ABOA and ASAA Guide to 
Basketball Minor Officiating

FOR EVERYONE

· Arrive at least 30 minutes before game time. Check your equipment and/or supplies. 
· Throughout the game, work as a team; be professional and non-partisan. Remember, you are a part of the officiating team for the game! 
· During halftime, at least one crew member must be at the table at all times (the scorebook must not be left unattended). Also, be back at the table at least three minutes before halftime ends (if the teams or referees have not returned by that time, you should run to notify them.)

· No handheld electronic devices (phones, iPods, etc..) should be used by minor officials during game.

SCORER 
Before The Game 

· Team rosters are due 20 minutes before game time. 
· Starters are due 10 minutes before game time. 

· Write player names (no initials) on the scoresheet in numerical order; you must include coach names at the bottom of the list. 

· Write the level of game (jr/sr, boys or girls) 
· Have referees and minor officials print their names on the score sheet.

Main Duties (in priority order) 

· Running Score (always mark this first). 

· Player Fouls: Mark all fouls.
· Time Outs: Record all time-outs. 

· Possession Arrow: Notate each change of the arrow in the bottom margin (at the very least, write down who will get the ball to start the second half). 
Scoring Statistics: Record field goals and free throw activity only - do not record missed field goal attempts. Simply mark: 
3 = Three Point Field Goal 
2 = Two Point Field Goal

1 = Good Free Throw 

0 = Missed Free Throw 

Prepared by Anthony Reimer (1998) and modified by Ken Runquist (2007) for the Calgary Basketball Officials Association. Updated by Ryan Reed for Alberta Schools’ Athletic Association (2011).
Related Responsibilities 

· Make sure the running score and the team foul counts match what is on the scoreboard.

· Penalty (2 shots) occurs on the 5th team foul in each quarter.

· A player with five fouls (personal + technical) fouls out - notify the nearest official. 
· A player with TWO (2) Unsportsmanlike fouls is ejected

· Coaches are ejected when they are assessed TWO (2) technicals for personal misconduct Record as - CT. 

· Coaches are assessed technicals for the unsporting behavior of their assistants, subs etc. Record as - BT
· Coaches are ejected if they receive a combination of THREE (3) technical (CT + BT)

· Teams get 2 time outs in the first half, 3 in the second half and 1 per overtime (unused time outs may not be carried over). Notify the officials (and the coach) when a team has taken its last time out. 

· Only the referees decide whether baskets are worth 2 or 3 points-watch the referee trailing the play for the signal. 
· At the end of each quarter, make a vertical mark on the running score.  Check the running score against the individual scoring totals. At the end of the game, compile player scoring statistics. 

· Ejections: If a player or coach is ejected follow all league and/or zone procedures.
Tips

· Use a different colour pen for each quarter. 
· Make eye contact with the official reporting the foul (so that he/she knows you got the message).

TEAM DUTIES                                            

Team Duties can be done by any member of the minor officiating team. These are not optional duties, merely ones that can be assigned to best match your situation.
Team Fouls 

If the scoreboard does not have a place for team fouls, use flip cards on the scorer's table to indicate total team fouls (to a maximum of 5 per quarter. Player fouls (personal and technical) count towards the five. Technical fouls charged to the coach (either C or B) DO NOT COUNT towards the team foul count
Possession Arrow 

· Team not gaining control of jump ball gets first possession. 
· Arrow points in direction of play (not at the bench).
· Change arrow after the throw-in has been completed 

· At the end of the first half, tell the referee which team is to receive possession to start the second half. Then switch the arrow. 

GAME CLOCK OPERATOR

Numbers To Know 

· Each quarter is 10 minutes; OT periods are 5 min. 
· Halftime is 10 minutes; two minute break between quarters and before overtime periods. 
· Time-outs are 60 seconds long (sound horn at 50 seconds). Time on stopwatch only (never on the 30 second clock). 
· When play is stopped for an injury, time 1 minute. 

· When a player fouls out, time 30 seconds. 
Starting and Stopping 

· On jump ball, it is a live ball when the ball leaves the referees hands.

· Start the clock when the referee chops time in - this should occur when the ball is first touched in bounds by a player. 

· Stop the clock when the referee blows his/ her whistle (when it's very noisy, look for an official's stop clock signal). 

· In the last two minutes of the game (second half or overtime period), stop the clock when a basket is scored and restart the clock when the resulting throw-in is touched in bounds. 

Substitutions 

· Subs, when allowed, only come right after the referee stops the play (i.e. on a whistle). 
· If the sub is permitted, sound the horn when the stoppage occurs and give the substitution signal (arms crossed, forming an "X"). 
· A player may sub at the next stoppage if any of the following conditions are met: 

· a foul, violation or jump ball (alternating possession situation) occurs;

· during the last two minutes, the team scored upon may substitute

· Notwithstanding the above, subs are not permitted during free throw activity but a player may sub if the last or only free throw is successful. If a player wants to "sub for the shooter", notify the referee before the first or only free throw goes into play. 

Time Outs 

· Coaches ask for time outs through you. Note: Conditional time-outs are not permitted (e.g., "Time out if they score"). The coach should simply say, "time out" to make a request and "no time out" or something similar to withdraw their request. 

· Requests are granted at the next whistle 
· Also granted if, after the request is made, a shot taken by the non-requesting team subsequently goes in (2 or 3 point "field goals" only). 

· Also granted if, after the free throw shooter has the ball a timeout is requested by either team and the final free throw attempt of 1, 2 or 3 shot set is successful
· As with subs, generally no time outs between free throw activity. 

· To signal a time out, sound the horn and form a "T" with your hands; the top of the "T" should point to the bench of the team asking for the time out. 
Scoreboard- Team Fouls 

· If the scoreboard has a place for Team Fouls, display team foul totals (to a maximum of 5 per quarter). Player fouls (personal and technical) count towards the five. 

· The team shooting the 2-shot penalty gets their Bonus light lit.

24-SECOND CLOCK OPERATOR

General Principle
On a throw‐in, the shot clock starts as soon as the ball touches or is touched by any player on the playing surface and the team taking the throw‐in remains in control of the ball.
Specific information

· Resetting the shot clock: When to do it.
· Official blows whistle for foul or violation

· Ball on a shot touches the rim or enters the basket

· The game is stopped because of injury to defensive player

· Opposing team gains control of the ball

· Resetting the clock to 24 or 14 seconds?
· If the throw-in is administered in the backcourt the 24 second clock shall be reset to 24.

· If the throw-in is administered in the frontcourt

· If the 24 second clock has 14 or more seconds remaining on it, do not reset.

· If the 24 second clock has 13 or less seconds on it, reset to 14 seconds.

· Stop but not reset to 24 sec when the team that had control of the ball is awarded a throw-in as a result of:

· Ball having gone out of bounds

· Offensive player being injured

· A jump ball situation

· A double foul

· Cancellation of equal penalties

· After a missed shot or last free throw (that has hit the rim), do not start the clock until a rebounding player on the court gains control of the ball
· Blank the display when the shot clock time is greater than the time remaining in the game – on a reset with less than 24 seconds in the game.









