SHARON RECREATION BASKETBALL LEAGUE RULES

A-B RULE

(1) The A-B rule will be strictly enforced. Coaches must be good sports and
avoid disputes over who belongs on what squad. The Coordinator will have the
final say on all disputes relating to this rule.

(2) Teams generally should have approximately 12 players so there will be
adequate participation during each game and give players adequate rest. If the
entire roster is present, the team must use 6 players on the "A" squad and 6
players on the "B" squad. If only 5 "B" players attend and one gets tired, or, if
only 4 "B" players attend, less experienced "A" players must be used to fill the
slot. In that event, the less experienced "A" player(s) MAY shoot the ball, but
they may NOT guard the opposing point guard.

(3) In the first season game, the "B" squads will play during the first and third
quarters, and the "A" squads will play during the second and fourth

quarters. Every game, roles will reverse. In the latter instance, the

Coordinator will notify coaches prior to the game and remind them that roles
must be reversed. The published schedule will NOT reflect this issue in any way.

(4) Coaches should use the term "first unit" and "second unit" when referring to
A and B squads. For example, on the night that the "B" squad plays in the
second and fourth quarters, the boys/girls should be referred to as the second
unit. Please get used to that terminology and downplay the whole thing. Please
do not say, "hey guys, tonight we are going to give the "B" boys/girls a chance to
finish the game." Just do it. They will appreciate that. If an "A" player asks you
about it, tell him/her "tonight you are going to start."

*Grade 9-12 - All players must have equal playing time or team may forfeit
game.

PLEASE NOTE: The A/B rule is critical to make sure games are as fair as possible
and to ensure that all players get an equal portion of the playing time.
Non-compliance with this rule could result in a forfeit.

CLOCK - TIMEOUTS

(5) There will be four (4) seven (7) minute stop-time quarters. If time constraints
become an issue we will change the clock to running time. We must do
everything possible to stick to the schedule so that each game lasts one

hour. The quarters will be stop-time (i.e., the clock will be stopped constantly
throughout the game). For example when the ball goes out of bounds, during
timeouts, free throws, other longer play-stoppages, injuries, the ball going into
the hallway, etc. the clock should be stopped.

If the game is running late and we do change it to running time we will have
stoppage time during the final one (1) minute of the second quarter and the
final two (2) minutes of the fourth quarter (i.e., the times when the backcourt
press is permitted), the clock will be stopped as in a professional or college
game. Coaches are advised to politely remind the clock operator of these rules
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before they come into play, and if there is a need to start or stop the clock. DO
NOT ALLOW PARENTS OR PLAYERS TO YELL AT THE CLOCK OPERATOR.
*Grades 9-12 will play four (4), seven (7) minute quarters; stop-time.

(6) Each team has a total of three (3) one (1) minute timeouts. The timeouts may
be used at any time during the game, but no more than two (2) timeouts per
half. Coaches are encouraged to move things along and not take too long on the
sidelines. If games start taking too long the Coordinator will reduce the number
of timeouts permitted. If the game goes into overtime, no additional timeouts
will be given.

OVERTIME

(7) During the regular season there will be no overtime. During the playoffs
teams will be allowed a two (2) minute overtime with the “A” or “B” squad that
was on the floor when time expired. If the overtime clock runs out and the game
is still tied, another two (2) minute overtime will be permitted. In this overtime
the squad on the floor, “A” or “B”, must be substituted. (i.e. if the “A” squad
finished up the 4™ quarter they will start the first overtime; if the game goes
into a second overtime the “B” squad will then be substituted in.) It will continue
like this until a winner is determined.

MAN TO MAN DEFENSE

(8) All teams prior to eighth grade must use man-to-man defense only. Once a
team has advanced the ball over the 3-point line, the defensive players must
stay within six (6) feet of their man. Basic defense moves such as switching and
sliding through are allowed. However, continual switching to allow one player to
always cover the ball will not be allowed. If a player drives to the hoop in the
paint, it is inevitable that the defense will gravitate to the ball. The referee will
be instructed to use good judgment as to whether this truly constitutes double-
teaming. Any league with players in eighth grade or above may set its own rules
regarding defense. The coordinator will have final say on this issue.

