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The Rotorua Miniball League’s philosophy is to encourage  

 

Participation,  

Fair Play and  

FUNdamental Skills 
 & 

“D” 
for 

DEVELOPMENT 
for basketball. 

 
 

Miniball is a game, based on Basketball, for girls and boys under 14 years of age.   

The aim of the game is to shoot the ball into their opponent’s basket, and prevent the 

opposition from getting the ball or scoring within the rules of the game. 

 

Miniball is a game of skill not strength, a mixed activity at primary school level, in 

which boys and girls can play alongside each other.  Intermediates start playing a more 

structured game and in gender-based teams, while some may still elect to mix teams 

due to school roll numbers. 

 

It is a simple game - a team passing game with elevated horizontal target, in which they 

score, and played to the two basic rules of no contact between opponents, and no 

running while holding the ball.   

To move with the ball a player must bounce the ball - a dribble. 

 

We must ensure everyone is playing within the rules  

and spirit of the game. 
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Miniball is about developing the playerôs skills and understanding of the game. 

Young players should enjoy the game. 

Success is when a player uses the skills and understands when to use them. 

Winning is a bonus 
 

 

 
 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

CODE  OF  CONDUCT 

COACHES: 

¶ Set a good example for your players. 

¶ Respect the officials – address them in a calm manner 

¶ Become familiar with all the rules & regulations.  

¶ Teach your players the correct rules & regulations. 

¶ Have scoresheets filled in at least 5 minutes before your game – otherwise  

it’s your game time lost!  Please write first name & surname of players. 

¶ Each team must provide someone to scorebench their own game. 

¶ Must ensure all your players are in the care of their parents/caregivers on 

game night before you leave. 

 

PARENTS / SPECTATORS: 

¶ Must all be up in the seating area not on the gym floor. 

¶ Encourage all players & set a good example. 

¶ Refrain from refereeing from the sideline - offer services on court instead. 

¶ Must keep young children from running around on the gym floor . ( i.e. 

keep them under control - we have had occasions where a child has been  

bowled over by a players on court) 

 

 
REFEREES:  

¶ Be punctual to games – check the referee schedule early 

¶ Officiate games in a fair and unbiased manner 

¶ Start the games on time, no shooting around at baskets 

¶ To have the correct gear - Referees’ shirt or grey shirt, sports shoes & own 

whistle 

¶ To administer the game accordingly 

- know the rules of the game 

- communicate clearly with signals & voice 

- move briskly and stay up with the play, be as active as the players 

- let the game flow (advantage / disadvantage) 

- know your rotations (baseline to your right) 
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PROCEDURES 

 

DUTIES: 
 

SCHOOL  FLOOR  CONTROL  DUTY:  

¶ Each school will be allocated a night where they must supply  PERSONNEL who will:- 

 i) organise their school to have the gym set up by  

  3.50pm – Friday Primary 

3.50pm – Wednesday Primary/Intermediate (depending on numbers) 

  Please arrive 15- 20 minutes beforehand 

  What to do: 

  - set up a table & 15 chairs for each court (6 for each bench & 3 for the scoretable) 

  - put out hooters/bells, a cone on each table & scoreboards 

  - set up clock, scoresheets & player of match certificates on main table 

ii) Have someone at control table to run scoresheets to courts & to collect them after each 

round.  Duty school to record results onto a Results Sheet at the control table. 

¶ Wednesday – 4 x 10mins“repeat” running clock 

¶ Friday – 4 x 7 minutes “ repeat” running clock 

iii) know who the “Court Convenor”  is for the night (generally this person will be 

wearing an RBA maroon shirt). 

  

Each team is to supply a scorer for their own game.   This helps 

each team to keep an accurate account of the game.  Teams who 

do not provide a scorer have very little to stand on if there is a discrepancy with the end score. 

 

For the FINALS, referees will be appointed to scorebench duty for finals. 

 

 

We hope to have referees available for all games.   

We have a number of junior referees being trained, your patience and tolerance 

would be greatly appreciated.  Any concerns please see court convenor.   

 

ñSee Green! Not Redò is our motto. 

 

¶ Referees who have passed the theory and practical tests will be paid from the referees’ levy.  If 

we do not get enough, then teams will need to referee their own games. 

 

¶ Referees’ classes are available Tuesdays 7pm – 8pm at the Rotorua Basketball Clubrooms.  

Intermediate & Secondary Schools may wish to have the Referee Programme taken in-school 

time.  The classes are 5 x 1 hour sessions.   

 

¶ Keep an eye on the notices for the dates. 

 

 

REFEREES : 

SCOREBENCH  DUTY:  
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Teams to have scoresheets checked and completed 5 minutes prior to the 

game time. 

It is up to the coaches to check that all their playerôs names are on the scoresheet before the 

game starts.  Failure to do so may mean your player cannot take the court for the night.   

 

 

GRADING  TEAMS:    
 

¶ It is helpful if schools can please recommend the grade for their team when submitting the 

nomination forms 

¶ There are usually 2 – 3 nights of grading games 

¶ A Draft copy of the grades will be sent to the schools to check & provide any valid feedback 

¶ Final copy of grades will be posted on the notice board in the foyer 

 

 

Primary Grades : please note the number of grades is dependent on the entries received. 

¶ Midget A; Midget B; Midget C  

¶ Junior A; Junior B; Junior C; Junior D 

¶ Senior A; Senior B; Senior C; Senior D 

 

Intermediate Grades: Schools are asked to enter their teams into the following grades. 

¶ Y7 Girls 

¶ Y7 Boys 

¶ Y8 Girls 

¶ Y8 Boys 

¶ Y7/8 Mixed Boys & Girls 

 

Round One – Round Robin (based on ability) 

¶ Teams will play 2 – 3 grading games and will be graded according to the ability of the team. 

