2009-10
FIBA-NFHS RULE DIFFERENCES - Updated as of November 20, 2009
(For Use by the OVBABO for School, Club or Adult Recreational League Games) 
NOTE: Original document prepared by Paul Deshaies, Canadian Association of Basketball Officials (CABO) National Interpreter, with the assistance of Ted Montgomery, Ontario Interpreter, (Based on a original document produced by Nancy Éthier in 2004) 

	RULE
	FIBA (Club, Adult Rec. League Games)
	NFHS (School Games)

	
	
	

	Court & Equipment 
	Specific court dimensions and markings 

1 circle – trapezoid lane 
NOTE: The NFHS (high school) rule on t-shirts will be in effect for club games at any level.
	Smaller court, specific markings 

1 circle – rectangular lane 

Smaller 3-point arc 

	Officials 
	2 or 3 persons 
	2 or 3 persons 

	Bench & Basket 
	Home team’s bench to the left of table, warm-up at opposite end 
	Warm-up opposite team bench. 

Home team has choice of bench 

	Duration 
	4 x 10 minute quarters (or 4 x 8 or 4 x 6 minutes as necessary for club or school games at certain age levels).
Example: for novice age club games, use 4 x 6 minute periods. 
See Note 1 below for playing time ‘participation’ rules used in younger age group club games.

Note 1: As noted in the current version of the Basketball Ontario coaches manual, for club games at the novice, atom and major atom age levels where games are broken into more than four periods 

(commonly 8 periods for purposes of playing time balance), OVBABO officials are instructed to comply with these timing requirements for these age groups.
Note also that, as per an agreement by club teams in the Eastern Ontario Basketball Association (EOBA), for club games at the bantam and major bantam age levels, these ‘participation’ rules (use 8 periods for purposes of playing time balance) may also be used.
During the eight periods, substitutions usually occur at the end of each period, unless substitutions become necessary at any time for medical reasons or if an injury occurs during the eight periods. 

For atom, major atom, bantam and major bantam age level games, open substitution is permitted in the eighth and final four minute period of the game or any overtime periods.
These participation rules are to be administered by the teams involved; it is not the jurisdiction of the game officials to insist on proper administration of these rules, nor is there any penalty we enforce as game officials if they do not follow the rules…I include them here for information purposes (so we can provide correct information about their own participation rules).
Note 2: For some leagues (because of limited time constraints to complete games within certain time periods), we use running time for all periods and /or reduce the number of time outs (example: 1 timeout in the first half and 2 in the second half, with no carry-over). We would only stop the game clock for these timeouts and for the final 2 minutes in the 4th quarter (or any overtime period if applicable).
Also, if leagues use 2 x 20 minute halves instead of 4 x 10 minute quarters (example: J C C league), then we have the FIBA penalty (bonus) situation occur on the 10th team foul in each half).
	4 x 8 minutes or 4 x 6 minutes (as necessary for club or school games).

Note: For some leagues (because of limited time constraints to complete games within certain time periods), we use running time for all periods and /or reduce the number of time outs (example: 1 timeout in the first half and 2 in the second half, with no carry-over). We would only stop the game clock for these timeouts and for the final 2 minutes in the 4th quarter (or any overtime period if applicable).




	RULE
	FIBA (Club, Adult Rec. League Games)
	NFHS (School Games)

	Intervals of Play 


	We will use either a 5 or 10-minute half time; 1 minute between each quarter or before each overtime period.
Normally, FIBA uses a 15-minute half time; 2 minutes between each quarter or before each overtime period
	Usually, for most high school regular league or tournament games, we will use a 5 minute half time (if both coaches agree), with one minute between each quarter or before each overtime period

Normally, NFHS uses a 10 (or 15) minute half time 

	Starting Each Period, Half or 

Overtime

	Jump Ball only to start the game. Alternating Possession (AP) for the rest of the game, including any overtime periods
NOTE 1: As per the Basketball Ontario coaches manual, for Club games at the novice, atom and major atom age levels, games are broken into more than four periods (commonly 8 periods for purposes of playing time balance).

Every time a new period begins, use the alternating possession arrow. It is irrelevant which team had possession when the previous period came to an end. 
As well, the ball will be in-bounded as if it were the beginning of a new period (with a 'straddle' throw-in at centre court, opposite the scorer’s table).
NOTE 2: As per an agreement by club teams in the Eastern Ontario Basketball Association (EOBA), for club games at the bantam and major bantam age levels, games may also be broken into more than four periods (commonly 8 periods for purposes of playing time balance).

