ACYS

Association of Christian Youth Sports

Basketball Program

Phone: (0) 407-521-2243 (c) 407-617-4521

Fax: 407-385-3356
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MISSION STATEMENT

.I.

Our mission is to glorify God by developing and operating sports
programs based on biblical principles where young people can learn
Christian values by participating in a healthy competitive environment.

ACYS Philosophies:

Open Registration

Our program is open to all children from grades K through 6th grade
that want to register. Interest, enthusiasm and a good attitude are the
only criteria for playing.

Positive Coaching

Winning is more than the score at the end of the game. It begins with
an attitude of caring and understanding. We urge our coaches, referees
and parents to make an extra effort to offer positive encouragement to
our players.

Everyone Plays
Our goal is for kids to have fun by playing basketball. Therefore, every
player on each team must play at least two quarters of every game.

Good Sportsmanship

We desire to create a healthy competitive environment based on
Christian values, rather than a win-at-all costs attitude. All our
programs are designed and directed to instill good sportsmanship in
every facet of ACYS.



ACYS Code of Conduct

** FOR ALL TEAMS AND SCHOOLS ENTERING LEAGUE PLAY **
RULES CONTAINED HEREIN MAY BE ADAPTED AS REQUIRED FOR LEAGUE PLAY.

Game Conduct

All ACYS League Games will be conducted within the current ACYS Basketball rules of
the game and decisions of the participating School Advisory Board in effect prior to the
ACYS annual meeting with exceptions as noted below:

ACYS’s Responsibility

Our goal is to encourage young people to be the very best they can be for the Glory of
God. ACYS will do its best to provide a safe place for children to play basketball,
guidance and training for volunteers, and will maintain an atmosphere of excellence and
integrity.

Duties and responsibilities of coaches, officials, spectators, parents and other
volunteers:

e To conduct themselves in a “Christ like manner” at all times while on the basketball
court.

To train and coach their team to the best of their ability.

To encourage clean fair competition and good sportsmanship at all times.

To uphold the rules and regulations of ACYS Basketball as they apply.

To participate in positive coaching that builds-up and encourages players.

Coaches:

e Coaching from the sideline is restricted to coaches on the player side of the court
only. Sideline coaching should be minimal and limited to two coaches from each
team operating behind the sidelines. Each team is allowed three coaches. Only one
coach may stand on the side line during play. Assistant(s) must remain
seated. Standing is permitted during substitutions.

e Coach Meetings: ACYS may require the participation of coaches to attend ACYS
related meetings. These meetings are integral to the success of ACYS. Failure to
attend these meetings without prior authorized permission or in cases of emergency
will result in disqualification from the season-end tournament when applicable,
unless otherwise stated.

Spectators: Spectators and parents should view the game from the side of the court
opposite the team players when available. For children’s safety, spectators should
stand at least two yards from the sideline and between the corners of the court. For
safety reasons, children not participating but present during games should remain in the
presence of, or near the parent or guardian that brought them. Coaching from
spectators and parents may confuse players and frustrate the coach. However, positive
reinforcement like (i.e. nice play!! good shot!!) is both permitted and encouraged.



ACYS Basketball Rules

The Basketball Court & Equipment

The size of a regulation basketball court is 90 feet x 54 feet. This size may vary depending on
the age group playing and facility. On each half-court, painted lines show the free throw lane
and circle, as well as the three-point arc, whose distance from the basket will vary according to

the age group playing.

the jump ball takes place to begin the game.

e Height of goals:
o 152" yse Sft.
3rdgth g 56" yse 10ft.

The lines along the length of the court are known as sidelines.

The lines along the ends of the court are known as endlines or baselines.

The line separating both halves of the court is a division line.

