players on the same line as the player(s) that were

fouled out or injured. In the event this option has already been exhausted than the
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14.0

substitutés) from the second line must be utilised. No player is permitted to compete in

more than three periods.

TEAMS WITH ONLY 10 PLAYERS:
No player may under any circumstance participate in more than three (3) of the
periods.

five

Ex. If a player fromline 1 replaces a player from line 2 during the second period due to
fouling out or injury then the player from line one (1) may only participate in one of the
remaining three periods. In other words the maximum number of periods an athlete can

participate in is 3 of the five periods.

PERIOD OF PLAY:
A period of play constitutes any playing time within that period.

3-POINT & JUMP BALLS:

Three (3) point rule iNOT in effect. There will be no jump balls, except at the start of
the game and alhe beginning of overtime. The "Alternate Possession Arrow" will be
used and will be awarded to the team losing possession of the opening jump.

TIME OUTS :One timeout for each of the first four periods and two in the fifth period.
One time out foeach overtime period.

PRESSING: Zone presses are permitted in the front court only. Half court Zone Presses

in the defensive court are not permitted. Teams must fall back into a man to
defence when the ball crosses the half court line. Man to ptassing is permitted

man

anywhere on the court. There will be no pressing permitted (by the team leading) if

there is more than a twen{20) point spread.

DOUBLE TEAMS are permitted anywhere on the court, outside of the normal scoring

range (usudy around the Joint line). Once a team sets their offeficethe scoring
range) Appendix AAO comes into effect.

SCOREBOARD:

Scoreboard not to show more than a 20 (twenty) point spread. The minor officials

(scorekeeper) will register an accuraters.

DEFENCE:

Only man to man defence iIis permitted
this booklet.

PENALTY SITUATIONS: Teams will shoot free throws on the™eam foul in the
first half (I three periods) and on th& 8&amfoul during the second half (Periods 4 &
5). Teams in the penalty situation will remain in the bonus situation for overtime.

In all other caseBIBA Ruleswill apply.
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MIDGET

(Under 15 as of Jan.1 the year of tournament)

BALL SIZE : Spalding 100 Size 7 (BOYS) Size 6 (GIRLS)

PARTICIPANTS:

Teams must have a minimum of ten (10) players dressed and ready to play at the
start of the tournament. Teams not meeting this requirement will be permitted 15
minutes. After 15 minutes the game will defaulted.

Teams will default a game if they cannot floor a five persondmet any point
during the game, including overtintelayers can only compete in 3 periods

Teams defaulting games under 2.1 or 2.2 must play the game to ensure all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who start the event with 10 players, and lose an individual due to
uncontrollable circurstance are still eligible to compete as long as they abide by
the rules in 2.2. This does not apply to the first game outlined in 2.1

GAME TIME:

Each game will consist or five (5) periods. The first four (4) will bmi6ute stop time
periods. The fith will be an eight (8) minute stop time period. There will be a one
minute break after the 1st and 2nd periods. Half time will consist of arfinate break
between the 3rd and 4th period. There will be amiraute break after the fourth period.

OVERTIME:

Overtime will be a 4minute stop time period with a jump ball to start. All players are
eligible to compete in overtime if they have not fouled out. Teams must be able to floor a
complete team in all overtime periods. All other rules will be FIBA

SCORESHEETS:

CoachedMUST DESIGNATE, on the score sheet, before the game starts, two (2) line
ups or teams which will play alternatively each of the first four periods (line one plays
the 1st and 3rd periods). Any fivés) players may be used tihe last quarter, providing

they have not played or participated in 3 periods or fouled out. If a team has more than
ten players (11 plus) the extra players are to be assigned to a specific line and substituted
on that line at the discretion of the cba

SUBSTITUTION SITUATIONS :

Once a player is designated to a specific line a coach may substitute at will during that
period.