Every time a new period begins, use the alternating possession arrow. It is irrelevant which team had possession when the previous period came to an end. 
As well, the ball will be in-bounded as if it were the beginning of a new period (with a 'straddle' throw-in at centre court, opposite the scorer’s table).
	Jump Ball for 1st period and all overtimes, Alternating Possession (AP) for the rest 

	Jump Ball 
	Players may move onto or around the circle prior to toss. 
	Players may not move onto or around the circle until the ball has left  the official’s hand on a toss 


Throw-ins 

	
	Front court throw-in – cannot throw the ball to the back court. Allowed to throw ball over backboard on throw-in. 
	Can be thrown anywhere on the court. 

Cannot throw ball over rectangular backboard on throw-in. Can be thrown over fan-shaped backboard 

	Substitution
	Permitted during clock stoppage 

Free throws situations- 

a) prior to first shot and before ball is at the disposal of the shooter, 

b) following last shot if successful, 
c) if to be followed by throw-in at mid-court 

Last 2 minutes of 2nd half/overtime period, subs permitted for team scored upon. 
	Permitted during any stoppage of play 

Multiple free throw situations: only before last free throw or after last successful free throw 

During time-outs – player must report prior to warning signal. 

No restriction in final 59.9 seconds 

	Time Outs (TO)

	2 in the first half and 3 in the second half. No carry-over. 

T.O. must be requested at the scorer’s table by a coach. Granted at the next stoppage of play, or if scored upon, or after last successful free throw, or after free throw. 
During the last 2 minutes of either the 4th period or any overtime period, if a TO is granted to a team entitled to possession of the ball from its backcourt, the subsequent throw-in for that team will be at mid-court, opposite the scorer’s table.

No T.O. between free throws. 
T.O. is 1 minute in duration- warning at 50 seconds. 

Teams must stay in their huddle for 50 seconds. 

One T.O per overtime 

	3 x 60 seconds + 2 x 30 seconds 

Warning issued 15 seconds prior to end of a 60-second time-out and 15 seconds prior to the end of a 30-second time out. 
Used anytime during the game. 
May be granted at request of a player or head coach while a player on the requesting team is in control of the ball, or during dead ball. 

T.O. may be granted between free throws. 

T.O. can be shortened if both teams are ready to play.
Add one 60 second T.O. per overtime 

T.O. can be carried over into overtime period(s) 

Extra T.O. granted at expense of technical foul. 


	RULE
	FIBA (Club, Adult Rec. League Games)
	NFHS (School Games)

	Timing 


	In FIBA, the game clock is also stopped when a field goal is scored in the last 2 minutes of the 4th quarter and the last 2 minutes of any overtime period.
	No rule 

	Overtime 
	Teams continue play in same direction as 4th period

Overtime begins with AP throw-in; no jump ball. 

5 minutes (3 or 4 minutes as necessary for club or school games).  1 time-out only per team per overtime period. 
	Teams continue play in same direction as 4th period

Overtime begins with a jump ball. 

4 minutes. 3 minutes for a game with 6 minute quarters. 1 additional 60 sec. T.O per overtime

	Blood Rule 
	Bleeding player must be substituted for immediately. 
May stay if timeout granted to any team and player ready at end of timeout 
	Bleeding player must be substituted for immediately. May stay if a T.O. is taken by their team and the blood is stopped 

	Blocked Shot 
	Player returning to floor without losing control of ball – Travel 
	Player returning to floor without losing control of ball – Held Ball = AP arrow 

	Falling 
	Player with ball permitted to fall and slide (but no intentional sliding to gain advantage)
	Player with ball travels if the player falls 

	Fighting 
	Head coach or assistant may assist in restoring order in fighting situation. 
	Head coach only may assist in restoring order. 

	Free Throws 
	Maximum 5 players (3 defence, 2 offence) in designated lane spaces. Spaces are exclusive to each team. Violation by either team (excluding the shooter) is called only if free throw is unsuccessful. 