At the very Center of the midcourt line is the center circle (12 feet in diameter), where

o Goals may be adjusted for Girls 3"-4" grade to 9ft (when facilities allow).

e Ball Size:
516" Grade use 28.5”

o 1st/ 2" & 394" Grade use 27.5”
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Definitions

Backcourt & Frontcourt: Thinking of the entire court as two half-court, divide it into frontcourt
and backcourt. A team’s frontcourt is the area of a court that is determined by the endline and
the nearer edge of the division line that contains that team’s basket. The backcourt of a team
consists of the rest of the court including the entire division line and the opponent’s basket is
the other half. Thus one team’s backcourt is the other team’s frontcourt.

Free Throw Lane: is the hub of the Baseline
action. This rectangle is 12 feet in -
. . . Short
width, wider in the pros. Its length, Block —3 T cormer corner
as measured from the basket to the or low post Paint
free throw line, is 15 feet for 5-6™ 3 sec area

and 12 ft for 4™ and younger.

fes threw line

Free Throw Line: The line at the top
of the free throw lane from where
free throws (foul shots) are taken.

High post
Wing

Top of the key

The Three Point Arc (if applicable)
The Three point arc extends around ~ Three point line Point

the basket in a near semicircle, and

its distance from the basket differs according to the level of play. Any shot made from beyond
this arc — even desperation half-court shot at the buzzer is worth three points. A three-point
shooter must have both feet behind the arc as he launches the shot, but either foot is allowed
to land on the other side of the arc. (Most K through 4™ courts will not have a 3-point arc)

The Players & Teams

At every level of basketball, five players per team are on the court at one time. Each team
must have five players by the start of the game or their team forfeits. The usually division of
players by position is two guards, two forwards, and one center. Teams should consist of
approximately eight players, with a minimum of eight and a maximum of ten. Eight players are
considered ideal. Teams can consist of all girls or all boys divided into the following divisions:
K, 1%, 2" 3 4" 5™ or 6th Grade for the purposes of ACYS. Girls are permitted to play on
boys teams but may not exceed 50% of the teams’ makeup. Teams may also allow players to
play up one age group in order to fill teams. For example: a team may consist of 5™ and 6™
grade boys but will be considered a 6" grade team. This is common and frequently teams are
comprised of mixed age groups.

Substitutions

Substitutions are made at every quarter (except for injuries and foul outs) to ensure a
measurable and equitable period of playing time for each player. After the 2" and 3" quarter
30 seconds will be allotted for substitutes to check in at the table. All players must play
according to the stated playing time requirements except in the following circumstances:

1. In cases of extreme exhaustion, injury or other medical condition that restrict play.



2. In cases of disruptive behavior: dangerous play, poor sportsmanship or dissent.
3. In cases of foul outs.
4. In cases where the player arrived after the second quarter of play.

In situations when substituting for the reasons listed above forces the substituting team to play
a player(s) longer than the requirements allow the opposing coach will be given the choice
of who enters the game as a substitute. It is up to substituting coach to notify the opposing
coach of the change and to ask for his choice of player(s). Failure to do so could result in a
forfeit of the game upon league review. If there are less than 8 players dressed to play
at the beginning of the second quarter either because teams don't have enough
players or for the reasons listed above the opposing coach will be given the choice of
who enters the game and is allowed to play 4 quarters. 1t is up to the substituting coach to
notify the opposing team of the change and to ask for his choice of player(s). Failure to
comply will result in a forfeit of the game.

Playing Time & Game Clock

Game Clock
e The clock is a running clock except for injuries and time-outs. In 5/6™ Grade Only
games there will be a regular game clock for the last two minutes of each half.
e Teams must change ends of the court at half time. Half time is 5 minutes.
e Over-time is 1 minute. If tied at the end of one minute OT, game is ruled a tie.
e Each team will be permitted 3 one-minute and 2 thirty second time-outs per game.

Playing Time
e All players must sit out one full Quarter when 8 or more players are dressed to play
by the start of the 2" quarter.
e 15/ 2" grade — all must play a min. of 12 minutes.
e 3"/4™ grade — all must play a min. of 14 minutes.
e 5"/6™ grade — all must play a min. of 16 minutes.

