EDMONTON BASKETBALL ASSOCIATION
www.edmontonbasketball.org

F.Y.I. SHEET


THINGS TO REMEMBER AND SHARE WITH YOUR TEAM MEMBERS AND FANS

LEAGUE RULES AND BYLAWS CAN BE FOUND ON OUR WEBSITE


NOTICES

1)	With emails that come from the league for schedules, game changes, meeting notices, etc., it is important to reply back so we know you have received the memo.

2) 	With faxes regarding the same information as stated previously, please fax back the cover sheet.

3) 	If you have any questions, please call 780-438-0890 or email eba@edmontonbasketball.org.

4)	Your team will be contacted if you are affected on the change of a game time.


COURTESY

1) 	OUTDOOR SHOES must be taken off before entering the court.

2) 	RESPECT THE GO CENTRE STAFF – If you have concerns, notify the league and we will deal with it.


GAME FORMAT

The league will be using FIBA rules with the following modifications:

1) 	10 minute quarters stop time, 5 min half time. (Officials cannot shorten game clock or have run time)

2) 	There are only 2 time outs per half. No carry-overs.

3) 	No handle in the back court.

4) 	Home team supplies: GAME BALL, SCORE SHEET and SCOREKEEPER.

5) 	Visiting team supplies: TIME CLOCK (if facility does not provide one) and TIMER.

6) 	Winning team is responsible for submitting the completed score sheet to the league’s Executive Director. This can be done the following ways: email (preferred), fax, or dropped off with the staff at the front entrance of the GO Centre. 
- Refer to instructions in the SCORE SHEETS section

7) 	No game should end in a tie - must have a winner. Overtime shall run 5 minutes (stop time). Each team will only have one time out.
FIBA RULES (YOU NEED TO BE AWARE OF)

1)	JUMP BALL
Jump ball always and only to start a game – alternating possession (A.P.) for the rest (including overtime). If a technical foul is issued before the start of the game, shoot the free throws and start the game with a jump ball. If the fraction occurs between periods, the infraction is sanctioned without the AP arrow being affected.

2)	SUBSTITUTION
	Substitutions are permitted during clock stoppage – unlimited; During free throws – ONLY prior to the first shot; Either team may sub after the last successful free throw provide the request was on time; The last two minutes of the 4th quarter, subs permitted for the team scored upon. If they do, scoring team may have subs as well; Once sub is in, he/she must stay in the game for one tick of the clock; A player who has fouled out must be replaced in 30 seconds; during a time out, any substitute must simply report to the score keeper.

3)	INJURED PLAYER
If an injured player is able to play immediately (within 15 seconds) play shall continue without penalty; lf an injured player recovers during a time out called by either team in that stopped clock period, that player may continue to play. If bench personnel come out on to the floor when the player is injured, that player must be replaced for one tick of the clock unless a time out is called by either team.

4)	BLOOD RULE
Any bleeding player must be substituted for immediately. May stay if a timeout is granted to either team and the player is ready at the end of the time out.

5)	THROW-INS
	During a front court throw-in, the ball cannot be thrown into the back court; the ball is allowed to be thrown over the backboard.

6)	DEAD BALL
The ball is DEAD when it is in flight for a goal and either the whistle blows or the game clock sounds to end the period or the shot clock sounds and the ball is on its upward flight; if the ball hits the rim on a shot and bounces upward with a chance of going in – then the whistle sounds or the game clock signals end of period – if a player touches the ball at this point, BASKET INTERFERENCE.

7)	FREE THROWS
5 seconds to shoot the ball; Maximum 5 players in designated lane space (spaces exclusive to each team); Violation by either team (excluding the shoot) is called ONLY IF the free throw is unsuccessful; on a successful free throw only a violation by the free-thrower is penalized; throw in is from the free throw line extended; team control foul has no free throw awarded; violation by free-thrower takes precedence over other violations.

8)	LAST SECOND SHOT
Near the end of a quarter, the game clock must show at least 0:00.3 for a player to secure control of the ball and attempt a try for goal. If the clock shows 0:00.2 or 0:00.1, the only legal goal must be made as a tap or direct dunk.

9)	PENALTY (BONUS)
	2 shots are awarded starting on the 5th team foul in each quarter.

10)	TECHNICAL FOUL
Technical fouls are non-contact fouls - live or dead ball; 2 shots plus possession at division line; Technical fouls against players count towards the players' 5 personals and the team’s total; If the foul is by a player during an interval, that foul will count towards the bonus in the next quarter; Technical fouls towards the bench personal are charged to the coach and do not count towards the teams total for the purpose of bonus.



