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FOREWORD

FIBA continuesits commitment to facilitate and supervise the development of all FIBA family members.

Together with Referees, Referees Instructors and Commissioners, Table Officials are an important
part of the Officiating Team family. The role of Table Officials is worldwide crucial in ensuring the
smooth running of basketball games.

Modern basketball is constantly evolving in all aspects, in and around the game. Naturally, all the
participants must constantly improve their skills and knowledge in order to meet basketball's ever-
changing requirements.

The objective of this latest edition of the FIBA Table Officials' Manual is to upgrade the practical
working tool for Table Officials, based on the new FIBA Basketball Rules and Interpretations, valid as
of 1st October 2024.

Moreover, the content of this manual has been reviewed since the last edition's release, taking into
account the various comments received by Table Officials from all regions. We have added to this
edition: a new chapter on specific communication during matches, new videos with fresh examples,
and a new tutorial on the DSS.

Same as previously, this Manualis intended to serve FIBA Competitions and National level Competitions
alike. We hope it will be helpful and useful in your day-to-day basketball officiating activities.

FIBA Referee Department would like to thank everyone for their contribution and would like to
encourage Table Officials to provide profitable feedback in the future. Not only the manual has been
updated following the new rules, but some contributions and clips have also been added to improve
the understanding of the Table Officials’ work.

For any suggestions or if you spot a mistake, please send your comments to
refereeing(@fiba.basketball.

Thank you for your contribution in striving for excellence in worldwide basketball officiating.
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VERSION CONTROL

Version Date Updates
4.2 Aug 2021 Some task moved from scorer to timer (old 4.6 to 6.4.2)

4.2a Oct 2021 Chapter 4.10 text modified

5.0 SEP 2022 Modifications according to OBR 2022 changes
5.1 OCT 2023 Chapter 4.5.4.1 (Double Foul) text corrected
6.0 FEB 2024 New text added to Chapter 3.

Revised text in Chapter 4.

New Chapter 8 added.

New tutorials added to Chapter 9.

6.0a MAY 2024 Revised text in Chapters 6.4.2 and 8.2.3

6.5 MAR 2025  Revised textin Chapters 3.6, 3.7 and 4.5
Updated diagrams in Chapter 8
6.6 OCT 2025  Revised text and updated diagrams in Chapters 4 and 8

6.6a JAN 2026 Revised text in Chapter 6
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INTRODUCTION

Basketball is a constantly evolving sport. Conceived by Mr. Naismith as an indoor school activity played
during the winter, is now played in more than 200 countries. In many of these countries basketball is
played at a professional level.

The increasing technical level of teams / leagues must be accompanied by an increase in the technical
level of the officiating team (referees and Table Officials), to ensure the smooth running of each game.

An increase in electronic media presence means the work of Table Officials is constantly in the public
eye, for example, by showing the running score, the time left to play for a shot.

This Table Officials Manual aims to standardise, unify, and prepare a high-level table official.

The Manual is based on new technologies and techniques to help beginners and experienced Table
Officials. The use of the video clips will provide for a better understanding of these concepts. At the
same time, this Manual is intended as a tool to promote the unification of criteria (method of work,
communication, performance standards, signals etc.), for the more experienced Table Officials.

The globalisation of basketball requires the creation of this document to standardise the collaborative
dynamics of the Game Officials Team (Table Officials and referees), and to prepare high-level Table
Officials for the modern game and competitions. This Manual will promote one methodology for Table
Officials in all countries, thus minimising any confusion and maximising consistency.

Itis important to adopt the same principles that were used to create other FIBA teaching philosophies,
for example, the Mechanics for Referees. The goal is that everybody must “speak” the same basketball
language and everybody should “perform” in the same way, regardless of their country.