Length of Game:
o 152" Grade: 20 minute practice/warm-up time followed by Four (4) six minute (6)
quarters (running clock)
3'9/4™ Grade: Four (4) seven minute (7) quarters (running clock)
5M/6™ Grade: Four (4) Eight (8) minute quarters (Stop clock last 2 minutes of each half)

The Game

The object of the game is simple: to score more points than your opponent; this is
accomplished by making more baskets on offense and preventing your opponent from scoring
baskets while you're playing defense. To score a basket a player must place the basketball in
the opponent’s basket either by throwing it (shooting) or placing it directly in the basket
(dunking it). A shot made within the three-point arc is worth 2 points. A shot made outside the
three-point arc is worth 3 points, thus the name. No scores made in wrong goal will be
counted.



Beginning the game: Each game begins with prayer and a jump ball, at the center circle. The
referee stands in the center of the circle and tosses the basketball directly upward. Each
team’s center or designated center toss person then leaps and attempts to tap the ball (you
are not allowed to grab the ball) to one of his/her teammates, who must position themselves
outside the 12-foot-diameter circle and may not enter until the ball has been tapped. Any
player may be involved in the tip-off, but it's usually the tallest player.

Fouls

A personal foul is a violation that occurs when, in the official’s opinion, a player has engaged in
illegal contact with an opponent. Both offensive and defensive players can commit fouls,
although defensive fouls are much more common. Though a certain amount of contact in the
game is both permissible and expected, you can conclude that a foul is physical contact that
disrupts the flow of a game.

o Each player is allowed 5 personal fouls then he/she has fouled-out.

o Opposing coach chooses foul out replacement if all players reach maximum
playing time or unless maximum time is offered both teams. Minimum is always
offered (at least two quarters)

o Officials should explain violations to younger players (1 /2" & 3" /4™ grade)

What happens when a foul is whistled? First, the play stops and the referee signals to the
scorer’s table the number of the player who committed the foul and the foul committed. If an
offensive player commits the foul, the penalty is loss of the ball. If a defensive player commits
the foul, the penalty depends on who was fouled and how many fouls the team has committed
for the half:

o If the defensive player fouls the player with the ball while he/she are attempting
to shoot the ball, the shooter is awarded 2 free throw if the shot was missed while
attempting a 2 point shot and 3 free throws if player was attempting a 3-point
shot. If the fouled player made the basket the player will be awarded 1 free
throw.

o In the cases where the foul isn’t on a shooter:

o If the team has committed 6 fouls on the 7™ foul the fouled player will be
awarded one free throw and a bonus free throw if the first shot was made
(1 and 1). Once the team has committed the 10" and subsequent fouls the
player foul will be award 2 free throws.

o In all other situations, the ball is taken out of bounds for a throw in by the
offensive team.

Legal Guarding Position: It is important to identify what is a legal guarding position in order
to determine if a foul is offensive or defensive. We are using the standard High school
definition. A legal guarding position is defined as follows Rule 4 section 23, NFHS Basketball
rules:

Art 2. To obtain a legal guarding position:
a. The guard must have both feet touching the playing court.
b. The front of the guard’s torso must be facing the opponent.
Art 3. After the initial legal guarding position is obtained:



a. The guard may have one or both feet on the playing court or be airborne, provided
he/she has inbound status.
b. The guard is not required to continue facing the opponent.
c. The guard may move laterally or obliquely to maintain position, provided it is not
toward the opponent when contact occurs.
d. The guard may raise hands or jump within his/her own vertical plane.
e. The guard may turn or duck to absorb the shock of imminent contact.
Art 4. Guarding an opponent with the ball or a stationary opponent without the ball:
a. No time or distance is required to obtain an initial legal position.
b. If the opponent with the ball is airborne, the guard must have obtained legal position
before the opponent left the floor.
Art 5. Guarding a moving opponent without the ball:
Time and distance are factors required to obtain an initial legal position.
The guard must give the opponent the time and/or distance to avoid contact.
The distance need not be more than two strides
If the opponent is airborne, the guard must have obtained legal position before the
opponent left the floor.

oapop

The key to identifying whether the foul is a block or a charge is in the initial position of the
players. A defender must establish a legal guarding position to even consider the contact
between to players a Charge. If the defender has established legal guarding position prior
to the contact, it is the responsibility of the offense to avoid contact.