- Girls’ A Grade; Girls’ B Grade 

- Boys’ A Grade; Boys’ B Grade 

- Mixed A Grade; Mixed B Grade 

Round Two – Championship Round (based on Year Groups) 

- Y7 Girls 

- Y7 Boys 

- Y8 Girls 

- Y8 Boys 

- Mixed 

 

 

 

 

 

 

 

 

 

 

 

SCORESHEETS: 
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REGULATIONS 
 

TEAM  PERSONNEL 
¶ Teams consist of up to 12 players and a coach (most competitions only allow 10 players).  A 

team may have an assistant coach.  

¶ At any time during playing time there are 5 players on the court and a maximum of 7 

substitutes.  

¶ The coach is responsible for submitting the names of the players to the scorer and requesting 

time outs.  

¶ The coach may address his/her players during the game provided he/she remains in the team 

bench area. 

¶ If a team is short for the night, the coach may bring a player (registered with the same school) 

from a lower grade to fill in.  When bringing players in to make up numbers there can only be 

a total six players for the game.  If this is going to happen, you must inform the court convenor 

or the duty school control table personnel who will note it on the scoresheet. 

¶ Teams may combine Midget & Junior age groups or Juniors & Seniors, however the team 

must be entered in the higher grade (the correct grade of the eldest player) 

 

UNIFORMS 
¶ Teams must be wearing correct uniform ï same colour tops and same colour shorts.  

¶ Playing tops must be numbered on the front and back.  

¶ Only the numbers 4-15 (inclusive) are permitted. Players from the same team may not wear 

the same number.  If you need extra shirts then 20-25; 30-35; 40-45 & 50 -55 are permitted. 

 

SCORING 
¶ The winner of a game of basketball is determined by the team scoring the greater number of 

points.  If scores are tied at the end of regulation time in the Primary grades, then the tied score 

will be taken except in the Finals.    

¶ For intermediates an extra period of 2 minutes is played.  If the scores a still tied, then we go 

to a shoot-out.  Each team nominates 3 players, who will shoot a free throw each.  The team 

with the most free throws wins.  If still deadlock then it is Knock-out, 1 player from each team 

plays knock-out.  Toss coin to see who starts, each player has a basketball and tries to knock 

out the other with a free-throw, if they miss the free throw they have to score a lay-up before 

the person behind scores. 

¶ Field baskets score two (2) points, there are NO three (3) point shots in the primary & 

intermediate grades. When the ball is released from the three point area it will still count as a 

two(2) pointer.  

 

¶ MIDGETS  ONLY - One point awarded if the ball touches the ring or net, two points if it 

goes through the hoop in the normal way. 

 

¶ MIDGETS & JUNIORS - The scoring team must retire to the 3point arc and wait for the 

ball to come over the centre line - not before!  Each player must pick up their own opposing 

player with the same coloured band to defend.  Teach your players to see both the ball & the 

player they are defending. 

 

¶ SENIORS ï may play fullcourt man to man defense if they wish after scoring.   

¶ A team winning by more than 15 points must retreat to below the 3 point arc to wait for 
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the ball to come over the halfway point. 

 

FREETHROW  SHOOTING 
 

¶ PRIMARY: 

- There will be no Free-throws awarded in the primary grades.   
- Once a team has five team fouls in a half, then every following foul will incur one point, 

awarded to the opposing team and the inbound as per a normal field goal.   

 

¶ INTERMEDIATE:  

- There will be free throws awarded in the intermediate grades.   

- Each successful free throw scores one (1) point.  

 

 

 

GAME-TIME  REGULATIONS for PRIMARY 
 
Length of game:  4 x 7 minute quarters running clock. 

 

Intervals of play: 30 seconds between quarters 

 

Forfeits: A team forfeits a game if it does not have 5 players present and ready to play within 5 minutes 

of the scheduled starting time. ( the score is recorded 20 to 0).  The team is then fined $20, 

which must be paid before taking the court for their next game. 

 

Win = 3 points; Draw = 2pts; Loss = 1pt; Forfeit = 0 points  

 
 

 

 

GAME-TIME  REGULATIONS for INTERMEDIATE 
 
Length of game:  4 x 10 minute quarters. 

 

Intervals of play: 30 seconds interval between each quarter. 

 

Forfeits: A team forfeits a game if it does not have 5 players present and ready to play within 5 minutes 

of the scheduled starting time. ( the score is record 20 to 0)  The team is then fined $20, which 

must be paid before taking the court for their next game. 

 

Win = 3 points; Loss = 1pt; Forfeit = 0 points 
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RULES 

 

 

A player is in the act of shooting when a player has started an attempt 

to score and continues until the ball leaves the playerôs hand(s). If the 

shooter is in the air, the act of shooting continues until the playerôs feet returns to the floor.  

 

 

 

Primary - Each team is permitted one (1) 30 second charged time-

out in each half.  No time-outs awarded in the last three (3) minutes 

of the final half.   No substitutes in the last minute of the game, unless a player is fouled out or 

genuinely injured. 

 

Intermediate ï each team is permitted one (1) 30 second charged time-out per quarter.  No time-outs 

will be awarded in the last three (3) minutes of the fourth quarter.  No substitutes in the last minute of 

the game, unless a player is fouled out or genuinely injured. 

 

The length of a charged time out is thirty (30) seconds.  A charged time out is requested, by the 

coach (or asst. coach), going to the score table and making a request. The scorer signals the officials at 

the next opportunity. Charged time outs are granted after any whistle to stop the play or if an opponent 

scores a goal.  
 

 

 

COLOURED  BANDS 
 

¶ PRIMARY:-  

- Substitutes must already have their band on their wrist before they enter the court  

- NO CHANGING  WRISTBANDS  ON  COURT.   
- Each team must have 2 bands of each colour.  Once a substitute has been beckoned on to the court, 

the referee allows up to 5 seconds for the subs to take place – game then resumes. 

 

 

 

DEFAULTS & FORFEITS   ï A Default occurs when a team has less than two players left on 

the court. 

If the winning team is ahead at the time, that score is the final result. If the winning team was behind 

in the score, the result is recorded as 2 ï 0.  

 

Forfeit is when a team does not have  five (5) players dressed correctly to take the court for their 

game after five minutes has elapsed on the game clock. 

