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WINTER YOUTH BASKETBALL
RULE PACKET
JR. HIGH and HIGH SCHOOL LEAGUES
BEHAVIOR AND SPORTSMANSHIP
It is every player’s and coach’s responsibility to know the rules and abide by them.  It is also every player’s and coach’s responsibility to respect and cooperate with the officials.  It is the responsibility of the coach to insure proper behavior on the part of his/her team’s fans.  

The objective of CARD Sports Leagues is to provide the opportunity for participants to benefit from quality leisure time activities which encourage fitness, healthy competition, fun and fellowship in the form of organized sports.  Friendly competition and good spirited rivalry are expected.  However, Officials and Facility Supervisors are CARD employees and will not tolerate verbal abuse or physical threats from or amongst players, coaches or spectators.  Inappropriate conduct can result in penalties ranging from game ejection to lifetime suspension.  The Official or Facility Supervisor may forfeit games if either team's participants or supporters act in such a way as to interfere with proper conduct of the game.

GENERAL

Conversations with officials will be kept to a minimum.  Only team captains and coaches may address the officials.  Coaches may only address matters of rule interpretation or essential game information and must do so in a courteous manner.  Any verbalization directed toward an official other than that outlined above, will result in technical foul and possible dismissal from the contest.

No jewelry (rings, watches, necklaces, earrings, etc.) may be worn during the games for safety.  Length of fingernails, if deemed dangerous, will be cause for removal of player from that game.

Please leave valuables in a safe place or have team collect and keep by team bench. CARD is not responsible for any lost items. 
A resident is any person who resides within the CARD boundaries and/or own property within the CARD boundaries.

ALCOHOL/TOBACCO

No smoking and alcoholic beverages on CARD property:  Coaches will be held responsible to remind their players and followers that it is against state law, school code and contrary to CARD rules to smoke or drink alcoholic beverages on CARD or school property.

BLOOD RULE

A player with a bloody injury or blood on his/her uniform must leave the game.  The player may not return to the game until the wound is no longer bleeding, the wound is covered or the uniform is changed.  

FOOD AND DRINK

In an effort to protect the courts for not only the duration of our season but for many seasons to come, no food or drink is allowed in any CARD gymnasium other than water.

LEAGUES

1. Teams must play at the time, place and date specified on their schedule. No team shall be given special concessions on courts, game times or night of play.  Teams who can only play on certain nights must be ready to adjust themselves to the caliber of the league that the League Director has set up for their team for any night.

2. All 5 on 5 games are scheduled to have two (2) officials.  In the event there is only one official, an official game will still be played.  

ELIGIBILITY OF TEAMS

1. Team Roster: Maximum number of players on the roster is 10 players. 
PLAYER ELIGIBILITY

1. No player is allowed to play in the CARD basketball program while playing on any freshman, junior varsity or varsity high school basketball team.

2. All players must be registered with CARD to be eligible.  

EQUIPMENT

1.  Home team will be light. Away teams will be dark. 
2.  Official sized men’s ball (29.5 size) will by used for Jr. High and High School boy’s leagues. 

Official sized women’s ball (28.5 size) will by used for Jr. High and High School girl’s leagues. 

FORFEITS

1.  Game time is forfeit time. All 5 on 5 games must start with a minimum of four players; however, games may be finished with fewer players as long as the team can still win the game.  

PLAY-OFFS
1.  All ties for play off seeding will be determined by:

1) Head to Head

2) Point Differential
3) Fewest Points Allowed
2. All teams will be seeded one week prior to the beginning of the play-off. Play-offs will include all teams in a single elimination tournament at the end of the season. 
RULES AND REGULATIONS

CARD Basketball is structured to follow the 2010-2011 NFHS Basketball Rules with modifications made to suit constraints of the program.

The following rules pertain to all jr. high and high school leagues, unless otherwise noted.

TIME LIMITS

1.  All 5 on 5 games will consist of four 10 minute quarters. The final 2 minutes of the four quarter will be stopped clock unless a team is winning by 10 points or more. If the score is 9 points or closer, stopped clock is utilized. 
2.  If necessary, a two minute overtime period will be played.  Stop time will be utilized for all two minutes.  After that two minute overtime a tie is declared. If in a playoff game, another overtime period will be permitted, followed by sudden death. 
3.  There will be a 5 minute half time between the first and second half. 
TIME OUTS

1.  5 on 5 leagues are allowed two time outs per half. 
2. Time outs are one minute in length. 

3.  Time outs may not be carried over into the second half or into an overtime period.

4.  A team is allowed only one time out in the overtime period.

COURT PLAY

1.  Free Throws: 


All free throws will be shot as it is in regulation basketball (shooting foul results in two free throws). 

2. Team Fouls: 


On the 7th team foul, team will receive bonus free throws. 


On the 10th team foul, team will receive double bonus free throws. 

3.  Once an individual reaches 5 personal fouls they are ineligible to play (foul out).  

4. Technical Fouls Coaches: Any unsportsmanlike conduct will result in a technical foul. Any coach receiving two technical fouls for unsportsmanlike conduct will be removed from the gym and suspended a minimum of one week. Two such occurrences in a season and the coach will no longer be allowed to coach in the CARD youth sports program. All disciplinary action will be reviewed by the head official of the league where infraction.  

5.  Technical Fouls Players: Any two technical fouls on one player will result in dismissal from the contest and may not be allowed to participate in the team’s next game, depending on the severity of dismissal.

6.  Dunking the basketball or attempting to do so is not permitted during regulation play or warm ups and will be strongly enforced.  Penalty: one technical foul. 
7.  Flagrant fouls will be called for unnecessary or excessive roughness, unsportsmanlike conduct, or dangerous intentional fouls. Penalty: dismissal from game and further suspension from CARD is possible depending on the severity of the dismissal.

8.  All technical and flagrant fouls will result in two shots and the ball out of bounds for the opposing team.
9. Substitutions: You may substitute during any dead ball situation (timeout, foul, violation). All players must check in with the scorekeeper, before entering the game. 
GAME LOGISTICS

1. Defense: 

a. Primary defense needs to be man-to-man and needs to be played in the first five regulation games. 
b. Secondary defense can by zone, and cannot be played in the first five regulation games. For the remainder of the league games and for the end of the season tournament, any defense may be utilized. There is no trapping or double teaming in the full court OR half court when a team is up by 15 points or more.
2. Pressing: 

a. You may press only up to a 15 point lead. Half court, and double team traps are considered a type of press, and must be pulled off when a fifteen point lead has been established. If your team continues pressing, you will receive one warning and then will be given an “unsportsmanlike conduct” technical foul, in which the opposing team gets two free throws and possession of the ball. 
3. Player Rotation

a. All players must play at least one half per game. Exception will be made for disciplinary purposes and such an exception must be reported to the head official and scorekeeper before the game begins. 

b. If the gym supervisor or officiating staff questions the playing time of any player, the coach will be approached in a respectful manner in order to remind the coach of the playing time. 

4. Blow Out Situations

a. Whenever a game becomes a blowout, with a 20-point spread, the coach whose team has a         higher score must adjust their offensive strategy. 
b. Some options are to ensure that the ball is passed around 3-5 times prior to a shot, no fast breaks, have players that normally do not shoot much to do so, rotate the point guards, rotate all players in, give player who don’t get as much playing time a chance to shine. If there is not an apparent adjustment made, the head official will respectfully remind the coach to do so. 
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