Exception - In the event of a fast break, anyone can pick up the ball handler.

(9) No pressing or defense of any kind is permitted in the backcourt.

Exception - during the final one (1) minute of the second quarter and the final
two (2) minutes of the fourth quarter, the defense may defend or press in the
backcourt. In the fourth quarter, there will be no pressing at any time if the
defense has a lead of ten (10) points or more. If the losing team narrows the
lead to less than ten (10) points, the press may be installed.

Exception - Grades K-4th - Backcourt pressing is only allowed for one (1) minute
in the 4™ quarter.

Exception - Grades 5-6™ - Backcourt pressing is only allowed for two (2) minutes
in the 4™ quarter.

Please Note: Once a team is ahead by 10 or more points, that team is no longer
allowed to press.

*Grade 9-12 - Defense is allowed in the backcourt until the team is up by 10
points or more.
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FOULS

(10) The scorer will track team and individual fouls. When a team draws its first
(1%") through sixth (6™) foul, the opposing team will get the ball out of bounds
(unless it is shooting foul). When a team draws its seventh (7*) through ninth
(9™) foul in a half, the opposing team will receive a one and one. When a team
draws its tenth (10") or more foul in a half, the opposing team will receive two
shots.

Exception - There will be no double bonus in grades K-4. When a team draws its
tenth (10™) or more fouls in a half the opposing team will continue with the one
and one shots.

(11) When a player draws his/her fifth (5th) individual foul, he/she will be
removed from the game, resulting in a 30 second time out. If the player
removed from the game is a "B" player, his/her removal from the game will
require that an equally skilled player be substituted into the game. If an "A"
player is inserted into the game by necessity, the "A" player may shoot, but
he/she cannot guard the opposing point guard.

Exception - Grade 9-12 Boys - If a team only has 5 players and one of those
players gets their 5" foul, they are allowed to stay in the game to keep the teams
even. For any additional fouls this player has the opposing team will treat it as a
technical foul. Ex. The person fouled will get two shots and the ball on the
sideline.

(12) A free throw shooter must begin his shot standing fully behind the free
throw line. Exception - Grade K-4™ - can start one step in from the free throw
line. K-4®Grade - If he/she "jumps" and lands on the line or in front of it, he/she
will NOT be penalized. 5" Grade Boys - If he "jumps" and lands on the line or in
front of it, he will NOT be penalized. 5/6™ Grade Girls - If she "jumps" and lands
on the line or in front of it, she will NOT be penalized.

Grade 6-12" - If he/she "jumps" and lands on the line or in front of it, he/she
WILL be penalized.

(13) The second free throw must hit the rim for the ball to remain in play. On a
one and one free throw, if the first shot is missed and hits the rim the ball will
remain in play, if the ball goes out of bounds the opposing team will receive the
ball on the baseline.

TECHNICAL FOULS

(14) Player technical fouls are counted as a personal foul and a team foul. If any
player receives a technical foul the opposing team will receive two (2) free
throws plus possession of the ball. Any player receiving two (2) technical fouls
in a game shall be ejected from the current game, removed from the
gymnasium, and shall not participate in the next, one (1) game. Any player that
is ejected from a game for any other reason shall not participate in the next, one
(1) game.

(15) Referees can assess technical fouls for, but are not limited to, the following
offenses: poor sportsmanship, unnecessary roughness or flagrant foul,
profanity, delay of game, requesting too many time outs.
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(16) Any Coach receiving a technical foul must sit for the remainder of the
game. Any Coach receiving two (2) technical fouls in a game shall be ejected
from the current game, removed from the gymnasium, and shall not participate
in the next, one (1) game. Any coach that is ejected from a game shall not
participate in the next, one (1) game.