 

Teams who have not informed their opposition of ñno gameò, will be required to 

pay a $20 penalty fee to be paid before they play their next game.  Note the court 

hire, referees and refunds (to the team who turned up) need to be covered. 

 
PROCEDURE for informing relevant personnel if a team cannot play their game: 

1. Inform RML (email preferably or phone call) 

2. Contact school ï before 10am of game day (phone call) 
 

ACT  OF  SHOOTING   

CHARGED  TIME-OUT   
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DEFENCE:      Both Primary & Intermediate) 

All games involving players under the age of 15 must be man-to-man (one-on-one) 

 

¶ This defence has been adopted because New Zealand in general as part of the development of 

players.  Earlier on players were taught to zone and therefore stood in one place and reached 

with their hands thus incurring fouls. 

 

¶ Coaches & referees are asked to monitor this carefully.   
 

INTERMEDIATES GRADES ï Defense Procedure 

 

The Zone Defense Rule 

“As there is a general acceptance that the consistent use of zone defenses in the younger age groups 

adversely affects the development of both defensive and offensive skills in younger athletes, the use 

of zone defenses in the keyhole is banned  for Under 13, U15 Age Groups, including Junior 

Secondary Schools” (per BBNZ Tournament Policies & Procedures).   

 

Note this does not include fullcourt, ¾ court or ½ court zone presses.  Basic rule of thumb is that when 

the ball is past the centre jump circle, the defensive team must be in man-to-man. 

 

Here is the procedure which is used at BBNZ Tournaments and which will apply for Rotorua 

Basketball Association and its junior leagues. 

 

DEFINITIONS 

Zone Defense 

As a team, players defending specific areas of the court  (and opponents in 

that area) versus marking individual players. 

 

Split Line 

An imaginary line that bisects the court length wise. 

 

Strong side  

The side of the court that the ball is on. 

 

Weak side 

The opposite side of the court from where the ball is located. 

 

 

Interpretation of Zone Defense at U13 and U15 Age Groups & Junior Secondary Schools 

For the purpose of interpreting how a zone defense is determined: 

 

¶ A player is considered to be in a man-to-man defense when the player, who is 

on the weak side, does not cross the split line into the strong side of the court. 

¶  

¶ A player is permitted to cross the split line to double-team or to stop ball 

penetration. 

 

¶ A player is considered to be in a zone defense when the player, who is on 

the weak side, crosses the split line, on to the strong side and remains 

there regardless of their player’s movement on the court.  

 

      Split   

Line 

Weak 

side 

  Strong 

side 

U 
 

       Weak side     Strong Side

      Line 

U 
 

       Weak side   Strong Side

      Line 
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PENALTY:-  

ü 1
st
 time ï a TEAM warning, the coach is spoken to. 

ü 2nd time a unsportsman-like  foul is called on the player committing the deed, 2 points for 

opposition to be awarded to the captain and award possession from halfway. 

ü 3rd and consecutive times 2 points for opposition to be awarded to the captain and award 

possession from halfway. 
 

 
 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

PRIMARY  GRADES ï Defense Procedures 
 

When the ball is down near the keyhole all players must have their own player to mark ï no 

double teaming in keyhole. 

 

Primary – coloured bands will be worn by players on court around the wrist. 

¶ Players must wear one of the five coloured bands while on court.   

¶ A player on court may only defend the player with the same coloured band. 

 

Any concerns about players defending another colour please mention to referee.  Referee may 

also seek advice from ñcourt convenorò or ñreferee evaluatorò if present. 
 

 

 

DRIBBLING  - the dribble is used to advance the ball up the court or driving to the basket if there is no 

one open for a pass 
 

¶ A dribble is made when a player in control of the ball bounces, throws, taps or rolls the ball and touches it 

again before it touches another player. During a dribble the ball must come in contact with the floor. The 

dribble ends when the player permits the ball to come to rest in one or both hands. The following are not 

dribbles: fumbles at the beginning or end of a end of a dribble, successive shots for goal, attempts to gain 

control of the ball by tapping the ball from another player. 

 

“Encourage your players to catch “ready to score” then LOOK to make a pass first” 
 

Primary Grades:  

ñMIDGETS & JUNIORSò - maximum of 3 dribbles  at one  time.   

ñSENIORSò - NOT RESTRICTED ï play the same as intermediate (this change took place in 

2006 so as to help with transition to reps.)  

¶ Any player may dribble the ball.  A dribbler may change hands while dribbling, but they may 

not dribble with two hands at once. 

¶ The act of dribbling ends if: 

 - the dribbler holds the ball in one hand or both hands 

 - the dribbler pats the ball with both hands at once. 

 

Start play again:- Opponents throw ball in from out of bounds, at a point nearest to where the 

PROCEDURE  FOR  ZONE  DEFENSE for Intermediate Grades 

In the first instance zone busters/referees may speak with the coach &/or with the player/s on court.  Repeated 
incidences:-  

1. First Verbal Warning given to Coach of defensive team by zone buster/referee 

2. Repeated offending  – “Technical Foul” given to Coach of defensive team 

Note if a coach receives two Technical Fouls, he/she will be ejected from the stadium, then the 

ñTechnical Foul will go on the player repeating in zone defense. 

 



 

Revised February 2010 

10 

violation occurred. 

FREETHROW  SHOOTING - INTERMEDIATES  ONLY   

The shooter (A6) 
Å Takes a position behind the free throw line and in the semi circle  

Å Does not fake a free throw 

Å Shoots the ball within 5 seconds 

Å Ensures that the ball hits the ring or enters the basket 

Å Does not touch the free throw line or restricted area until the ball 

hits the ring (or it is apparent the ball will miss)  

Players along the free throw lanes  
Å Maximum of 3 defensive and 2 offensive players may occupy spaces along lanes 

Å Only the defensive players may occupy lane positions B4, B5 & B6  

Å Unoccupied lane positions must be left vacant by the opponents 

Å May not enter the restricted area until the ball has left the shooterôs hand  

Å Opponents may not disconcert the shooter by waving hands or making noises 

Other players  
Å May occupy any other position on the court behind the free throw line  

Å Opponents may only enter the 3 point area once ball hits the ring. 