Offensive Fouls
o Charge: When an offensive player commits illegal personal contact by pushing or
moving into an opponent’s torso of a defender who has established legal
guarding position.
o lllegal Screen: When the player setting a screen for his teammate violates any of
the articles stated below as by NFHS it is considered illegal and a foul.

ART. 2...To establish a legal screening position:

a. The screener may face any direction.

b. Time and distance are relevant.

c. The screener must be stationary, except when both are moving in the
same path and the same direction.

d. The screener must stay within his/her vertical plane with a stance
approximately shoulder width apart.

ART. 3...When screening a stationary opponent from the front or side, the
screener may be anywhere short of contact.

ART. 4...When screening a stationary opponent from behind, the screener must
allow the opponent one normal step backward without contact.

ART. 5...When screening a moving opponent, the screener must allow the
opponent time and distance to avoid contact. The distance need not be
more than two strides.

ART. 6...When screening an opponent who is moving in the same path and
direction as the screener, the opponent is responsible for contact if the
screener slows up or stops.

o Push in the Back (aka Over the back/Rebounding Foul): When an offensive

player who is boxed out (shielded by his opponent) while attempting to grab a




rebound tries to jump over the defender and makes excessive contact with the
defender.

Defensive Fouls

o Blocking: lllegal personal contact that impedes the progress of an opponent with
or without the ball.

o lllegal Use of Hands (aka Hacking): Using the hands or arms in a way that
inhibits the freedom of movement of the opponent, that prevents the opponent
from dribbling or shooting the ball through making contact with the opponent.

o Holding: The player holds a person with or with out the ball and interferes with
his/her freedom of movement.

Technical Fouls

A technical can be called against someone who has either spoken or behaved in an
extremely unsportsmanlike fashion. Any player or coach receiving a technical foul will
immediately sit out the remainder of the quarter. The opposing team will be awarded a
single free throw and possession of the ball at the division line opposite the score table.
A player or coach receiving a second technical will sit out the rest of the game and be
suspended the next scheduled game. A coach tossed out on a technical twice in one
season will forfeit his coaching position immediately and not be allowed to return for the
remainder of the season.

Violations
Most violations are whistled against the offensive team.

The following are violations most often called on the defense

o Basket Interference occurs when a player touches the ball or any part of the
basket (including the net) while the ball is on or within either basket, within the
imaginary cylinder which has the basket ring as its lower base. It also occurs
when a player touches the ball outside the cylinder while reaching through the
basket from below and when a player pulls down a moveable ring that contacts
the ball before the ring returns to is original position.(This violation is more
commonly called on the defense but it may also be called on the offense; in that
case the basket will not count)

o Goaltending occurs when a player touches the ball during a try for a basket or
tap while it is in downward flight entirely above the basket ring level and has the
possibility of entering the basket in flight. If the defense commits this violation the
basket is counted. (This violation is more commonly called on the defense but
can also be committed by the offence; in that case the basket would not count.)

o Kicking. The defense player is not allowed to kick the ball as a means of
deflecting a pass. On any kick ball violation, the offense retains possession of
the ball.