In the event of a player fouling out or being injured the following rules apply:

TEAMS WITH MORE THAN TEN PLAYERS:

A coach must use any additional players on the same line as the player(s) that were

fouled out or injured. In the event this option has already been exhausted than the
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substitute(s) from the second line must be utilised. No player is permitted to compete in
more than three periods.

5.2 TEAMS WITH ONLY 10 PLAYERS:
No player may under any circumstance participate in more than three (3) of the five
periods.
Ex. If a player from line 1 replaces a player from line 2 during the second period due to
fouling ou or injury then the player from line one (1) may only participate in one of the
remaining three periods. In other words the maximum number of periods an athlete can
participate in is 3 of the five periods.

6.0 PERIOD OF PLAY:
A period of play constitutesny playing time within that period.

7.0 3-POINT SHOT & JUMP BALLS:
Three (3) point rulelS in effect at the Midget age category. The regulation thoaet
line will be used for both male and female participants. There will be no jump balls,
except athe start of the game and overtime. The "Alternate Possession Arrow" will be
used and will be awarded to the team losing possession of the opening jump.

8.0 TIME OUTS: One timeout for each of the first four periods and two in the fifth period.
One time oufor each overtime period.

9.0 PRESSING: Zone presses are permitted in the front court only. Half court Zone Presses
in the defensive court are not permitted. Teams must fall back into a man to man
defence when the ball crosses the half court line. kdaMan pressing is permitted
anywhere on the court. There will be no pressing permitted (by the team leading) if
there is more than a twen{g0) point spread.

10.0 DOUBLE TEAMS are permitted anywhere on the court, outside of the normal scoring
range (usually around the-Boint line). Once a team sets their offeficethe scoring
range) Appendi x AAO comes into effect.

11.0 SCOREBOARD:
Scoreboard not to show more than a 20 (twenty) point spread. The minor officials
(scorekeeper) will register an acate score.

12.0 DEFENCE:
Only man to man defence is permitted along
this booklet.

13.0 PENALTY SITUATIONS: Teams will shoot free throws on the™eam foul in the
first half (' three periods) and on th& 8&am foul during the second half (Periods 4 &
5). Teams in the penalty situation will remain in the bonus situation for overtime.

14.0 In all other caseBIBA Ruleswill apply.
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UNDER 16 RULES

(Under 16 as of Jan.1 the year of tournament)

BALL SI ZE: Spalding 1000 Size 7 (BOYS) Size 6 (GIRLS)

PARTICIPANTS:

Teams must have a minimum of ten (10) players dressed and ready to play at the
start of the tournament. Teams not meeting this requirement will be permitted 15
minutes. After 15 minutethe game will be defaulted.

Teams will default a game if they cannot floor a five persondmet any point
during the game, including overtintelayers can only compete in 3 periods

Teams defaulting games under 2.1 or 2.2 must play the gaemstoe all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who start the event with 10 players, and lose an individual due to
unoontrollable circumstance are still eligible to compete as long as they abide by
the rules in 2.2. This does not apply to the first game outlined in 2.1

GAME TIME:

Games will consist of five (5) eigiminute stop time periods. There will be a enmute
break after the 1st and 2nd periods. Half time will consist of anfiveite break
between the 3rd and 4th period. There will be amneute break after the fourth period.

OVERTIME:
Overtime will be a 4minute stop time period with a jump ball start. All players are

eligible to compete in overtime if they have not fouled out. Teams must be able to floor a

complete team in all overtime periods. All other rules will be FIBA.

SCORESHEETS:
CoachedMUST DESIGNATE, on the score sheet, before thame starts, two (2) line

ups or teams which will play alternatively each of the first four periods (line one plays
the 1st and 3rd periods). Any fiB) players may be used in the last quarter, providing
they have not played or participated in 3ipés or fouled out. If a team has more than

ten players (11 plus) the extra players are to be assigned to a specific line and substituted
on that line at the discretion of the coach.