 

 

Free throw Violations   

 

During the last or only free throw 

 

If missed  
Å Violation by the shooter or team mate opponentôs ball out of bounds  

Å Violation by opponent of free throw shooter ï substitute free throw is awarded  

Å Violation by both teams ï jump ball 

If successful  
Å Violation by the shooter cancel the basket opponentôs ball out of bounds  

Å Violation by team mate or opposition one point and ignore the violation  

 

During a free throw to be followed by another free throw if successful  
Å Violation by the shooter cancel the basket complete the free throws  

Å Violation by the team mate or opposition one point and ignore the violation 

Fumble is when a player accidentally loses control of the ball. 

Pivot is the movement of one foot while the other (pivot) foot remains at its point of contact  

 

 

INJURIES  If the game is delayed (approximately 15 seconds) to attend to an injured player or the player is 

treated, the player must be substituted or a time out charged.  

 

The free throw shooter may be substituted if the last free throw is successful or the ball becomes dead after the 

last free throw (not a violation by the offensive team).  

The other team is entitled to one substitution under the same conditions. 
 

 

JUMP  BALL  The game commences with a jump ball at the centre circle.  This is the only jump ball in the game. 

 

During a Jump Ball: 

¶ the jumpers occupy their half of the circle with one foot close to the line. 

¶ The non-jumpers are entitled to alternating positions around the circle or any other position on the court. 

 

The jumpers shall not: 

¶ tap the ball until the ball has reached its highest point 

¶ touch the court on or over the line until the ball has been legally tapped. 

¶ Tap the ball more than twice. 

¶ Leave the jump circle until the ball has been legally tapped. 

¶ Catch the ball until it has touched a non-jumper, the floor, the basket or the backboard (or referee) 
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The non-jumpers shall not enter the circle until the ball has been legally tapped. 

Any violations of the above shall be called immediately and the ball awarded to the non-offending team at the 

nearest point out of bounds.  If the ball is not tossed straight, the ball touches the floor without being tapped or both 

teams violate the jump ball, the jump ball shall be retaken. 

 

Jump Ball Situations  

Jump ball situations occur for the following: 

¶ simultaneous (or unknown) out of bounds 

¶ held ball 

¶ ball lodges between the backboard and the ring 

¶ both teams violate a missed last free throw 

¶ game is stopped with neither team in control 

¶ double foul or fouls involving equal penalties (with neither team entitled to possession) 

¶  

In jump ball situation the ball is awarded to a team using the alternating possession procedure.  This is indicated 

by the direction arrow.  At the start of the game, the direction arrow is first pointed in the direction of play (towards 

the opponent’s basket)  of the team that did not gain control of the ball from the jump ball. 

The alternating possession procedure starts when the official places the ball at the disposal of the player and ends 

when the ball is legally touched on court or the throw-in team commits a violation.  The direction arrow is reversed 

when the throw-in ends.  A foul called before the throw-in ends does not cause the throw-in team to lose the 

possession arrow. 

If at the start of the game a jumpball situation occurs and neither team has had control of the ball, the game shall 

recommence with a jump ball at the centre circle. 

All other periods commence form out of bounds at midcourt opposite the scoretable.  The direction arrow 
determines possession except for a technical foul called during an interval of play. 

 

 

SHOOTING  If the ball passes through the basket from below no points can be scored and a violation is 

called. If a team accidentally scores a field basket in the wrong basket, the points are awarded to the captain of 

the opposing team. 

If a team deliberately scores a field basket in the wrong basket, no points can be scored and the ball is awarded 

to the opposing team out of bounds opposite the free throw line.  

 
 

SUBSTITUTIONS  FIBA (Federation of International Basketball Associations)  has put out a new rule 

for U13s to ensure our junior players are receiving enough court time for their development. 

 

RML will adopt the following:- 

¶ PRIMARY  GRADES (Midgets, Juniors & Seniors) 

1. Each player must be played in the first half for 7 minutes.   

2. In the first half teams must put their substitutes at the 7 minute mark. 

3. If a team has less than 5 substitutes, then extra substitutions may be made before halftime to ensure that no 

one player remains on court for the whole half. 

4. After halftime a coach may substitute as desired. 

5. NO  PLAYER  MAY  STAY  ON COURT  FOR  A  FULL ½(half), every player must be subbed off 

at some time during the half for at least 2 minutes. 

 

¶ INTERMEDIATES 

Teams must make substitutions at the 5 minute mark, for the first & second quarters.   

All players sitting on the subs bench must be subbed into the game and remain for 5 minutes 

unless injured or has received five personal fouls. 
 

1. NO  PLAYER  MAY  ON  STAY  ON COURT  FOR  A  FULL ½ (half), every player must be subbed 

off at some time during the half for at least 2 minutes. 

 

 

¶ ANY  TEAM  MAY  SUBSTITUTE  ANYTIME  WHEN  THE  BALL  IS BEING  INBOUNDED  but 

NOT  AFTER  A  GOAL (except junior & midget grades). 
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¶ For the 3
rd

 & 4
th

 quarter, players must inform the scoretable (in most cases let the referee know) that 

they wish to substitute at the next available moment.  Substitutions must wait at the side of the scoretable, it 

also makes it more obvious to the referee that a substitution is needed. 

 

¶ Substitutes must wait until the referee beckons them onto the court.  Please make sure your players learn to 

do this, as later on in secondary &  rep. games they could end up with a TECHNICAL  FOUL  on the coach. 

 

 

TEAM  CONTROL:  occurs when a player of the team is holding or dribbling a live ball or when 

team mates are passing the ball. This includes when the ball is at the disposal of a player out of 

bounds. 

 

Team control ends ï  

ü When the ball leaves the hand on a shot 

ü The ball becomes dead (eg. Whistle is blown) 

ü The other team gains control of the ball  
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VIOLATIONS 
 

Violations are infractions of the rules. The penalty is the awarding of the ball to an opponent at the 

nearest point out of bounds, except directly behind the backboard, unless otherwise stated.  
 