The mechanics and guidance in the Table Officials Manual are to be understood and followed as
fundamental principles in ensuring some uniform and consistent criteria for action, whilst adapting to
other cases which do not appear in the Manual. Furthermore, the Manual promotes teamwork among
the Table Officials as being a key to success, thus requiring all four Table Officials to work as a seamless
and effective team. For this reason, in this new version, we have incorporated more information about
communication and the protocols to follow. We have also corrected small errors detected in the text

ONE GAME - ONE LANGUAGE — ONE METHOD - ONE FIBA
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REFEREES, TABLE OFFICIALS AND COMMISSIONER

2.1 WHO ARE THEY?

The referees shall be a Crew Chief and 2 Umpires. They shall be assisted by the Table Officials and a
Commissioner, if present.

The Table Officials shall be the scorer, an assistant scorer, a timer and a shot clock operator. The
Table Officials shall sit at the centre of the table on one side of the court, between the team benches.
They are responsible for recording the actions that occur during the game and operating the different
electronic devices necessary for the proper management of a basketball game.

The Commissioner shall sit between the scorer and the timer. Commissioners primary duty during the
game is to supervise the work of the Table Officials and to assist the Crew Chief and Umpires in the
smooth running of the game.

= Ininternational FIBA competitions with four Table Officials they will be seated as shown in the
photo and diagram below.
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The Table Officials and their main duties are described below.

Scorer: Recording all actions that occur during the game on the scoresheet.

Timer: Measuring playing time, time-outs and intervals of play.

Shot clock operator: Operating the shot clock and applying the correct shot clock rules.
Assistant scorer: Operating the scoreboard and assisting the scorer.

In the current game of basketball, the responsibility of the table official has acquired a growing
importance in the officiating team. However, it must be remembered that they have no executive
powers and only the Crew Chief has the power to make final decisions where necessary. The action of
the Table Officials must not put either playing team at a disadvantage. Therefore, they must:

= know the FIBA official rules, interpretations and competition regulations correctly

= haveageneral technical knowledge of refereeing (referees’ mechanics on the court, movements,
signalling etc.)

= know exactly what to do in each of the roles indicated above, and in every moment of the game.
They should coordinate and help colleagues (be decisive or not procrastinate) so that the table

officiating team can act quickly and efficiently
FIBA TABLE OFFICIALS MANUAL P/10
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2.2 PERSONAL ATTRIBUTES

There are other qualities that excellent Table Officials should have if they want to avoid putting either
team at any disadvantage. These qualities will also ensure that Table Officials are a part of the larger
officiating team at a game of basketball.

= CONCENTRATION: To successfully perform any task in life, you should be focused and aware of
whatis happening. Table Officials require a high degree of concentration that must be maintained
all through the game.

= CALMAND SELF-CONTROL: Itisthe only way to rationalise situations and resolve anyissues that
may happen. An excellent table official shall strive to set aside a domino effect where a whole
series of negative and irrational thoughts lead to a decrease in performance, concentration, and
of course, enjoyment.

= TEAM WORK: Basketball is a team sport. Only by working as a team can the officiating crew
perform at their best for the game. No one in the game can be perfect by themselves; we win
and lose together as a team. During the game, we help and support each other. If there are any
problems during the game, we work together as a team to solve them — not just one person on
their own. We should never say: "that is your job and this is mine”, because at any time we may
need help from our co-officials. Two eyes are not enough to check what is happening on the
court. We must use common sense to make the correct decisions at the correct time, working
as a team, for the good of the game.

= ACKNOWLEDGMENT: If the work of the referee is rarely publicly acknowledged, the work of the
table official is even less so. The satisfaction of a job well done; the thanks received from our
teammates (other Table Officials and referees); the joy from doing a good job, knowing that each
member has contributed to the successful management of the game: this must be enough.
Moreover, being a part of the basketball family means that we meet new officiating colleagues,
learn from each other and develop long-lasting friendships across many countries. Officiating in
basketball is about more than just turning up to a game, doing a job and then going home again.