SUBSTITUTION SITUATIONS :
Once a player is designated to a sfiedine a coach may substitute at will during that
period.
In the event of a player fouling out or being injured the following rules apply:
TEAMS WITH MORE THAN TEN PLAYERS:
A coach must use any additional players on the same line as the playdr(setba
fouled out or injured. In the event this option has already been exhausted than the
substitute(s) from the second line must be utilised. No player is permitted to compete in
more than three periods.

24



5.2

5.0

7.0

8.0

9.0

10.0

11.0

12.0

13.0

TEAMS WITH ONLY 10 PLAYERS:

No player mayunder any circumstance participate in more than three (3) of the five
periods.

Ex. If a player from line 1 replaces a player from line 2 during the second period due to
fouling out or injury then the player from line one (1) may only participate inobtige
remaining three periods. In other words the maximum number of periods an athlete can
participate in is 3 of the five periods.

PERIOD OF PLAY:
A period of play constitutes any playing time within that period.

3-POINT & JUMP BALLS:

Thethree point ruldS in effect at the under 16 category. The regulation thet line

will be used for both male and female participants. There will be no jump balls, except at
the start of the game and overtime. The "Alternative Possession Arrovidewiied and

will be awarded to the team losing possession of the opening jump.

TIME OUTS:
One timeout for each of the first four periods and two in the fifth period. One time out
for each overtime period.

PRESSING:
All forms of pressing is grmitted in this age group There will be no pressing permitted
(by the team leading) if there is more than a twe(g) point spread.

SCOREBOARD:
Scoreboard not to show more than a 20 (twenty) point spread. The minor officials
(scorekeeper) willegister an accurate score.

DEFENCE:
Teams are permitted to utilise all zone or man defences (full and half court) at this age

group.

PENALTY SITUATIONS: Teams will shoot free throws on the™feam foul in the
first half (™' three periods) and othe 8" team foul during the second half (Periods
4 & 5). Teamsn the penalty situation will remain in the bonus situation for
overtime.

In all other caseBIBA Rules will apply.
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JUVENILE

(Under 17 as of Jan.1 the year of tournament

BALL SIZE : Spalding 1000 Size 7 (BOYS) Size 6 (GIRLS)

PARTICIPANTS:

Teams must have a minimum of ten (10) players dressed and ready to play at the
start of the tournament. Teams not meeting this requirement will be permitted 15
minutes. Afer 15 minutes the game will be defaulted.

Teams will default a game if they cannot floor a five persondmet any point
during the game, including overtintelayers can only compete in 3 periods

Teams defaulting games under 2.1 or 2.2 must {hla game to ensure all teams
compete in the scheduled games. The game will be automatically awarded to the
team able to floor a complete team. No protest is required to enforce this rule.
Teams who start the event with 10 players, and lose an individue to
uncontrollable circumstance are still eligible to compete as long as they abide by
the rules in 2.2. This does not apply to the first game outlined in 2.1

GAME TIME:

Games will consist of five (5) eigiminute stop time periods. There wé a oneminute
break after the 1st and 2nd periods. Half time will consist of anfiveite break
between the 3rd and 4th period. There will be amneute break after the fourth period.

OVERTIME:
Overtime will be a 4ninute stop time period with jump ball to start. All players are

eligible to compete in overtime if they have not fouled out. Teams must be able to floor a

complete team in all overtime periods. All other rules will be FIBA.

SCORESHEETS:

CoachedMUST DESIGNATE, on the scorelheet, before the game starts, two (2)-ine

ups or teams which will play alternatively each of the first four periods (line one plays the
1st and 3rd periods). Any fivé5) players may be used in the last quarter, providing they
have not played or partia@ped in 3 periods or fouled out. If a team has more than ten
players (11 plus) the extra players must be assigned to a specific line and substituted on
that line at the discretion of the coach.

SUBSTITUTION SITUATIONS:
Once a player is designatedacspecific line a coach may substitute at will during that
period.
In the event of a player fouling out or being injured the following rules apply:
TEAMS WITH MORE THAN TEN PLAYERS:
A coach must use any additional players on the same line as the(®lapat were
fouled out or injured. In the event this option has already been exhausted than the
substitute(s) from the second line must be utilised. No player is permitted to compete in
more than three periods.
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TEAMS WITH ONLY 10 PLAYERS:

No player may under any circumstance participate in more than three (3) of the five
periods.