 

Out of bounds  includes the sidelines and endlines, the floor and objects outside  

of these lines. Also includes structures, supports, the back of the backboard, 

lights and overhangs.  

 

¶ A player is out of bounds if he/ she contacts any of the above 

 

¶ The ball is out of bounds if it touches any of the above or a player who is out of bounds. 

 

¶ The ball is caused to go out of bounds by the last player to touch the ball before it is out of 

bounds. 
 

Throw in from out of bounds  

Once the ball is at the disposal of the player out of bounds, the player 

Å Must release the ball within five(5) seconds so that it touches a player on the court  

Å Must not touch the ball on the court until it has touched another player  

Å Must not step into the court before releasing the ball 

Å Must not take more than one normal step laterally (approx 1 metre). #  

Å Must not cause the ball to touch out of bounds or enter the basket before contacting a player on the 

court 

 

Other players may not have any part of their body over the boundary line (plane). 

{If an opponent deliberately delays the throw in, a technical foul may be called}  

If the distance out of bounds is less than 2 metres, all other players on the court shall remain at least 

one (1) metre from the player out of bounds.  

 

After a field goal or successful last free throw the ball is put in from behind the endline (except 

following a technical foul or an unsportsmanlike foul)  

The player may move along the endline or pass to a team mate behind the endline, provided the ball is 

inbounded under the conditions given above (except#).  
 

 

Illegal Dribble   

A player may not make a second dribble after completing a dribble. 

A player may dribble again after a shot attempted, the ball is batted away by an opponent, a pass or 

fumble is touched by another player 

A player may not allow the ball to come to rest in the hand during a dribble. 
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Travelling (progression with the ball)  

Establishing a pivot foot  
When a player receives the ball, he/she is entitled to stop, move, shoot or pass under the following 

conditions:  

Å Player catches the ball with both feet on the floor ï may use either foot as the pivot foot  

Å Player catches the ball while moving or dribbling may stop as follows:  

 

If one foot is touching the floor: 
This foot becomes the pivot foot as soon as the other foot touches the floor  

Or  

The player may jump off this foot and land simultaneously on both feet  

In this case neither foot is the pivot foot 

 

If both feet are off the floor and the player lands:  

Simultaneously on both feet then either foot is the pivot foot 

Or  

On one foot followed by the other then the first foot to touch the floor is the  

pivot foot  

Or  

On one foot, jumps and lands simultaneously on both feet 

 

In this case neither foot is the pivot foot 

 

 

Progressing with the ball  

After coming to a legal stop the player with a pivot foot 

Must release the ball before lifting the pivot foot when commencing a dribble 

May lift the pivot foot or jump to shoot or pass. The ball must be released before the pivot foot returns 

to the floor.  

After coming to a legal stop the player without a pivot foot 

Must release the ball before lifting either foot when commencing a dribble  

May lift one or both feet to shoot or pass. The ball must be released before either foot returns to the 

floor  

 

Travelling is any infraction of these conditions.  

 

 

Return the ball to Backcourt ï BACKCOURT   

A team with control of the ball in its front court (including out of bounds) may not cause the ball to 

return to the backcourt. The ball returns to the backcourt when it touches a player or the floor on or 

over the centre line. The ball returns to the backcourt when it touches a player or the floor on or over 

the centre line. The violation occurs when a player of the team in control of the ball is the first to  

touch the ball in its backcourt after the ball was last touched in the front court by a player of the team 

in control of the ball.  

 

Playing the ball ï Foot Ball   

 

Deliberately playing the ball with the foot or the leg is a violation. To play the  

ball with a closed hand (fist) is also a violation. 
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Three Second Rule ï ONLY for Primary Seniors  & Intermediate Grades   

A player of the team in control of the ball on the court must not remain in the opponentôs restricted 

area for more than three (3) seconds.   

 

Three seconds doesnôt start until the ball is over halfway and then probably wonôt be called unless the 

player has been in the keyhole for more than 3 seconds and receives the ball either from a pass or a 

rebound.  It pays to warn players to get out of the keyhole. 

 

An allowance must be made for a player who ï  

Å Receives the ball, dribbles in and shoots for goal  

Å Is leaving the restricted area  

 

 

Five Second Rule (Closely guarded player)   

A player holding the ball and is closely guarded by an opponent must pass, shoot or dribble the ball 

within five (5) seconds. To be closely guarded the opponent must be within one (1) metre and actively 

guarding the player. 

 

 

 

Eight Second Rule (in the backcourt) ï ONLY for Primary Seniors & Intermediate Grades  

A team in control of a live ball in its backcourt must cause the ball to go into the front court within 

eight (8) seconds. The team receives a new 8 seconds each time the team gains control of the ball in 

its backcourt. The ball touches the frontcourt when it touches the frontcourt or a player in the front 

court. 
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FOULS 
 

Personal Foul involves illegal contact on an opponent. Illegal contact occurs when the player 

responsible gains an advantage and the player contacted is disadvantaged. 

 

 

Unsportsmanlike Foul  is personal foul that is not a legitimate attempt to play the ball or causes 

excessive contact on an opponent with or without the ball.  

 

 

Technical Foul  involves unsportsmanlike behaviour by a player, coach or substitute. 

Examples include ï disrespectfully addressing an official 

Using abusive or obscene language or gestures 

Delaying the game by preventing the ball from being thrown in 

Hanging on the ring (or damaging equipment). 

In many circumstances a warning is sufficient unless the action is to gain an 

unfair advantage, is deliberate or a repetition after a warning. 

 

 

 

TYPES OF PERSONAL FOULS   

 

Holding  ï Occurs when a player uses hi/her hands, arms or legs to stop the movement of an 

opponent.  

 

Pushing  ï Occurs when a player forcibly moves or attempts to move an opponent. 

This includes body contact when a player jumps or reaches from behind. 

