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	RANDOLPH GIRLS BASKETBALL RULES – Varsity & Senior Leagues

	



All play will be governed by the standard high school basketball rules as set forth by the National High School Federation unless otherwise noted below.
TEAMS

The Recreation Policy requires that an attempt be made to have each girl signing up late placed on a team.  The assignment of a late registration is the responsibility of the League Coordinator and Chairman.

INDIVIDUAL PLAYING REQUIREMENTS:  

When a team has 6 players in attendance, each player must sit for at least 4 minutes during the game.  When a team has 7 or more players in attendance, each player must sit for at least 8 minutes during the game, 4 minutes per half.  When a team has 8 players, each girl must play a minimum of two (2) full quarters (4 periods).  This is accomplished by the four-minute substitution rule.  At the four-minute mark of each quarter, every player on the bench must enter the game.  The substitution rotation is reset at half time.  League referees are aware of this rule.  However, each coach has the responsibility of signaling or making the referees aware of the four-minute substitution change, should they be caught up in the flow of the game.  Play should not be stopped while a play is in progress (fast breaks for example), but rather the referee will call for an Official’s Time-Out when there is an appropriate opportunity.  

When foul shots are taken at the end of a four minute substitution period (not the end of the quarter), the foul shots will be taken with the same team on the court. The clock will stop at the four-minute mark. After the last foul shot, if it is made, the substitutions will be made and play will start again as normal. If the last foul shot is missed, the ball will remain in play until possession by one team. The clock will not start and the whistle will blow to stop play for substitutions. No put backs of the rebound will be allowed. 

The following is the general rule relating to the four-minute substitution rule:

At the four-minute mark of each quarter, every player sitting on the bench must enter the game.  This is defined within each half of the game as the substitution rotation is reset at half time.
The only deviations from this rule are:

a) The player is not feeling well and cannot continue.

b) At the parent’s request (child is recuperating from an illness).

c) The player has fouled out.

Coaches must make both the opposing coach and referees aware when either of the a), b), or c) rule is being applied.  

Coaches are asked to use discretion when a player who left the game due to an injury is ready to return.  The injured player may return in the next 4 minute increment she is able to play.  If the injury occurred towards the end of a shift, this player should not return in the very next shift.  Any playing time missed due to the injury will not be made up during the game.  (Example - A girl is injured in the first 4 minutes of the game and cannot return until the 3rd quarter.  She does not get to play the entire 3rd quarter to make up for the missed 2nd quarter shift.)
LENGTH OF GAME: 
Each game will consist of four (4) quarters of eight (8) minutes, with a running clock, except for injuries, time-outs, and during foul shots.

The clock will stop during all foul shots.  It will also stop on all whistles (“dead balls”) during the last 2 minutes of the second half.

Note:  A “made” basket does not constitute a “dead ball”  - the clock will continue to run.

Each team will be allotted two (2) time-outs per half.  Each time-out is to last one (1) minute.  Players and coaches may request a time-out.  The referee signals that time-out has been granted by blowing his whistle. Time-outs from the first half may not be carried over into the second half.  No substitution is allowed on a time out.
DOUBLE TEAMING:

Double Teaming is not allowed above the three-point line. The first infraction will result in a warning. Any infraction after that will result in two free throws and possession of the ball for the offensive team.

DEFENSE:

First Half - Zone defense is not allowed.  You must play man-man.  


If the offensive team spreads out the court and puts a player far away from the play, a defensive player does not have to go out and play her; she can stay inside the 3 point circle.

Second Half - Zone defense is allowed. 

PRESSING:

Full court pressing is only allowed in the last 2 minutes of the second half.  If a game goes into Overtime, pressing will only be allowed in the last 2 minutes of overtime.
POSSESSION ARROWS:

The game opening tap determines first possession.  Thereafter, the possession alternates on jump ball situations and with the beginning of the 2nd, 3rd and 4th quarters. Please note that last possession at the end of each quarter does not translate necessarily into change of possession at start of next quarter.

TEN SECOND BACKCOURT RULE:

The offensive team is allowed ten (10) seconds to advance the ball from the backcourt into the forecourt.  The ten (10) second rule starts once an offensive player touches the ball.

FIVE SECOND INBOUND RULE:  

The offensive team is allowed five (5) seconds to inbound the ball.  The count starts once the referee hands the ball to the in bounding player.  The ball must be released by the inbounding player within the five (5) second period, or it is a violation and possession is given to the other team.  (Note: the five (5) seconds for inbounding does not count for the purposes of the ten (10 second backcourt rule).  There should be three (3) feet between the inbounds and a defender.  The three (3) feet between the inbounds and the defender, will be parallel to the out-of-bounds line.
THREE SECOND LANE VIOLATIONS:

An offensive player may only be in the THREE (3) second lane for THREE (3) seconds, when their team controls the ball.  The second count stops, when the ball is shot toward the basket or the ball is no longer controlled (loose balls, rebounds, etc.).