The following are violations most often called on the offense that result in loss of possession.
o Traveling. Anytime a player possessing the ball is not dribbling, he/she must keep one
foot (pivot foot) planted on the floor. He may move the other foot in any direction and as
many time as they desire. Once a player establishes a pivot foot, he may not lift it and



put it back on the floor, or they are whistled for traveling. Once the pivot foot is lifted the
player must pass or shoot. (Some Leeway will be given to 1%t /2" & 3" /4™ grades)

o Double Dribble A double dribble occurs when a player either dribbles the ball with two
hands at the same time or dribbles the ball, stops, and then resumes their dribble.
(Some Leeway will be given to 1% /2" & 3™ /4™ grades)

o Carrying or palming A player is not allowed to bring their palm under the ball when it
reaches the apex off the dribble. Always keep you palm facing the floor when dribbling.

o Three Seconds No part of an offensive player may remain in the free throw lane for
more than three consecutive seconds unless the ball is being shot. Once the ball is
shot for a try the three second count is stopped. If the offensive team regains
possession of the ball and the player is still in the lane the count will restart. Once a
player steps out of the lane, the count resets. A player can go in and out of the lane as
often as they like. (1% /2" & 3™ /4™ grade will be given 5 seconds in the lane)

o Lane Violations This rule applies to both offense and defense. When a free throw is
being attempted, none of the players lined up along the lane may enter the lane until the
ball hits the rim of the basket. If a defensive player jumps into the lane early, the
shooter receives another shot if he misses. If an offensive player enters the too early
the whistle is blown immediately nullifying the shot.

o Closely Guarded (for 5™ and 6" grade only) is defined by NFHS Basketball Rule 4,
Section 10 as: A closely guarded situation occurs when a player in control of the ball in
his/her team’s frontcourt, is continuously guarded by any opponent who is within six feet
of the player who is holding or dribbling the ball. A closely guarded count shall be
terminated when the offensive player in control of the ball gets his/her head and
shoulders past the defensive player. Rule 9, Section 10 states

Art 1: A player shall not while closely guarded:
a. in his/her front court, hold the ball for five seconds or dribble the ball
for five seconds.
b. in/his her front court, control the ball for five seconds in an area
enclosed by screening teammates.
Art 2. A closely guarded count shall not be started during an interrupted
dribble.
Art 3. A closely guarded count shall not be terminated during an interrupted
dribble.
Penalty: The ball is dead when the violation occurs and is awarded to the
opponents for a throw-in from the designated out of bounds spot nearest the
violation.

o Throw-in Violation: Each time the ball is taken out of bounds; the offense will have 5
seconds to inbound the ball.

o Back Court Violation: After taking possession of the ball (either from out of bounds or
rebound) the offense will have 10 seconds to cross half court with the ball.

Points of Clarification:

o Fumble: in the case of accidental loss of the ball by the dribbler he/she may recover the
ball, but not dribble, he/she must pass or shoot the ball.
o Travel: a player must have control of the ball to travel
o A player can catch the ball on the floor and slide without being called for traveling
o A player who has gained control of the ball on the floor can not stand up, kneel or
roll over. However, the player can sit up.
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o Not all contact is a foul, basketball is a physical game and there will be incidental
contact. If neither player is at a disadvantage as a result of contact, there is no foul
(NFHS Basketball Rules, Rule 4 section 27). When making a foul call based on contact
the following must be considered: speed, balance, rhythm, quickness. If any one of
these things is affect as a result of contact from defender, then the foul is on the
defender.

Additional ACYS Rules

o Home team must provide a volunteer to handle the official score book and the visiting
team must provide a volunteer to run the scoreboard and clock. Our volunteer game
book keepers are responsible for keeping accurate records specifically in regards
to playing time/substitutions for players on each team. It is very important that the
substitutes are clearly marked as instructed. If in the opinion of the league it appears
the game book keeper has either intentionally or through negligence not properly
marked substitutions for a game the team responsible for supplying the volunteer could
face a forfeit for that game. Coaches should appoint a capable and diligent person for
this position.

o Coaches must stay in designated area in front of bench to encourage players, but are
not permitted on floor. Only one coach may be standing at a time during play. Coaches
not complying will be issued one warning. The second time will result in a technical
foul.

o The offense may not freeze the ball or engage in any strategy that freezes play. The
offense must attack the defense. (Pick & roll recommended).