 

Illegal use of hand (s)  ï Occurs when a player uses his/ her hands to hit or strike an opponent in an 

attempt to play the ball.  

 

Blocking  ï Occurs when a player causes contact that impedes the progress of an opponent. This often 

occurs when a player fails to gain a legal guarding position  and stops the player with the body or legs. 

Blocking includes illegal screens that impedes the progress of an opponent. 

 

Charging  ï Occurs when the player with the ball forcibly pushes (or moves) into  

an opponent who is in a legal guarding position. (see guidelines below)  

 

A player gains an initial Legal Guarding Position on the court by being first to the position, facing 

the opponent with both feet on the floor (in a normal stance) without causing contact. A player may 

maintain this position by moving backwards or laterally as the opponent moves. 

 

An opponent WITH the ball may be guarded as close as possible without causing  contact.  

 

An opponent WITHOUT the ball must be allowed sufficient space to stop or change direction. 

The maximum distance for a fast moving player is two normal paces. 
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Principle of Verticality  

Each player has the right to a position on the floor and the space (cylinder) above him. A player may 

not leave his/ her vertical position (cylinder) and cause contact  with an opponent in a legal position.  

The cylinder is limited by the palms of the hands to the front, the back of the buttocks to the back and 

outside edges of the arms and legs to the sides of a  player in normal basketball stance. The hands and 

arms may be extended in front of the torso no further than the position of the feet. The distance 

between the feet is proportional to the height of the player. 

When judging a charging foul consider the following: 
ü Defensive player must establish a legal guarding position 

ü Defensive player may remain stationary, jump vertically, move laterally or backwards to 

maintain legal guarding position.  

ü Contact must be on the torso (body).  

ü Defensive player may turn within hi/her cylinder to avoid injury.  

 

 

FOUL PENALTIES   

ü When a foul (or a number of fouls) is called, the game is restarted by awarding  free throws, 

awarding the ball to a team out of bounds or a jump ball. 

ü Foul on a player in the act of shooting ï the goal shall count if successful plus 1  free throw  

ü If missed 2 (or 3) free throws are awarded. {see definition of act of shooting} Primary rule is 

different, see Act of Shooting Foul for penalty to be awarded. 

ü Foul on a player not in the act of shooting ï the ball is awarded to the player or team mate at 

the nearest point out of bounds. 

 

Unsportsmanlike Foul  

Act of shooting ï a goal scored is awarded plus one free throw plus possession at mid court. 

Shot for goal misses ï 2 (or 3) free throws, plus possession at midcourt  

Not in the act of shooting ï 2 free throws plus possession at mid court  

 

Disqualifying Foul  

Same as for unsportsmanlike fouls.  

In addition the disqualified player or coach shall go to the change room or leave the building until the 

end of game 

 

A coach that receives 2 technical fouls personally or 3 technical fouls accumulated by himself, 

assistant coach, substitute or team follower must be disqualified.  

 

Technical Foul  ï on a player 1 free throw plus possession from midcourt  

- On a coach 2 free throws plus possession from midcourt  

A technical foul during an interval of play (before game, intervals between periods) shall be penalised 

with two (2) free throws. The period commences with  a jump ball. Technical fouls against a coach do 

not count towards the team fouls  for the period.  

 

Team Fouls   

Primary ï After seven teams fouls in a half, any additional fouls shall be penalised with one point 

awarded to the opposing team. 

Intermediate - After four (4) team fouls in a period, any additional fouls shall be penalised by two (2) 

free throws unless a greater penalty is involved (except for team control  fouls)  

Any extra periods are considered a part of the 4
th
 period. 
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Team Control Fouls   

Are personal fouls committed by the team in control of the ball. 

The penalty for these fouls is awarding the ball to an opponent out of bounds (except for 

unsportsmanlike or disqualifying fouls)  

 

Double Foul  ï occurs when two players from opposing sides foul each other at approximately the 

same time. The game is recommenced by awarding the ball out of bounds to the team in control of the 

ball or entitled to the ball when the double foul was called. If neither team is in control of the ball the 

game recommences with a jump ball between the two players involved. If a valid field goal is scored 

the ball is awarded to the opposition from the endline.  

 

More than one Foul  ï If more than one foul is called on one or both teams at approximately the 

same or during the stopped clock period that follows, all fouls are recorded. Fouls that involve the 

same penalty are cancelled and the remaining penalties are administered in the order they occurred. If 

no penalties remain, the game is recommenced as for a double foul. Once the ball becomes alive on 

free throws or throw in, this penalty cannot be used for cancelling other foul penalties. 

 

Player with Five fouls  ï must leave the court immediately.  

The substitution must be made within 30 seconds or a time out may be charged. 
 

 

 

 

 

When players are fouled in the act of shooting.   

 

i) If the shot is missed, the penalty will be to award one point and possession at halfway. 

ii) If the shot is made, the penalty will be to award two points and possession at halfway. 

 

 

 

 

 

 

 

 

 

 

 

PRIMARY 

ACT  OF  SHOOTING  FOULS 
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OVERVIEW  OF  EACH  GRADE  FOR  RML 
 

 

 

 

 

 

 

 

 

 

 

 

PRIMARY MIDGETS:- 

 

Players on Offenseï   

¶ Must pass or shoot after three (3) dribbles 

¶ May score 1 point by hitting net/rim or 2 points by having the ball enter from the top 

through the basket 

¶ No three (3) pointers allowed. 

¶ No backcourt or 3 seconds called. 

 

Players on Defense ï  

¶ Must defend opposition with same coloured band 

¶ Must retreat to halfway after scoring 1 point or 2 points 

 

Substitutions ï 

¶ ALL  TEAMS  WILL make substitutions after the 1
st
 & 2

nd
  quarter, if you have 

substitutions.  No player should play an entire half if there are substitutions on the bench. 

¶ Players cannot change bands on-court.  They must substitute off the court to do so. 

¶ Players cannot change tops during a game. 

PRIMARY JUNIORS:- 

 

Players on Offenseï   

¶ Must pass or shoot after three (3) dribbles 

¶ No three (3) pointers allowed. 