= MOTIVATION: The very best officials are motivated to do the best job that they can in each
game, for the benefit of the players and those watching the game. They are also self-motivated,
continually working hard to keep up-to-date with changes and to learn from their officiating
partners.

= ASSERTIVENESS: Assertiveness is a communication skill which is defined as the capacity to
acknowledge our own rights while respecting the rights of others, without being manipulated
or manipulating others, and without ever being aggressive. The key to a friendly but highly
professional approach is often to listen properly and to smile.

FIBA TABLE OFFICIALS MANUAL P/N



= EMPATHY: Empathy is the ability to put oneself in someone else’s place, emotionally speaking;
to imagine how they must be feeling at a particular moment, and to react accordingly. A table
official must be able to show empathy, and to understand that in some situations, other people
might reactin a way that s driven by their emotions. We must not take things personally and we
must be professional at all times.

= HUMILITY AND RESPECT: The task of the table official is not the same as that of the referee.
It does not matter how old we are, how much experience we have or how well qualified we are.
We all play an equal part in the officiating team. We must never consider ourselves superior or
inferior to our co-officials. At the same time, we must have the same respect for our co- officials
as we have for all those who participate in the game.

2.3 BEHAVIOUR - CODE OF CONDUCT

Any person who plays a role within the officiating team must have an ability to relate to their co-
officials. There are other groups of people that Table Officials must also be able to relate to. In the
context of a basketball game, from the time the Table Officials arrive at the arena until they leave after
the game, they will relate to different people as follows:

= FANS AND TEAM MEMBERS: We must be professional and neutral at all times. We should not
engage in excessive conversation, especially if someone or a team express a grievance. We must
not show, either in our actions or in our conversations, any bias for one group over another. This
includes our use of social media.

= PLAYERS AND COACHES: \We need to use our empathy in these situations. Coaches and players
may be unkind or aggressive towards us, but we must behave professionally about this. We
must not be aggressive or threatening in responding to these situations; we must remain calm
and focused. Where appropriate, and at the right time, Table Officials should talk to the referee
discreetly about any behaviour that concerns them.

= THEIR CO-OFFICIALS: There must be mutual respect, collaboration, a sense of team, and an
acceptance of each role that has been assigned. If we need to call the attention of the referees
about something that has occurred on or off the court, we should do this discreetly to avoid
putting them in a difficult situation.
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TABLE OFFICIALS COMMON DUTIES
3.1 NOMINATION

The pre-game begins when a table official receives the nomination for the game. At this time, you
should commence your preparation by analysing your journey options to the arena and understanding
who will be your teammates, the importance of the game (age, category, regular season or play-off,
etc.), checking and ensuring that you have all the necessary equipment and uniform prepared well
before the day you travel.

3.2 ARRIVAL AT THE VENUE

It is essential that all Table Officials make their
travel arrangements to arrive at their destination
in good time. Punctuality is an essential aspect
of the officiating team.

= In FIBA competitions, all officials are
required to arrive at the arena at least 90
minutes before the game is scheduled to
begin.

= You should plan the journey well in
advance, anticipating things such as
traffic congestion, bad weather conditions
and so on. This is especially important if
you have not been to the arena before.

= It is important to bring a list with the
telephone numbers of your co-officials, to notify them of any unexpected delays.

= On arriving at the venue, you should let the organisers and the Commissioner (if m-

present) know that you have arrived. You should then meet with the rest of the
officiating team.

3.3 DRESS CODE

Personal appearance is very important. Table Officials should take care of their image, maintaining a
professional appearance in themselves and their work; thus, obtaining respect from all.

Remember that you, like the referees, are a representative on court of your leagues, federations, and
country.

Your words, your attire and your behaviour will be observed attentively by all participants.

Table Officials should arrive at the venue in smart business clothing and be prepared to change into
their table officiating uniform. Table Officials should change at the end of the game and leave the
venue in smart business clothing.