11)	UNSPORTSMANLIKE FOUL
This is an intentional foul with penalty being 2 (3) shots and possession at divisional line; Exception: made field goal = I shot + possession; 2 unsportsmanlike fouls = disqualification; 

12)	DISQUALIFIED PLAYER
A player is fouled out of the game when he/she receives 5 personnel fouls or 2 unsportsmanlike fouls or 1
Disqualifying foul; Disqualified players must be substituted for within l0 seconds. No warning buzzer at 10 seconds; Coach is disqualified with 2 technical fouls directly to him or as a result of3 technical fouls to bench personnel.

13)	FIGHTING
Head coach or assistant may assist in fighting situation. Any other bench personnel who leave will be disqualified; Regardless of how many people leave the bench area, only 1 Technical foul shall be charged to that particular team; if members of both teams are disqualified under this rule, it is treated like a double foul.

14)	COURT
	We will be using the black three point line and the wide key.


PERMANENT JEWELRY

1) 	Definition: Jewelry that cannot be removed.

2) 	No jewelry is permitted at all. If the player cannot remove the jewelry, the player cannot play.

3) 	This rule will be strictly enforced.


KNEE BRACES

1) 	All knee braces must be wrapped. No Exceptions.


SCORE SHEETS

1) 	Please use a regular pen (black or dark blue ink). Lighter colours cannot be read when scanned or faxed. Please set your scanner in dark so once printed we can read it.

2) 	Both teams are responsible for putting their players on the score sheet BEFORE the start of the game. (This means first and last names).

3) 	The winning team is responsible for making sure the Top Line is completed.
 (Team names, court number, date of the game and division)

4) 	The winning team must add up players points on BOTH teams, not just their own.

5) 	Both teams have the right to comment on a game or the officials – submit your issues via email.

6) 	Once complete, the WINING TEAM is responsible for faxing/emailing in the score sheet within 2 business days. Fax number is 780-988-1666. Email is eba@edmontonbasketball.org. Completed score sheets may also be dropped off with the staff at the front desk of the GO Centre. 



7) 	PENALTIES:

i) 	If these procedures are no t followed, a $15.00 fine will be assessed (Score sheet must be filled out properly by both teams).

ii)	 Players with no last name on the score sheet will be considered ineligible. 
	
iii) 	If the score sheet is sent in late, the team will lose the 2 points if the game is won. 

iv)	Please keep fax transmission slips to prove you sent the fax. 
	
v) 	If emailing, save your sent items; records can be traced through electronic archives. 					Otherwise an appeal will be denied.

8) 	Any serious issues arising from the game must be emailed to the Executive Director ASAP.


PLAYOFFS (TIE BREAKER PROCEDURES)

TWO-WAY TIE

1) 	If tied in points, Win/Loss record of regular season league play used to rank teams.

2) 	If still tied, Win/Loss record of teams tied. (Defaults disqualify).

3) 	If teams split 1 win and 1 loss, go to Plus/Minus against each other.

4) 	If still tied, Plus/Minus of TOTAL points FOR and AGAINST in regular season play.

THREE-WAY TIE

5) 	If tied in points between three teams, the W in/Loss record between the three teams is used. For example:

Team A 	Team B 	Team C 		OR 	Team A 	Team B 	Team C 		OR 	Team A 	Team B 	Team C
Win vs B	Win vs C	Loss vs A 			Win vs B 	Win vs A 	Win vs A 			Win vs B 	Win vs A 	Loss vs A
Loss vs B	Win vs C 	Win vs A 			Loss vs B	Loss vs A	Loss vs A 			Win vs B 	Loss vs A	Loss vs A
Win vs C 	Loss vs A	Loss vs B 			Win vs C	Win vs C 	Win vs B 			Win vs C 	Loss vs C	Win vs B
Loss vs C	Win vs A 	Loss vs B 			Loss vs C 	Loss vs C 	Loss vs B 			Win vs C 	Loss vs C 	Loss vs B
_____________________			____________________			_____________________
2W / 2L 	3W / 1L 	1W / 3L 			2W / 2L 	2W / 2L 	2W / 2L 			4W / 0L 	1W / 3L 	1W / 3L

i) 	In the first situation, Team B will finish FIRST, Team A will be SECOND, and team C is THIRD.

ii) 	In the second situation, since all three teams are tied, then ranking will be based on points FOR/AGAINST each other. If still tied (either with all 3 teams or 2), rankings are determined by points FOR/AGAINST for ALL regular season league games.

iii) 	In the third situation, Team A finishes in FIRST; then points FOR/AGAINST each other between Team B and Team C. If still tied, then points FOR/AGAINST for all regular season league games.