OVERTIME:

Overtime will consist of a four (4) minute period with “regular basketball time keeping” (not a running clock).  Substitutions are to be made at the two (2) minute mark of the Overtime period.  Pressing will be allowed in the last two (2) minutes of Overtime.  Each team is granted one (1) additional time-out.  (Due to time constraints, time-outs are not carried over from regulation).  Overtime begins with a jump ball.  Alternate possessions resume thereafter. Ties at the end of overtime will be recorded as such, i.e. there will not be a second overtime permitted unless both coaches agree and court time is available.

FORFEITS/FOULING OUT:  

A team must have a minimum of four (4) players to start a game. If a team cannot field five (5) players at the start of the game, both teams will wait until 10 minutes after the scheduled start.  Example # 1 - if your game is scheduled to start at 7:00 PM and you do not have five (5) players, please ask the refs for a 10 minute grace period.  If you have five (5) players, you must begin play.  Example # 2 – if your team is schedule to start at 7:00 PM and the previous game did not end until 7:10 PM, there will be no grace period as we must keep the games on schedule. 

 If the team’s roster is reduced to four (4) active players due to injury the game will continue. However, the remainder of the game will be played 5 versus 4. 

Five (5) personal fouls and a player must leave the game.  The only exception will be is if there are no available bench players remaining. In this case, in addition to whatever foul shots apply for the personal foul, two technical foul shots and the ball will be awarded to the violated team for every foul committed by that fouled out player, a practice that will be continued for the remainder of the game.

A bonus situation (1-1 for the shooter) will occur on the 7th team foul of each half. On the 10th team foul, 2 shots are provided.

Two (2) technical fouls and a player must leave the game.

MOVING SCREENS:  

A player setting a screen or a pick must stand still.  They are not allowed to move (shuffle or lean to one side or the other) to block the defender. Her arms, hands and elbows cannot extend outside of shoulder-width or be extended away from the body. They must also allow for one step by the player being picked if it is a blind pick.
HAND CHECKING:  

Not permitted in this league.  Defenders may not place their hands, even lightly, on the offensive players with the ball.

FREE THROWS:  
Shooters must stay behind the free throw line, until the ball hits the rim or goes through the basket.  If the ball misses the basket entirely, it is a violation.  If the “rebounders” in a free throw situation (after the referee hands the ball to the shooter) move their feet, before the shooter releases the ball, it is a violation.  Violations by the shooting team result in the other team receiving the ball out of bounds, and a “made” free throw attempt will not count.  Violations by the defending team result in the offensive team receiving another free throw attempt, if the shot was not successful.  If the free throw was made, play continues as if there was no violation.

Players lining up for the free throw are limited to two (2) offensive players, plus the shooter, and four (4) defensive players. Players will alternate from the basket, defensive player, offensive player and defensive player on either side of the lane. The marked lane spaces nearest the basket must remain vacant.

GAME CANCELLATIONS:

Games will only be cancelled due to weather.  In the event of school closings, all games are automatically canceled.

If the weather conditions after school or on weekends are poor, coaches are asked to call the RANDOLPH RECREATION HOT LINE (989-7085) or check the town website (randolphnj.org).  When possible, League Coordinators will contact coaches, but please make use of the Hot Line and Website.  The League Coordinator will notify the coaches of any rescheduled games.
All game results must be e-mailed to the website administrator by the winning team within 24 hours (randolphrechoops@gmail.com).

2009-2010 BASKETBALL SEASON
OUR JOB AS COACHES IS TO CREATE A POSITIVE LEARNING ENVIROMENT, WHEREBY OUR KIDS CAN ….

1) Have Fun

2) Improve their skill

3) Understand how to function as part of team

4) Get in shape

5) Understand how discipline and hard work make us better individuals

6) Etc.

WE CAN CREATE A POSITIVE LEARNING ENVIROMENT, BY …

1) Making sure everyone participates in practices and games (1/2 the game)

2) Concentrating on the positives

3) Overteaching – spend extra time on the fundamentals

4) Show lots of enthusiasm

5) Compliment specifics

6) Have fun, instill laughter

7) SET AN EXAMPLE OF GOOD SPORTSMANSHIP

8) Promote team spirit

9) Recognize progress

10) Teach, assess skills and set reasonable expectations
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