It is not acceptable to go to the venues wearing sportswear, shorts and sports shoes. You must take
care of your appearance, ensuring you are clean and tidy, including your hair and facial hair.

The Table Officials’ uniform should be in good condition, clean and properly ironed.
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3.4  TABLE OFFICIALS’ MEETING

It is important for the Table Officials team to have a talk and prepare properly for the game in a pre-
game meeting.

This will form a strong team. It should take place in your designated room and away from other people
at the arena.

In the pregame meeting, you should discuss at least the following points:
= Confirmed game start time.
= Recent changes in rules and interpretations.

= Game context: level of difficulty, external and internal factors of the game, situation in the league
(regular season, finals, play-offs, etc.). This means officiating all games with equal seriousness,
regardless of their status.

= Coordination of the procedures to follow in different critical situations: baskets scored, time-
outs, substitutions, end of the quarter/game, change in team in control of the ball, team fouls,
alternating possession procedure, etc.

= Special considerations about this arena: location of the game/shot clocks, what to do in special
conditions or malfunctions, team benches, when to do a full check of all devices.

= Eye contact.

= Communicationmethods withtherefereesandthe otherTable Officials, including communication
in unexpected situations.

= How to solve any problems that might arise.
= Special conditions forthe game suchas TV time-outs, minute of silence, presentations, tributes, etc.

= During the half-time, the Table Officials can leave the table and have to come back 5 minutes
before the beginning of the 2nd half-time. But there should always be one of them staying at
the table to watch the teams.
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3.5 PRE-GAME DUTIES

= I|dentify the Technical Delegate, Commissioner, or court manager of the game (if any).

= Check the table equipment and electronic devices (game clock, shot clock, acoustic signals, and
electronic scoreboard), and share any unusual features with your co-officials .

= Conduct two meetings with the referees, if necessary, together with the TD or
commissioner: the first one on a mandatory basis, and a possible second meeting
which will be conducted if it is requested by the CC during the first (The protocols are described
on page 109 of this manual).

= Request the team lists: each team must give its list of players at least 40 minutes before the
game is scheduled to begin.

= Notify the Commissioner (if present) or the Crew Chief of any potential issues with the team
lists or any other documentation needed to play the game

= Prepare the scoresheet according to the rules. In the case of a FIBA Digital Scoresheet (DSS), the
prepared scoresheet should be printed out at least 20 minutes before the scheduled tip off for
the game.

= Table Officials must be at the table before the referees enter the court.
= Keep the game ball safe and secure.

= Measure the 20 minute interval of play before the start of the game (with the
referees present on court). In the event of team presentations, the timer will inform the referees
when 7,8, or 9 minutes (the Local Organising Committee (LOC) will generally decide this), remain
prior to the start of the game, depending on whether national anthems must be played. In any
case, the timer will stop the clock when 3 minutes remain until the start of the game, if the
presentation is not finished. In the event of a minute of silence being observed, this is done just
before the start of the game, with the starting players on the court.

= Assistin checking how many people are seated in the team bench areas.

= The shot clock operator will run the shot clock down when the referees are present on court so
that they can hear the sound of the device when a shot clock period expires.

= If a whistle-controlled time system is used, the timer has to check that it works well also with
the referees on the court, before the game starts.

= Request from the Head Coach of each team confirmation of the names and corresponding
numbers of their team members, the names of the Head Coach and first Assistant Coach and
the starting 5 players and get the Head Coach to sign the scoresheet. This should be done at
least 10 minutes before the beginning of the game (Team A Head Coach first, then Team B).
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3.6

The scorer will share this information with the statisticians and court announcer, if present. In
the event of having to observe a 1-minute silence for any reason, it will be conducted with the
starting five players and referees, on the court, and the timekeeper must time the

duration of the silence. It should be organised with sufficient advance notice to begin

the game at the scheduled time.