¶ No backcourt or 3 seconds called.  

 

Players on Defense ï  

¶ Must defend opposition with same coloured band 

¶ Must retreat to halfway after scoring 1 point or 2 points 

 

Substitutions ï 

¶ ALL  TEAMS  WILL make substitutions after the 1
st
 & 2

nd
 quarter, if you have 

substitutions.  No player should play an entire half if there are substitutions on the bench. 

¶ Players cannot change wristbands on-court.  They must substitute off the court to do so. 

¶ Players cannot change tops during a game. 

¶  
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PRIMARY SENIORS:- 

FIBA rules unless stated RML rules & procedures 

 

Players on Offenseï   

¶ May have as many dribbles as needed. 

¶ No three (3) pointers allowed. 

¶ ñMERCY  RULEò Must retreat to below the 3pt arc  if winning by 15 or more points. 

 

Players on Defense ï  

¶ Must defend opposition with same coloured band 

¶ May defend the full court 

 

Substitutions ï 

¶ ALL  TEAMS  WILL make substitutions after the 1
st
 & 2

nd
 quarter, if you have 

substitutions.  No player should play an entire half if there are substitutions on the bench. 

¶ In the second half it is the coachôs decision to substitute when & who. 

¶ Players cannot change wristbands on-court.  They must substitute off the court to do so. 

¶ Players cannot change tops during a game. 

 

 

INTERMEDIATE  GRADES:- 

FIBA rules unless stated RML rules & procedures 

 

Players on Offenseï   

¶ May have as many dribbles as needed. 

¶ No three (3) pointers allowed. 

 

Players on Defense ï  

¶ Must defend opposition 1 on 1 in front court. 

¶ May press during the game. (double teams, traps permitted above 3 point line and back) 

¶ ñMERCY  RULEò Must retreat to below the 3pt arc  if winning by 15 or more points. 

 

Substitutions ï 

¶ ALL  TEAMS  WILL make substitutions at the 5 minute mark in the 1
st
 & 2

nd
  

quarters, if you have substitutions.  No player should play an entire half if there are 

substitutions on the bench. 

¶ In the second half it is the coachôs decision to substitute when & who. 

¶ Players must wait for the referee to beckon you on to the court. 

¶ Substitutions must be waiting at the scorebench, to make it easier for referees to see you 

have requested a sub. 

¶ Players cannot change tops during a game. 
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SCORE SHEET  

 

¶ Record timeouts/fouls (Fig 5): 

o Mark off timeouts in boxes provided . 
o Mark off team foul section in boxes 

provided . 

Mark off foul type with free throws against the 
player . 

 

¶ Foul Types (Fig 5):  

The letter is the type of foul and the number is 
the total number of free throws : 
o P = Personal ¹/ ²/ ³ eg. P¹ 

o T = Technical ² eg. T² 
o U = Unsportsmanlike ² + possession eg. U² 

o D = Disqualified ² + possession eg. D ² 
 
 

¶ Running Score Section (Fig 6):  
o Field Goals - Mark field goal with a diagonal line.  

o Free Thro ws - Dot over score.  
o Quarters/Final Sco re - Circle score at end of quarter and 

underline.  

o Quarter Colours - Use a different coloured pen for each new 
quarter  (4 multi -coloured pen  attached to the clipboard).  

o 2pts for field goals  
o 1pt for free throws  
o 1pt for Midgets hitting ring or net with baske tball  

 
 

¶ Final Score Sections (Fig 7):  
At the end of each period and any extra period, the scorer shall enter 

the score of that period in the proper section at the bottom o f the 
score sheet.  Put the final score and name of winning team.  
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 SCORESHEET  SAMPLE 
 

 

 

TEAM  A:  TEAM  B:  

TIME:  COURT  DATE:  GAME:  
 

 

 

TEAM A:   
Time-Outs:                Team  

             Fouls  
 

Player FOULS 

Name of Players No IN 1 2 3 4 5 
        

        

        

        

        

        

        

        

        

        

        

        

Coach:      

Assistant Coach:      

 

TEAM  B:   
Time-Outs:                Team  

             Fouls  
 

Player FOULS 

Name of Players No IN 1 2 3 4 5 
        

        

        

        

        

        

        

        

        

        

        

        

Coach:      

Assistant Coach:      

 

 
 

 

 

 

 

 

 

 

 

 

  

   

 

1 1 1 1 2 2 2 2 

3 3 3 3 4 4 4 4 

 

  

   

 

1 1 1 1 2 2 2 2 

3 3 3 3 4 4 4 4 

 

SCORE 1
st
 Qtr A  B  

SCORE 2
nd

 Qtr A  B  

SCORE 3
rd

 Qtr A  B  

SCORE 4
th

 Qtr A  B  

SCORE Extra Period A  B  

FINAL  SCORE: A  B  

WINNING  

TEAM 
 

Referee  Umpire  

Signature  Signature  

Scorekeeper:  Timekeeper:  24” Operator  

 

PERSONAL  FOULS 

P Player foul (side/end ball) 
P1 Player foul (1 Free throw) 

P2 Player foul (2 Free throws) 

P3 Player Foul (3 Free throws) 
T2 Technical Foul (2 Free Throws + ½ way) 

U2 Unsportsmanlike Foul (as T2) 

D2 Disqualifying Foul ( as T2) 
C2 Coach Technical Foul (as T2) 

B2 Bench Technical Foul (as T2) 

RUNNING  SCORE 

Record Playing number in outside columns 
/ 2 Points scored 

¶ 1 free throw 
/ 3 Points Scored with the player number circled 
TIME OUTS 

Put a parallel line through unused Time outs 
STARTING  FIVE 

Record Starting Five with an  X 

First time on court subs are recorded with an X 
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2010  BOOKINGS as of 24.2.2010 
 

WEDNESDAY  NIGHTS: 