Team control foul – no free throws 

Violation by free-thrower takes precedence over other violations 

Five seconds to release the try 

Restrictions apply : 

1. for players in marked lane spaces, until ball is released 

2. for other players, until ball touches ring 
NOTE: For all club games, as per agreement between the OABO and Basketball Ontario, use the following practices for players in the lane spaces:

1. If there are FIBA lane markings, use them and follow the FIBA rules regarding free throws.

2. If there are no FIBA lane markings, use the Federation (NFHS) lines and have the first lane spaces vacant as with the current NFHS rule.   Continue to use all the other FIBA rules regarding free throws.
	Maximum 6 players in lane spaces (Max. 2 offensive players). First 2 spaces must be occupied by defence. Open spot may be taken by opponent. 
No player shall occupy the fourth space. 
Players not in marked lane spaces must be behind the 3-point line and the free throw line extended. Violation on offensive team called immediately. Delay against defence team. 
No free throws on a team control foul 
Ten seconds to release the try 

Restrictions for all players end when ball touches rim, backboard, or free throw ends 

	Shot Clock Reset 
	Reset when: 

• Ball hits rim 

• Change of possession 

• Score 

• Technical stoppage, no advantage 

• Injury to opponent 

• All fouls (except double and cancellation of equal penalties and same team gets throw-in) 

• All violations by defence (excluding out of bounds). 
	No shot clock rule 

	Player in the Act of Shooting / Airborne Shooter 
	Considered in act of shooting until both feet return to the floor. 

Charge after release of ball, count basket if successful 
	Considered in act of shooting until one foot returns to the floor 

Airborne shooter charges after release of ball, disallow basket, player control foul 

	
	
	

	VIOLATIONS 
	
	

	Closely Guarded 
	5 second count on a player holding the ball, anywhere on the court (actively guarded within 1 metre)

NOTE: For all club games, as per agreement between the OABO and Basketball Ontario, in games that do not use a 24 second shot clock, use the NFHS rule on closely guarded players (in the front court only).
	5 second count on a player holding or dribbling the ball in the front court only (within 6 feet)

	8 seconds 
	8 seconds to advance into front court 

Ball out of bounds and returns to same team, time left in count
	10 seconds to advance into front court 

New count if stoppage of play 


	RULE
	FIBA (Club, Adult Rec. League Games)
	NFHS (School Games)

	Shot Clock 
	24 seconds 

Ball must be released prior to sounding of horn and subsequently hit rim or enter the basket.
Clock begins on player control inbounds. 

If horn sounds while ball is in the air, don’t blow whistle; wait to see what happens….If a) shot does hit rim or go in, or b) shot does not hit rim and defence gets immediate & clear control of ball,… no whistle, play continues. 
	No rule 

	Back court 
	During a dribble, a player has front court status once 3 points (ball +both feet) cross the division line.  

A player holding the ball is in the front court if either foot crosses the division line. 

It is not a violation if a player, who jumps from his/her frontcourt, establishes a new team control while still airborne and then lands in his/her team’s backcourt.

Ball returning to back court with team control, last touch, first touch = violation 
	During a dribble, a player has front court status once 3 points (ball +both feet) cross the division line. 

A player from the team not in control may jump from front court, catch a tapped jump ball or a throw-in and land in the back court (even with one foot touching in the front court first.) 
Ball returning to back court with team control, last touch, first touch = violation 

	Basket Interference 
	Offence and defence may touch ball once it contacts rim. 
If a player reaches through the basket from below and touches the ball, it is basket interference. 
	Neither team may touch ball within imaginary cylinder, except when the hand was on the ball and brought it into the cylinder – as in a dunk or dunk attempt or in blocking a dunk attempt 

	Faking during Free 

Throw 
	Shooter may not fake free throw 

No rule on faking to draw a violation by players in lane spaces. 
	Shooter may not fake free throw 

Violation for faking by player in lane space to draw a player into lane early 

	Drop Back Rule
	NOTE: As per agreement between the OABO and Basketball Ontario, in Club games at certain age levels (novice, atom, major atom, bantam and major bantam), teams have rules involving ‘Pressing Defences’ and the Drop Back Rule. 
To simplify the use of the Drop Back Rule for games in any of these age groups (since it is considered a violation and not a foul), here is what I indicated to OABO that our local board members will use.

Drop Back Rule 

•Pressing is permitted (at anytime) except when one team leads by 15 points or more (20 points or more for bantam and major bantam games), then its players must ‘drop back' behind the eight second line. 