Ex. If a player from line 1 replaces a player from line 2 during the second period due to
fouling out or injury then the player from line one (1) may only pawigpn one of the
remaining three periods. In other words the maximum number of periods an athlete can
participate in is 3 of the five periods.

PERIOD OF PLAY:
A period of play constitutes any playing time within that period.

3-POINT & JUMP BAL LS:

Three (3) point rule is in effect. The regulation thpeént line will be used for both male
and female participants. There will be no jump balls, except at the start of the game and
overtime. The "Alternative Possession Arrow" will be used and wikwarded to the

team losing possession of the opening jump.

TIME OUTS:
One timeout for each of the first four periods and two in the fifth period. One time out
for each overtime period.

PRESSING:
All forms of pressing is permitted in this ageup. There will be no pressing permitted
(by the team leading) if there is more than a twe(g) point spread.

SCOREBOARD:
Scoreboard not to show more than a 20 (twenty) point spread. The minor officials
(scorekeeper) will register an accurstere.

DEFENCE:
Teams are permitted to utilise all zone defence (full and half court) at this age group.

PENALTY SITUATIONS: Teams will shoot free throws on the™feam foul in the
first half (' three periods) and on th& 8sam foul durig the second half (Periods 4 &
5). Teams in the penalty situation will remain in the bonus situation for overtime.

In all other cases FIBA will apply.

27



Basketball Minor Officials
Information Guide

Please photocopy and distribute as necessary

Being a minor official (scorekeeper & timekeeper) at a basketball game holds many
responsibilities. All new and experienced minor officials to eliminate potential problems should
review this information.

CHECKLIST
1. Arrive at least 20 minutes prior togtscheduled thoff of the game (or earlier)
2Ensure that the scorerdés area has all the pr
[ ] One table
[ ] Two chairs

[ ] Functional clock
[] Basketball score sheet(s)
[] Two working pens
[] One possession arrow
[] Stopwatch or a wrist watch with a second hafat time-outs
[ ] Game schedule (if at a tournament)
[ ] List of specific rules (if at a tournamentibavailable)
[_] Game program for team rosters (if available)
3. Check to see if the score clock is fully operational

[ ] Check horn
[ ] Be sure all the lights are working (bonus, period, time and score)
*faprobl em arises with the <c¢l ock, cor
Ahomeodo team coach or the game refere
4.Be sure that the score clockés cord is in go

out during play (use tape if needed to cover the area angkepfe away from the outlet)
. Keep the table neat and in good order (free of garbage)
. Only the scorer and timer are to be at the score tableAll people not directly involved
with the game are not permitted to be around the scorekeepers. This wilpatarital
distractions.

o O1
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Responsibilities of the AT

r operating the
hat you keep you
cate regularly w

The fAtimero i s responsible fo
foul s, etc. It i s suggested t
to react and that you communi
information.

GAME TIME REQUIREMENTS

o

. Notify the referee with 3 minutes remaining so the referee may notify the teams. Do this by
sounding the horn threetimes Sound the horn at 2 minutes (
(one Ahonko) .

2. Once the time has expired, set the clock to the correct time as indicated below
(recommended):
a. Mini -Midget Periods 14 (6 min. stop time) Period 5 (8 min. stop time)
b. Ul6 and 17 Periods 15 (8 min. stop time)
c. All overtime will be 4minute periods with stop time.
* Times listed are recommended. Tournament play, exhibition or league
games may be played with a different time. Contact the Tournament
Convenor or fhocdmegfcatidneam coach for
3. Follow the instructions posted on the clock on how to set the game time.
WHEN TO START AND STOP THE CLOCK
l't is suggested that you keep your hand on th