 SPORTSDROME 

APRIL 21, 28 

MAY 5, 12, 19, 26 

JUNE 2, 9, 23 

JULY 21, 28 

AUGUST 4, 11, 18, 25 

SEPTEMBER 15, 22 

 

 

FRIDAY  NIGHTS: 

 SPORTSDROME 

APRIL 23, 30 

MAY 7, 14, 21, 28 

JUNE 4, 11, 18, 25 

JULY 23, 30 

AUGUST 6, 13, 27 

SEPTEMBER 10, 17 

 

COACHING  COURSES: 
 

¶ FUNdamentals  Getting Started Coaching 

9
th

 March 6.30pm – 8pm 

Sportsdrome 

Cost: $10 per person or $25 for 3 or more from a school 

Registrations close 5
th

 March 

 

 

REFEREESô   COURSES: 
 

1. Tuesdays in RBA Clubrooms 

April 20, 27; May 4, 11, 18  

6.30pm – 7.30pm  

 Cost $10 per person (referee’s manuals & test) 
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ROTORUA  U13  REPRESENTATIVE  TEAMS 2009 
 

Rotorua U13 Girls  Rotorua U13 Boys 

Player School  Player School 

Matangiroa Flavell Te Koutu  Sam MacKenzie John Paul 

Jai Herbig Rotorua Int.  Logan  Elers Rotorua Int. 

Georgia Hogg Rotorua Int.  Corban Selwyn Rotorua Primary 

Taylar Jacobs  Rotorua Int.  Kahurangi Robinson Kaitao Int. 

Danielle Marks John Paul   Keejan Williams Rotorua Int. 

Mystery McLean Rotorua Primary  Mikaere Watene Ruamata 

Cherie Stone Te Koutu  Luke van den Broek Kaharoa 

Moerangi Vercoe (capt) Rotorua Int.  Nicholas Spedding Rotorua Int. 

Mahinaarangi Vercoe Rotorua Int.  Michael  Gardiner Otonga Primary 

Maria Gardiner Rotorua Int.  Connor Gracie John Paul 

Takiri Raerino Te Koutu  Blake Nahu Otonga Primary 

Kapiolani Waikato Selwyn Primary    

COACH: Sue Pene 
Assistant Coach: Te Ururoa Flavell 
Manager: Margo Stone 

 COACH: Mark Elers 
Assistant Coach: Daryl Watene 
Manager: Tracy Elers 

1st ς Zone 2 Premierships 
5th place -  Nationals 
MVP (Nationals) ς Moerangi Vercoe 
Tournament Team: Moerangi Vercoe 

 4th  ς Zone 2 Premierships 
6th place ς Nationals 
Tournament Team: Kahurangi Robinson,                  
                                    Mikaere Watene 

 

Rotorua U13 Girls Development Team 
Madeline van Harselaar Kaharoa 

Shanayla Barrett Rotorua Primary 

Ladeen Haerewa Rotorua Primary 

Awatea Leach Te Koutu 

Te Ao Leach Te Koutu 

Mairatea Mohi Rotorua Primary 

Pareunuora Pene {ǘ aŀǊȅΩǎ 

Awatea Rikirangi-Thomas Te Koutu 

Te Aira Blair-Smith Te Koutu 

Lana Roberts Mokoia Int. 

Kapiolani Waikato Selwyn Primary 

COACH: Sue Pene (Prems); Tina Leach (Easter) 
Assistant Coach: Tina Leach(Prems) 
Manager: Piki Thomas 

Winners - U11 Girls Easter Tournament 
 

NATIONAL  DEVELOPMENT  TEAMS  HONOURS: 

 

Moerangi Vercoe – U14 Girls Koru Tour (Koru Team Capt) 

Matangiroa Flavell – U14 Girls Koru Tour (Kea Team) 

Mikaere Watene – U14 Boys Koru Tour (Koru Team) 
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ATHLETE  PATHWAYS 

 

School teams 

Ď 

Local Association Rep. Teams 

(Rotorua U11, U13, U15, U17, U19, U21) 

Ď 

BBNZ Cluster Camps 

(U14, U15, U16, U17, U18) 

Ď 

Koru Development Tours 

(U14, U15, U16, U17, U18) 

Ď 

BBNZ Regional/Selection Camps 

(U16, U17, U18, U19, U20) 

Ď 

BBNZ National Age Group Teams 

(U16, U17, U18, U19, U20) 

Ď 

BBNZ National Senior Team 

(Tall Ferns / Tall Blacks) 

 

There are other opportunities overseas to play for club teams,  

USA College scholarships 
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Rotorua Rep. Programme 

 
The Rotorua Basketball Rep. Programme for juniors starts in Term 4 with Talent ID 

clinics.  From here athletes go into a 6 week fundamental skills & tactical 

understanding development programme in their age groups. 

 

Rotorua Basketball has teams for the following age groups: 

 

Under 12s (Boys & Girls) 

(Rotovegas Carnival, Easter Tournament, BBOP Champs, Mid-North League, Prems) 

 

Under 13s (Boys & Girls) 

(Rotovegas Carnival, Easter, BBOP Champs, Mid-North League, Prems, Nationals) 

 

Under 15s (Boys & Girls) 

(Rotovegas Carnival, Easter, BBOP Champs, Mid-North League, Prems, Nationals) 

 

Under 17s (Boys & Girls) 

(Rotovegas Carnival, Easter, BBOP Champs, Mid-North League, Prems, Nationals) 

 

Under 19s (Boys & Girls) 

(Rotovegas Carnival, Easter, BBOP Champs, Mid-North League, Prems, Nationals) 

 

Under 21s (Boys & Girls) 

(Rotovegas Carnival, Easter, BBOP Champs, Mid-North League, Prems, Nationals) 

 

Senior Men  

(Prems, Nationals) 

 

Senior Women 

(Prems, Nationals) 

 

Wheelchair 

(Nationals) 

 

We provide lots of opportunities for our athletes to be exposed to quality coaching and 

competitions throughout the year. 

 

As Rotorua has a wealth of talented youth, we ask schools to support us in offering 

athletes the opportunity to develop these natural talents. 