•Once the losing team secures player control of the ball (dribbling or holding the ball) in its backcourt, the winning team players must retreat immediately into their backcourt behind the eight second line. (Note that by FIBA rules 10.2 and 14.1, player control includes when a player is making a throw-in from the backcourt as well under these circumstances).

•The losing team shall be allowed to dribble the ball unimpeded across the 8-second line and establish frontcourt status. 

Drop Back Rule Penalty: 

•Violation of the rule as stated above will result in the ball being awarded out of bounds to the losing team in the frontcourt at either sideline (at the free throw line extended). 
	

	
	
	


	RULE
	FIBA (Club, Adult Rec. League Games)
	NFHS (School Games)

	FOULS
	
	

	Personal Fouls 
	Any contact by an opponent during a live or dead ball. 
	Any contact by an opponent during a live ball, and contact by Includes airborne shooter after release of ball  or on an airborne shooter when the ball is dead. 

	Team/Player Control 
	No free throws on any team control foul 

Team control on a throw-in 
	No free throws on any team control foul 

Includes airborne shooter after release of ball 

No team control on a throw-in. 

	Penalty (Bonus) 
	2 shots starting on the 5th team foul in each quarter. 
	1 + 1 starting on the 7th team foul in each half 

and 2 shots starting on the 10th 

	Technical Foul 
	Non-contact fouls – live or dead ball. 

2 shots plus possession at division line. 
A technical foul can be called on a player for excessive swinging of elbows (without contact).
	Dead ball contact & non-contact fouls 

Live ball non-contact fouls 

2 shots and possession 
A violation can be called on a player for excessive swinging of elbows (without contact). 

	Unsportsmanlike Foul
	2 (3) shots and possession at division line. 

Exception: Made field goal = 1 shot + possession 
If a defensive player causes contact with an opponent from behind or laterally in an attempt to stop a fast break and there is no opponent between the offensive player and the opponent’s basket, then the contact shall be judged to be unsportsmanlike. 
	

	TEAM Technical Foul for Person-to-Person Defence Rule Infractions
	These excerpts below are taken from the current version of the Basketball Ontario coaches’ manual sections for the U10 Novice, U11 Atom and U12 Major Atom players regarding Person-to-Person rule infractions.
They are to be applied in any Basketball Ontario sanctioned tournaments where site conveners are present and are actively watching for illegal defences.  
Consequences for Person-to-Person Defence Rule Infractions: 
First infraction: 
• The site convener will provide one warning to the offending team. 
• The scorer must then notate the warning on the game sheet. 
Subsequent infraction(s): 
• The site convener will instruct the referee to assess a team technical foul against the defensive team for each and every infraction (of the rule). 
• Two free throws and possession of the ball at half court will be awarded to the offensive team. 
Procedures to the Consequences for Person-to-Person Rule Infractions: 
• Any player of the offensive team listed on the game sheet (on or off the court) may shoot one or both of the free throws. 
• An offensive player coming on to the court from the bench to take one or both of the free throws must return immediately to the bench after the free throw(s) have been taken and before play resumes. 
• Coaches are not to use this violation as a substitute opportunity. 
• The team’s coach whose team receives three or more team technical’s as a result of person-to-person infractions in any one game, will be reported to Ontario Basketball by the sanctioned tournament convener or league representative and investigated under Ontario Basketball’s Fair Play Policy. 
NOTES:

1. Officials do not assess either formal warnings or technical fouls unless asked to do so by a site or tournament convener (that is, not at the request of a coach). 
If the officials perceive a problem, and there is no site convener, the officials should report it to the tournament convener after the game.

2. By FIBA Rules 38.3.2 and 38.3.3 (for technical fouls of a procedural or an administrative nature, which include these team technicals), head coaches are only allowed up to 3 of these types of technicals (after the initial warning, and subject to FIBA rules on other technicals against coaches) before they must leave the game. 
Note that there is no mention of that in the Basketball Ontario coaches’ manual references above, but OABO says the FIBA rule here should be enforced. 
As well, none of these team/coach technicals count as one of the team fouls (per period) for penalty/bonus purposes.
3. For these age groups, in order to maintain the equal play time provisions and avoid deliberate infractions designed to take advantage of the equal play rule, OABO and Basketball Ontario are not using FIBA Rule 19.2.4. Thus, substitutes can enter the game to shoot the free throws, and then leave the game immediately after completing the free-throws.  
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