1. You are to always start the cloaken the game referee drops their hand (in a chopping
motion). The clock is to be stopped at the sound of a whistle only except for the last 2 minutes
of the game when it stops for every basket. When the game referee raises their hand, (fouls,
outof-bourd s, vi ol ations) stop the clock instantl
should be stopped.
2. The clock is to start once the ball makes contact with a player on the court. Be sure to watch
the referee (that hands the ball into play) closely smenaccuracy as they will indicate when
to start the clock by dropping their arm (Ac
3. The clock continues to run after a team scores except for the last 2 minutes of the game.
4. You are to start the clock during the jump ball when the tba# istappedby either of the
Aj umper so. The referee is to signal this st
time).
51f the play is tonbhe tdeumedclky id dtohmbewst ar
or is touched by a playen the court. Watch for the referee (that hands the ball into play) to
drop their arm (Achopping ino time) to signa
6. During a freethrow, the clock is to remain stopped. Itis to be started on a missed free throw
once a player othe court (e.g. during a rebound) touches the ball
7. Make eye contact with the game referee with the ball when you are ready for the game to
begin after each stoppage.
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o

WHAT TO DO WITH SUBSTITUTIONS

. Substitutes are only permitted to enter the game darstgppage in play.
. If a player wishes to enter the game, sound the horn to get the attention of the referees during

a stoppage in the action.

. During time outs, either team can substitute at will, as long as the referee is aware of the

change(s) and beaks the substitutes onto the floor.

. If a player wishes to substitute another player that is shooting-thh@e at the timesound

the horn before the official enters the free throw area and let the referee know that there is a
Asub f or Dusnigrouttiplesfreedthrows, subs can only be made during the final

attempt in the sequence and after the final attempt has been converted. If the shooter makes
their free throw, the substitution will take place. If the shots are not made, play continues and
the sub will wait until the next stoppage in play.

. Additional substitution OpportunityA team that has been scored upon during the final two

minutes of the fifth period or overtime shall be permitted to initiate a substitution provided the
request is madeefore the ball again becomes live following the field goal. If that team does
substitute, then the opponents may also substitute.

WHAT TO DO DURING TIME OUTS

. Each team is permitted to receive (1) full time out for each of the first 4 periods and 2

timeouts in the fifth. Each timeout will be 1 minute with the call to resume play at 50
seconds. The team calling the time out may not end the timeout early.

. Timeout Following Field Goal Following a field goal, the team that has been scored upon

may be grated a timeout provided the request for a timeout is made before the ball again
becomes live.

. Scorers should take this opportunity to check the running score to ensure accuracy.

WHAT TO DO WITH THE POSSESSION ARROW

. It is your responsibility to controlthiéep o s sessi on arr owo.
. At the start of the game, immediately after the jumppab,i nt t he arrow to

that DID NOT win the tignot to their bench).

.I'f you donét have a possession arrow, you

use that (as long as the referees are aware!)

. At each jump ball, (two players getting tied up with the ball) switch the arrow to face the

opposite direction. Wait until the referees see in which direction the arrow was pointing
before flipping it.

. The possssion arrow will also be used to determine possession at the beginning of each

period except at the start of the game and overtime. N@®igthe arrow at halftime You

must do this because the teams are switching baskets, but the possession réimiias wi

team that ended the half with it. Communicate this to the referees, so that everyone is aware
of whatds going on!
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HOW TO MARK THE GAME SCORE

1.Add the correct amount of points to the scor
appropriate poits for each of the following:
a. one (1) point for every made free throw
b. two (2) points for every made field gaakidethe threepoint line
c. three (3) points for every made field gbahindthe threepoint line. This will only
count in under 15, 16 and 1Vemnts.
* to determine whether the made shot is a-pent or a thregoint shot, watch for the
refereeds signal (either with two fingers
2. Follow the instructions posted on the score clock on how to add the points to the scoreboard.
3. No points arescored if the referee waves off the points.
4. Be sure you and the scorer have the same score on both the scoreboard and the game sheet.
Check this continually throughout the game (the score sheet is the official record).