o There is only man-to-man defense allowed in k through 4" grade, where each player is
required to defend the opponent whom is wearing the same color wrist band. The 5M-6™
grade may use a zone or help defense, or man-to-man.

o No double-teaming is allowed on defense except in 5M-6" grade.

o No triple teaming is allowed (any age division) penalty is one (1) warning by the official
per team per half. Next offense results in a technical foul and loss of possession unless
shooting foul is committed, then shooting foul is enforced and then fouled team retains
possession.

o For 1%/ 2" and 3" / 4™ grade full court press is not permitted at anytime. Defense
picks-up at half court only for 15/2"" and 3"/4™grade. Once possession is obtained the
defense must immediately get back on defense in the offense’s front court.

o Full court press allowed for 5™ & 6™ grade only within the last two minutes of
each half and only if winning by less than 15 points. Passing over half court is
allowed during this time. (A technical will be called after the **' warning)

o Penalty for illegal press (any age division) is one warning by the official per team per
half. Next offense is a technical foul. This is a team technical, not individual unless
repeated by same individual.

o The ball may not be passed over 1/2 court until the entire defensive team has crossed
1/2 court, but the ball may be dribbled over 1/2 court prior to all the defense getting
back. (You may dribble fast break but not "pass" or "cherry-pick".) Only exception is for
the 5™ and 6" grade during the last 2 minutes of the half provided the team is not
winning by more than 15 points.
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The three-second rule is enforced in 5™ / 6™ Grade, five-second for 15 2™ & 3™ / 4™
Grade.

Out of bounds is when the ball touches the floor outside the borders of the court (or on
the borders themselves); it is awarded to the team that did not touch the ball last. What
constitutes out of bounds is not the plane of the borders (sideline & end line), but rather
the ground itself. Thus if the ball is flying out of bounds and a player jumps from in
bounds and tosses it back in bounds before any part of his body touches the floor, the
ball is still live.

1%t / 2" grade only — no stealing the ball — opponents may steal passes and hold their
hands straight-up during a shot but may not attempt to take a ball from their opponent
while dribbling or stationary.

15t / 2" grade only — Players will not shoot free throws for fouls during playing
time, fouls will be treated as violations so that the team that was fouled will have
possession out of bounds for a throw in. Therefore, at the half time of every
game each team will get the opportunity to take an equal number of FREE-
THROWS. Every player on each team will get a minimum of one shot to make a
free-throw. If teams have unequal numbers of players they should allow different
additional player(s) to take more than one shot until the number of team shots is
even. The maximum number of shots should not exceed 10. Made baskets will
be added to the total count of scores for the game.

For Grades 4" grade and younger, Coaches will match players up by skill level,
using colored wrist bands, at the start of each quarter by lining up his or her
player’s shoulder-to-shoulder standing parallel to the center line starting with
the bench side of the line players should be standing shoulder to shoulder
strongest to weakest or the referee can determine an order by color. This
lineup must remain intact until the next quarter. Switching between
quarters without referee supervision is also not allowed. Adjustments are
only allowed at the quarters in the presence of referees. If in the opinion of
the referee or court monitor an intentional attempt is made on behalf of a
coach to manipulate or violate this rule the game could be ruled a forfeit.
Players will use jersey numbers in 5M-6" grade to identify their match-ups for the
game.
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Referee Signals
The Clock
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Start Clock Stop Clock 30 Second Timeout 60 Second Timeout
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Stop Clock for Jump Ball Stop Clock for Substitution Stop Clock for Jump Ball / Held Ball
Fouls
Blocking Hand Check lllegal Hand Use Intentional Foul Holding
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Pushing / Charging  Player Control Foul = Technical Foul Double Foul
Violations
Traveling lllegal Dribble Palming the Ball 3 Sec Violation 5 Sec Violation
Information
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Point Scored No Score Goal Counts Throw-in/ Free Throw Visible Count
Bonus Free Throws Lane Violation by Defensive team
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