The timer will sound the signal 3’ before the start of the game and then again 1'30" before the
start of the game. The Crew Chief will indicate 3' by showing three fingers in the usual manner
and then will blow the whistle when 1'30" remain to indicate to the teams that they are to go to
their own team bench areas.

DUTIES DURING THE GAME

Maintain high levels of concentration, particularly towards the end of quarters of play and in the
final two minutes of the game.

In the event of any special situation or possible error, do not allow the game to start.
Make gestures to attract the attention of the referees, clearly raising the hand.

Apply the rules correctly.
Collaborate with table co-officials and referees.
Speak professionally with the members of both playing teams.

Table Officials should watch the flow of the game carefully, anticipating possible requests for
substitutions and time-outs, paying special attention to time-out requests after scored baskets.

Remember that the Table Officials must be discreet in the use of acoustic signals. In exceptional
cases the whistle can be used in certain situations to attract the attention of the referees.

Do not ever put the referees in a no-win situation. Table officials must know exactly what
happened before they call the referee to the table to report any actions by bench personnel.

Itis strictly forbidden to make any signals that can compromise the decisions of the referees.

Give information and support to any member of the officiating team who requests it, but in a
discreet way.

Clarify the procedure if a request by the referees is made following an unclear situation (end of a
quarter, goal made etc.). Never use a gesture or speak loudly. Only give information if the referee
requests it, and assign only one speaker from the Table Officials crew.

Record separately the minutes and the participants in fouls.

FIBA TABLE OFFICIALS MANUAL


https://library.fibairef.basketball/doc/TFVTOXcxYklvWEdMSU42SldpVUpSQT09
https://library.fibairef.basketball/doc/aUMwdkFwRFk0WW5DSVVveFdKOGlKZz09

Procedures during a fight and / or team bench personnel leaving the bench area. Should a fight
break out on court, and / or the team bench personnel leave the bench area, the Table Officials
must remain focused. The assistant scorer must observe the visiting team bench, the shot clock
operator the local team bench and the scorer and the timer must observe the playing court. They
are to note the events unfolding on court and in the team bench areas, recording any actions of
players, coaches and team followers, in order to assist the referees and Commissioner.

Inform the referees about any malfunction of the devices whenever the rules provide the
opportunity.

POST-GAME DUTIES

Avoid discussions or comments with any non-member of the officiating team.
The scorer should complete the scoresheet as indicated in the rules and in this Manual.
Observe and record any incident that occurred after the end of the game.

Help the Crew Chief to write a report to the organising body of the competition, if they need
assistance.

Check (print in the case of the DSS) the scoresheet and sign before giving it to the referees for
final approval and signatures.

Procedure in case of protest. If a team decides to file the protest, they must follow the procedure
described in the FIBA Official Basketball Rules. Teams as well as referees, Technical Delegate/
Commissioner and Table Officials must comply with the timeline requirements related to the
protest procedure. Immediately after the end of the game, the scorer must indicate in the
column “The game ended at” the exact time when the game has ended. The referees must
not rush to sign the scoresheet. Instead, the Crew Chief together with the Technical Delegate/
Commissioner shall verify that that the scorer has entered the time in the "Game ended"” column.
The referees shall then go to their dressing room and wait for the allocated 15 minutes after the
end of the game.

The Table Officials and the Technical Delegate/ Commissioner shall not leave the scorer’s table
during the 15 minutes after the end of the game.

Oncethe team captain signs the scoresheetin the column “Captain’s signature in case of protest”,
the scorer and the FIBA Technical Delegate/Commissioner shall go the referees’ dressing room
and present the scoresheet to the Crew Chief. After the verification of the scoresheet, the Crew
Chief shall sign the scoresheet, write down the captain signature time, and the FIBA Technical
Delegate/Commissioner will distribute the copies of the scoresheet to both teams.