WHAT TO DO AT HALFTIME

1. Halftime will be at the end of the third period and will be 5 minutes long. Put 5 minutes on the
clock and start the time running. Be sure to do this as soon as the game time expires as to
keep the game on schedule.
2.0n the scoreclock, vedeal theufiseaminbonusoli @
3.Keep track of the game ball and please avoid
You are at the game to work and must act professionally to maintain the respect of coaches,
players and especially the spectators.
4. Sownd the horn with three, two and one minutes remaining in the half.

WHAT TO DO DURING OVERTIME

1. Reset the clock to the appropriate time indicated by the referees (e periods in
overtime). Teams will havene minutdo begin play once the regulatiime expires.

2. The teams will begin the overtime with a jump ball at4tadirt, so be prepared to point the
Apossession arrowo0 the appropriate way. The

WHAT TO DO AT THE END OF THE GAME

1. If there is a game following the one yausj worked, start the clock with the amount of time
remaining until the next game tyosf f . Ask the fihomeo coach for

2. Leave the final score of the game that just completed on the clock for at least 5 minutes.

3. If this game was the last fordtday, assist the school with putting the clock away and
cleaning up the score tablebés area. Re me mb e

Be sure to ask the game referee any questions or concerns you may have about your job. Do this
by buzzing the horand waving them over to the score table. You should consult the referee at
any time (if there is a difficulty) during the gartéHEN THE CLOCK IS STOPPED
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Responsibilities of the NS

The fiscorero is responsi bl sonthegamersaeetkhronghoutt h e ¢
the game. It is recommended that you use a pen and write hard on the sheet, to ensure the copies

on the below sheets are c¢clear and that you <co
both have the same information.

1. Have each team coach (or manager) complete the game sheet roster while the teams are
warming up. FULL NAMES SHOULD BE USEDBCoachedMUST DESIGNATE, on the
score sheet, before the game starts, two (2)upgeor teams which will play alternatively
eachof the first four periods (line one plays the 1st and 3rd periods). Am(Sjvplayers
may be used in the last period, providing they have not played or participated in 3 periods or
fouled out. If a team has more than ten players (11 plus) the exygaphlxre to be assigned
to a specific line and substituted on that line at the discretion of the coach.

2. Completely fill out the required sections on the score sheet (league / tournament, division,
gender, location, date, etc.). This will assist leaguarozgrs in keeping track of the results.

3. Havebothreferees print their names at the top of the score sheet (they will sign the score
sheet at the end of the game).

4. Once EVERYTHING has been completed on the sheet, you are ready to begin the game.

HOW TO M ARK POINTS ON THE GAME SHEET

1.ALWAYS MARK THE ARUNNI N th® GyGtRoking ol thdrpBifts on
the sheet as they are scored. Mar k it with
2Add the correct amount o fMarkthe apgrapriate pointsfore s cor
each of the following:
a. one (1) point for every made free throw
b. two (2) points for every made field gaakidethe threepoint line
c. three (3) points for every made field gbahindthe threepoint line. This will only
applyin U 16 and 17 events.
* To determine whether the made shot is a-pemt or a thregoint shot, watch for the

refereeds signal (either with two fingers
3. Torecord a twepoint basketorathregoi nt basket, mar k a the20 or
scoring playerodds name. Print clearly.

4. To mark a free throw, draw a small circle in the box beside the shooting player to represent
each free throw taken. Fill the circle in if the shot is made or leave it open if the shot is
missed.

e.g. =two MISSED free throws
= two MADE free throws
= first shot was MISSED, second shot was MADE
= first shot was MADE, second shot was MISSED

32



=

o 01

HOW TO MARK A FOUL

I n the Afoulso column, place a AX0 in the bo
marked F1, F2 etd:he referee will report each foul to you directly Please listen and

watch carefully. You are the only one keeping track of the fouls. Accuracy at this point is

very important!

