WEST METRO LEAGUE GIRLS’ BASKETBALL . %,

Girls’ Grades 4-8 Rules

>

. BASKETS g £

The baskets will be at the following height: 10 feet

. BALLS

4th: Junior Ball (27.5)
Sth _ 8th: Intermediate Ball (28.5)

. FREE THROW LINE

4th: 12 feet
5th_ 8th: 15 feet

. PLAYERS

5-on-5. A team can play with 4 players. If the players are not on the floor ready to play at the
start of the scheduled game time, the game shall be forfeited to the opposing team. The
participants present will scrimmage for the time allocated.

. UNIFORM

1. No jewelry or accessories may be worn by players. Exceptions:
a. Religious or medical necklaces/bracelets which must be securely taped.
b. Earrings may be taped if recently pierced.

. FOULS

1. Players will foul out of the game immediately after they commit their 5 foul. If a team
has only the minimum number of players present, 4, no player shall foul out of the game.
Subsequent fouls on the player will result in the fouled team being awarded 2 points plus
receiving the ball out of bounds at mid-court. Rotation is not affected for a player subbing
in for a disqualified player.

2. Starting with the 7 team foul per half, players will shoot a 1-1 free throw attempt per foul.

3. On the 10" team foul, the fouled player will receive a two-shot free throw attempt.

. 3 POINT SHOT

Will only be used when the 3-point line is marked on the gym floor.

. JUMP BALLS

Alternating possession.

. DEFENSE

1. No full court pressure. Players must drop back to the half court line. Pressing is allowed in
the last minute of each half.

2. Player-to-player defense at all times.

3. No trapping (double teaming) outside the lane.

a. Trapping & Double Teaming Defined: Two defensive players guarding one
offensive player with the ball at the same time for a prolonged period. Players are
able to play help defense and try to steal the ball but need to recover to their player
after the attempt. Players may also switch who they are guarding. Switching is
allowed and is a skill that we should be teaching.

b. Teams will be given a warning for a double-teaming violation. If the double-
teaming violation continues to occur after the first warning the referee can issue a
team foul.
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PLAYING TIME
1. 2-20-minute running time halves. The clock will stop the last 1 minutes of each half for
whistles.

2. 3 minutes between halves.
* Clock will stop briefly for substitutions

TIME OUTS

1. Each team is allowed 2, 30-second time-outs per half (no carry over).

2. Each team is allowed 1, 30-second time-out per overtime (no carry over).

SUBSTITUTION

1. The clock will stop for substitution at 15:00, 10:00, and 5:00 minutes of each half or at a
stoppage or a natural stopping point in play.

2. The stopping of the clock is to be used only for substitutions. — NOT COACHING

3. Once a player has entered the game, they may not be replaced until they have participated
in the full 5 minutes unless injury, illness, or the player has fouled out.

4. ALL players should play as close to equal amount of time as possible per game.

5. Ifateam has 8+ players, no player is allowed to play three consecutive rotations. The only
exception is if a player is fouled out of the game.

PLAYING TIME REQUIREMENTS

1. Tt is expected of the coaches to play their players equally during the game/season and not
try to “manipulate” the rule so as to create an advantage for his/her team by playing the
“star” players the entire game.
Any player found to be in violation of the equal playing time rule (No player will play
more than one rotation than any other player) must be removed from that rotation. The
referees will issue a warning to the offending coach. A second violation during the season
from that coach will result in a technical foul.

2. Players who show up late to the game will NOT have their rotations made up during the
game. The equal playing time rule will start with the next rotation.

3. The only exceptions to the equal playing time rule (no player will play more than one
rotation than any other player) are as follows

OVERTIME

1. There will be one, two-minute stop time overtime period, with substitutions at the 1 minute
mark.

2. [If, at the end of the overtime, the game is still tied, sudden victory overtime will be played
and the first team that scores will be declared the winner.

3. Jump Ball will start the overtime.

4. Team fouls will continue as 2" half of game.

5. Equal playing time rule is required.

SCORE BOOK & TIMEKEEPER

1. A score sheet will be provided for each game. Each team should assign a person to either

keep the scorebook or run the game clock for the game.

2. The scorer’s table score sheet is the official score sheet. It is the responsibility of the
referees, gym supervisor, and coaches to ensure the accurate score was recorded.

3. The scorekeeper must notify the referees and coaches of any potential substitution issues.
Any player found to be in violation of the equal playing time rule must be removed from
that rotation. The referees will issue a warning to the offending coach. A second violation
from that coach will result in a technical foul.

SCOREBOARD

1. If a team is ahead by 20 points during the second half, the scoreboard shall turn to running
clock.

TOURNAMENT

1. Tournaments will be held at the end of the season.

a. Seeding will be based on regular season results.
b. Point differential does not affect seeding or tie breaks.