(17) Any fighting before, during, or after a game, while still on town property,
will result in suspensions in accordance with the Code of Conduct. This
suspension does not have to be issued by a referee; coordinators can also make
this call.

*Fouls of any kind will be carried over into overtimes; for the purpose of one
and ones and the double bonus.

RULINGS AND CONTROVERSIES

(18) Coaches should try everything possible avoid arguments and strife of any
kind. The Coordinator will be the final word on all controversies.

BASKETBALLS

(19) There is one official league ball. The Coordinator will use it in his team's
games and other games he/she attends. If the league ball is not available,
coaches should use an actual or composite leather, brown basketball of the
following size:

K-1 Grade - Size 27.5” (Junior Size)

2nd Grade - Size 28.5”

Girls 3rd-12® Grade - Size 28.5”

Boys 3rd-6" Grade - Size 28.5”

Boys 7th-12th Grade - Size 29.5”

*Please do not use street balls, decorated balls, etc., as the game ball.

(20) Please make it clear to your players that the league cannot be responsible
for lost balls brought to the gym.

UNIFORM

(21) Players must wear their team shirt, shorts and sneakers. Sweat pants and
road-style or hiking sneakers are discouraged. Please teach players to wear their
uniforms with pride, tucking in their shirts and looking presentable.

MISCELLANEOUS

(22) Key/Paint Violations:
Grades K-2 will receive verbal warnings about moving in and out of the key.
Grades 3 + 4th will receive verbal warnings to get out of the key, if they do
not move out of the key within 5 seconds it will result in a turnover.
Grades 5 - 12" will not receive any warnings and have 3 seconds to get in
and out of the key.

(23) Each team has 10 seconds to get the ball over half court; if a team fails to
do so it will result in a turnover. Backcourt violations will not be called for
grades K-2.
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(24) There will be no half-time break; since there will be a different squad
coming onto the court this should not be an issue.

(25) No jewelry of any kind (i.e., necklaces, earrings, bracelets, anklets, rings,
etc.) can be worn during games; including hair clips, barrettes, bobby-pins, etc.

(26) If there are any issues with the referee, janitor, or teams, please report the
incident to the Coordinator. The Coordinator will follow up during the week
with the coaches and the Recreation Department. All issues will be discussed
but the outcome of those discussions may not necessarily result in any action.

COACH OBLIGATIONS

(27) Instruct your players to arrive 5-10 minutes before game time so they are
ready to hit the court when their time arrives. Warm-ups should be brief.

(28) Do not allow your players to run all over the court or in the hallways while
waiting for the previous game to finish, and do not allow your players to shoot
during breaks (i.e., time-outs, end of quarter, etc.) in the previous game.

(29) Do not over-coach your team. Try to create a fun atmosphere. Minimize
yelling and screaming.

(30) Teach respect for officials, and behave accordingly. It is more important
that the players learn to accept bad calls than for you to take issue with them.

(31) Prior to the game, the designated home team coach must arrange (i) a
scoreboard operator, (ii) scorebook operator and (iii) second-volunteer referee. It
is recommended that coaches bring a whistle for use by the second referee.
Speak to the referee before the game about the defense rules so he/she knows
what we allow and prohibit.

(32) Only one coach will be permitted to stand on the sidelines during the game.
This rule will be enforced by the referee and the Coordinator. If several
warnings are required, a technical foul may be called.

(33) After the game, the winning coach must e-mail the score to the Coordinator.
Please send the identity of BOTH teams and the final score.

(34) There is one scorebook. It is the official record of the season. If you are the
winner of the last game of the session, take the scorebook home. Coordinators
will arrange for it to be picked up prior to the next session.

Exception - if the schedule has the losing coach playing the first game of the
next session, it makes sense for him/her to take it instead of the winning coach.
In any event, PLEASE MAKE SURE SOMEONE TAKES IT!

Players play, coaches’ coach, and parents cheer!
Let’s all work together to make this a very positive experience.
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