. Players are disqualified on their &' personal foul and nust leave the floor Notify the

referee by sounding the horn and indicating thersd disqualifying foul. Do this by showing
the referee your open hand.

.Techni cal fouls (AT6s0) are also marked in t

the gameon their second (2) technical foul of the game.

. Technical fouls are counted towards the total of personal fouls a play can havee.g.

4 personal fouls + 1 technical foul = disqualification (5 total fouls)

. The technical fouls are also counted towards theeam fouls
.You are responsible for keeg ateanhassevenklO)of At e

team fouls in the first half and 8 inthe second half not i fy t he bonesh er ee by
and signaling with both your hands, with one finger raisedami. The opposite team now
shoots free throws.

AL Abench technical foulsd (from the coach

footnote at the bottom of the score sheet and go towards the total team fouls for the half.

. Please mark an X in threanningteam foulssection of the score sheet. During timeouts it may

be a good idea to check the fouls with the running count to ensure accuracy.

WHAT TO DO DURING TIME OUTS

. As each team calls a time out, it is your responsibility to keep track of lamy each team

takes. Stroke out the number of time outs taken per team as they happen. The referee will
indicate who took the time out. Mar k the nu

. Teams are permitted to take one full timeout in each of the first four periods and twoin

the fifth. Any number called over that amount will result in a technical foul to that team.

WHAT TO DO AT HALF -TIME

. Once the first half of the game is completed, to keep your sheet organized, do the following:

a.in both Arunning scadrep ol bmoc&wamds ALO) b
halftime scores. This will indicate what the halftime scores were.

b. Mark a long line irbothii f oul 6 col umns to separate the [t
foulso are all reset for the second half.
c.toawi d marking the individual scores in the

the side of the last quarter you marked.

. The game sheet MUST remain at the score table at all tib@$.0t let coaches or managers

take the sheet away for whatever reaso
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WHAT TO DO DURING OVERTIME

=

Mark the running scores the same as you did
2. Time outs do not carry over to the overtime period. ONE FULL (60 sec.) TIME OUT PER

TEAM PER OVERTIME.
3. Continue marking the sheet as you weanarty regulation time by marking the individual
scores in the fAiOvertime 0 col umn.

WHAT TO DO AT THE END OF THE GAME

o

. Before you finish you must do the following:
a. be sure the score on the game sheet and the score on the clock are the same. The
officials stould also check this before they apply their signature.
bb.mark in the Awinning teamo and the Afina
c. havebothreferees sign their names at the top of the score sheet in the referee and
umpire sections.
dtot al up seaali pli awead 6 poi nts and pl ace th
column
e. sign the score sheet yourself and have your partner sign below yours
f. be sure to hand the official score sheet to the host to keep as records.
2. | f you ar e s-beacedérvepgamedollavingirdnoedididlye
ahave the fAtimero put up the time remainin
clock running (keep games on schedule)
b. have the two new coaches start filling out the next game sheet
c. do it over again!

Notes:

H If at any time there is a problem with the clock or the game sheet, call the referees over
immediately as long the play is stopped. The game can be stopped to adjust problems as they
arise. The longer you let a small problem or concern go by, the biggeotilerp it will be
later!

HRemember to take your time when working as a
spectators distract you from your job! If necessary, ask a referee to clear people from the
immediate area of the score table.

H Please keefhis document, as it can be a good reference for you or others to follow to make
the game run smoothly.

If there is a discrepancy between what is written here and the
FIBA Rules Book, the latter shall prevalil
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BASKETBALL

