BIG LAKE YOUTH BASKETBALL ASSOCIATION

www.blyba.com
2nd/3rd Grade In-House Program Rules

1. HAVE FUN:  Together we (players, parents, coaches, volunteers, etc.) will make this a fun time for our youth and will follow through with positive encouragement as they build their knowledge and ability of the sport.
2. ATTITUDE:  It is mandatory that coaches treat all players as equals and provide them with constructive suggestions and criticism.  This means every player gets the opportunity to start games.  Above all, create a pleasant situation where the participants can truly enjoy the game of basketball and leave with a desire to go home and improve their skills. 
3. SPORTSMANSHIP:  Players, coaches and parents/visitors should not dispute a referee’s call even if there is a reason to do so.  Coaches should teach players to play basketball and not question the referee’s calls.  Players must shake hands after the games.  Coaches should not think of themselves and their desire to win, but they should think about their players’ desire to play.  Sportsmanship should be carried through on and off the court, during practices, at home and at school.
4. AT THE GAME:  Coaches are expected to provide a complete roster of players (including names and number) to the score table before the game.  Each team is expected to provide one parent to represent their team at the score table; one parent to run the clock and another to keep the score sheet. Only adults will be allowed to run the clock and to keep the score sheet (no kids). The game will not start until 2 parents volunteer. 
5. PLAYING TIME:  All players on each team will play equal time.  Each coach should be committed to playing all of the players as equitably as possible during the course of the game.  Defensively, players should be matched up according to size and ability.  Player rotations are allowed at the start of each period only.  Players can be substituted during a period only if an injury occurs or a player fouls out of the game. 
6. INJURIES:  Injured players will be replaced by a player from the bench of equal ability.  If a player is taken out of the game for an injury, it will be considered as a period played if it is over half way through the period.  The player replacing the injured player will not be charged with a period played if over half of period has been played.
7. LENGTH OF GAME:  The game will be divided into eight (8) five-minute periods.  There will be a five (5) minute half-time break, provided the game is running on time.  An official time out will be taken for injuries and the team will not be charged.  The first overtime will be two (2) minutes in length.  If the game is tied after the first overtime, the game goes to sudden death (first team to score wins).  During overtime, a coach may play any five players he chooses, provided they have not fouled out. 
8. CLOCK:  Running time, stopping only for free throws and time outs. Last two minutes of the game will be stop time on the referee’s whistle, unless one team has a fifteen point or more lead. 
9. TIME OUTS:  One five second informal time out per period will be granted upon coach’s request; providing play has stopped.  The purpose of the five second time out is to allow coaches to straighten out defensive assignments (clarify who guards who), or make a change of assignments of players.  Each team has two regular time outs (20 seconds each) per game, to be used at the coach’s discretion.  Coaches can only use regular time outs when there is a stop in play or their team has possession of the ball.  The two regular time outs do not carry over into overtime.  Each team is allowed one 20 second time out per overtime period.  If a coach calls a regular time out after they have used all their time outs, it is a rules violation and a technical foul will be called (see technical foul section).
10. JUMP BALL:  Legal jump balls will start the first and fifth periods.  There will be alternate possessions throughout each period.
11. HALF-COURT RULE:  There will be no full court press. After rebound is clearly obtained on the defensive end, the other team must drop back to their half-court defensive positions.  If the player falls down with a rebound or is on the floor with the ball, they do not have clear possession.  They must show clear possession by passing the ball.  If the player stands up, it is a traveling violation
12. MID-COURT LINE:  The ten second rule will apply.  Over and back is a violation.  There will be no half-court pressing. 
13. LANE VIOLATIONS:  Referee’s discretion. No camping out in the lane. An offensive player that is in the lane with the ball must shoot, pass or dribble toward the basket within a reasonable amount of time.  Coaches must explain the lane violation rules in practice. 
14. FREE THROWS & LINE:  The only free throws will be for fouls committed during the act of shooting or a flagrant and obviously intentional foul.  (Other fouls will require taking the ball out of bounds unless the one-and-one bonus goes into effect on the 7th team foul.)  On a free throw, players, including the shooter, cannot enter the lane until the ball hits the rim.  The free throw line will be moved one foot closer from the normal line.  Stepping over the line in the act of shooting will not be a violation. 
15. NO SPREAD OFFENSE:  Coaches should select an offense that allows all players to have an opportunity to handle the ball and score. Avoid using some players to only set screens or spread the defense.
16. DEFENSE:  Person-to-Person only.  Defensive players may sag between the player they are guarding and the basket and may switch to someone else if within the three point arc.  There will be no double-teaming the ball except within the free throw line area (lane).  Double-teaming a person without the ball is not allowed.  On the first and second double teaming infraction called, the player and team are warned. Additional violations will result in a rules violation and a technical foul being called (see technical foul section).  Switching of defensive coverage within current players on the floor will be allowed only during a time out and must be communicated to the opposing coach.
17. ZONE DEFENSES:  Not allowed.
18. FAST BREAKS:  The defense cannot steal the ball from the dribbler in the backcourt; however, any fast break pass in either court may be stolen by the defense.
19. FOULS:  A player is allowed only five fouls per game.  After the fifth foul, the player will not be allowed to play for the remainder of the game (this includes overtime play).  If a player fouls out of the game, they must remain on the team bench for the remainder of the game and cheer on their teammates. A player that fouls out may be replaced by any player on the bench as long as that player has not exceeded any teammate in playing time. If a player fouls out and it leaves the team with less than five players, the player with five fouls can continue to play; each additional foul by that player will result in a rules violation (see technical foul section).  After the seventh foul of the half on a team, the opposing team will no longer shoot free throws. Instead the opposing team will be given one (1) point and possession of the ball. Technical fouls count as a personal and team foul (see technical foul section).
20. TECHNICAL FOULS:  Technical fouls may be called by the referees on players, coaches and parents/visitors.  If coaches wish to raise concern of a rules violation, they must first make the referees or the program director aware of the violation in a responsible/good sportsmanship manner.
Sportsmanship Technical:  
· Players: 

· Arguing with referees, slamming the ball, etc.: First violation: two (2) point penalty and loss of possession; second violation: ejection from the game and must remain on the team bench for the remainder of the game and cheer on their teammates. 
· Punching, kicking, shoving a player, etc.: Ejection from the game and must remain on the team bench for the remainder of the game and cheer on their teammates.  In addition, the player will be suspended for the first half of the next game they play and can only play in two (2) periods of the second half of that game, including overtime. The player must sit on the team bench during the first half of the game and cheer on their teammates.
· Coaches, Parents and Visitors: 

· First violation: two (2) point penalty and loss of possession; second violation: removal from game/school.  If on the second violation the individual refuses to leave the school, the team will forfeit the game to the opposing team.

Rules Violation Technical:  

· Double-teaming: first and second violation is a warning; third violation is a one (1) point penalty.
· Full-court pressing: first and second violation is a warning; third violation is a one (1) point penalty.
· Coach exceeds the number of time outs: is a one (1) point penalty. 
· If a player fouls out and it leaves the team with less than five players, the player with five fouls can continue to play; each additional foul by that player will result in a two (2) point penalty.

· Rotating players within a period: is a one (1) point penalty and loss of possession of ball, if applicable.
· Unequal playing time of players: is a one (1) point penalty and loss of possession of ball, if applicable.
LET’S TEACH BASKETBALL SKILLS AND GOOD SPORTSMANSHIP