Minor Officials Quick Reference Guide

AT i Mok operator

1. Game Times Mini-Midget age groupst - 6 minute periods and one 8 minuteipé as the
fifth.; Under 16 & 17 age group8-8 minute periods. All periods are stop time.
2. Scoring: Mark one (1) point for every free throw; two (2) points for every made field goal,
three (3) points for every madepdint field goal- watch the referetor what each shot is
worth
3. Suggested Half time 5 minutes reset all bonus lights, team & personal fouls scores and re
check score to ensure accuracy.
4. Keep hand on clock switch at all times be ready to react!
5. Start clock as referee drops handwatch he referee that hands the ball into play)
6. Stop clock at sound of whistle keep clock running after score except for the last 2 minutes
of the game.
7. Substitute only when stoppage in play The only exception is in the final 2 minutes of the
game. Sound harto notify referee(s)
8.Switch Apossession arrowo after every jump b
9. Qvertime: 4 minute stop time periods until a winner is decided.
100Communicate with fiscorero at all times to en

A S C O recdedd th® game sheet

1. Have caaches complete the game roster8e sure coaches are aware of designating 2
separate lines prior to the game. Full names and numdardude date, time & location and
have officials check sheets prior to start of game.

2. Mark running score first withasash A [/ fA mar k

3. Mark individual score second A 2 0 “paint scoae Nt3vwo f o -poindscoretfull ere
empty circles to indicate made or missed free throws (1 point each)

4. Record fouls i X 0 (Hemsonal foulsibmpersonaldauld= b onus
disqualification

5. Time-outs: One per team in each of the first 4 periods and 2 in the fifth. One time out for
every overtime period. Record in proper place on sheet.

6. Techni cal f oul-gotawardskpersdnalarsd teénTfoul totals

7. Bonus Situation After a team reaches tehQ) team fouls in the 1st half and (8) eight in the
second the ot henotfyrefam i s in Abonuso

8. Halftime : indicate what halftime scores are (indicate with backwards L); separasdf 1
team fouls by drawihgol oogumhneddawnt éng fisq
period score box to remind yourself not to use this section in second half.

9.Endofgame Total all scores and write in Awinnimr
individual points and forward to tounment host for records.
100 Communi cate with Atimero at all times to ens
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Appendi x AAO0

Over the past the NLBA have attempted to define the man to man defence in such a way that it
would not hinder the development of the sport and #réigipants at the offensive end of the
court. While the rule has remained the same
identify by our officials and some coaches. The rules outlined below have been cultivated to
achieve our goals outlined aboregarding the offensive end of the playing court. They may not

be perfect, however the will be constantly reviewed annually by our Minor Committee. It should

be noted the committee has dedicated an immense amount of time to the development of the
NLBA Minor Rul es and have discussed the AMan to
hours. If you are unclear as to the overall concept of the rules listed below please feel free to
contact the Provincial office for further clarification.

Man To Man Defence: (When a team is in the scoring area; usually inside the@int line)

1) Court Regions: The defensive court will be divided into three regions in the offensive end of
the court as outlined iRigure 2. Two regions will extend from the sideline to the Key area
and the third will include the area between the key outline and up through the top of the
threepoint line. There will be BUFFER AREA just outside of the key area on both sides.
SeeFigure 1.

2) Weak Side Position:If the basketball is located on eithemgiregion the defenders located
on the opposite side of the bélteak sidg must have at least 1 foot outside of the clearly
marked key area. Séggures 3 & 4. If the ball is located in the middle of the court the
defence is permitted to be in any pasiti Sed-igure 5.

3) Buffer Area (3- feet outside the wing side of the k#ythe offensive player on the weak side
is inside theBuffer Area the defender is permitted to have both feet in the key area to defend
against the cut or the possible post up leydfiensive player. Sdeigure 6 or 7. If the
offensive player on the weak side is outside the Buffer area the defender must have at least
one foot outside the key. SEmure 8 or 9.

4) Ball Penetration:Once ABal | Penetrat i oimgocCusdramstheng, sh
ball side, the opposite side defenders (weak side) are permitted to help. Ball Penetration is
defined as:

a. The offensive player dribbling past the defender.
b. Passing the ball into the post area.
c. Shooting the ball.

5) These rules apply opwhen the basketball is in scoring range, not when the offensive team
crosses centreourt.

6) Failure to comply with the above rules will result in two warnings from the officials and then
two free throws and the ball for each subsequent act.
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