The protesting team, however, must submit in writing the reasons for the protest no later than
1 hour following the end of the game. The FIBA Technical Delegate/Commissioner, the referees
and the Table Officials must stay in the sport hall at least 1 hour and under no circumstances
may they leave the sport hall until all the paperwork is finalised and the confirmation of the
completed procedure has been received from FIBA / FIBA Regional Office. The Crew Chief
must report in writing the incident which led to the protest and submit it to the FIBA Technical
Delegate / Commissioner and the respective FIBA Regional Office.

Give back to the teams a copy of the scoresheet and any license cards or other documents.

Ask the Crew Chief, the Technical Delegate or the Commissioner (if present) for permission to
leave the arena.

Use the post-game meeting in the changing area to ask about any situations in the game where
a misunderstanding took place, or where any unusual situations happened.
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PROTEST PROCEDURE
1. Ateam may file a protest if its interests have been adversely affected by:

a. an error in scorekeeping, time-keeping or shot clock operations, which was not corrected by the
officials.

b. adecision to forfeit, cancel, postpone, not resume or not play the game.
c. aviolation of the applicable eligibility rules.
2. In order to be admissible, a protest shall comply with the following procedure:

a. The captain (CAP) of that team shall, no later than 15 minutes following the end of the game,
inform the Crew Chief that the team is protesting against the result of the game and sign the
scoresheet in the 'Captain’s signature in case of protest’ column.

b. The team shall submit the protest reasons in writing no later than 1 hour following the end of
the game.

c. A fee of CHF 1,500 shall be applied to each protest and shall be paid in case the protest is
rejected.

3. The Crew Chief shall, following receipt of the protest reasons, report the incident which leads to the
protest to the FIBA representative or the competent body in writing.

4. The competent body shall issue any procedural requests which it deems appropriate and shall
decide on the protest as soon as possible, and in any case no later than 24 hours following the
end of the game. The competent body shall use any reliable evidence and can take any appropriate
decision, including, without limitation, partial or full replay of the game. The competent body may
not decide to change the result of the game unless there is clear and conclusive evidence that,
had it not been for the error that gave rise to the protest, the new result would have certainly
materialised.

5. The decision of the competent body is also considered as a field of play rule decision and is not
subject to further review or appeal. Exceptionally, decisions on eligibility may be appealed as
provided for in the applicable regulations.

6. Special rules for FIBA competitions or competitions which do not provide otherwise in their
regulations:

a. Incase the competitionis in tournament format, the competent body for all protests shall be the
Technical Committee (see FIBA Internal Regulations, Book 2).

b. In case of home and away games, the competent body for protests relating to eligibility issues
shall be the FIBA Disciplinary Panel. For all other issues giving rise to a protest, the competent
body shall be FIBA acting through one or more persons with expertise on the implementation
and interpretation of the Official Basketball Rules (see FIBA Internal Regulations, Book 2).
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PROTEST PROCEDURE CHECKLIST

>

>

>

>

PROTESTING
TEAM

OPPONENT
TEAM

GAME PARTICIPANTS INVOLVED

REFEREES

TECHNICAL
DELEGATE OR
COMMISSIONER

TABLE OFFICIALS

COMPETENT
BODY

The captain
signs the
scoresheet no
later than 15
minutes after the
end of the game.

Immediately
after the end

of the game
the Crew Chief
verifies that the
scorer enters
the timein the
«Game ended»
column.

Referees go to
the dressing
room.

Technical
Delegate (TD) or
Commissioner
(COM) verifies
that the scorer
enters the time
in the «Game
ended» column.

TD or COM
remains at the
scorer’s table.

The scorer enters
the time in the
«Game ended»
column.

Table Officials
remain at the
scorer’s table
until the Crew
Chief gives them
permission to
leave.

No later than 1
hour following
the end of the
game the team
submits the
protest reason(s)
in writing to the
TD or COM.

The opponent
team receives
the copy of the
scoresheet.

Crew Chief
verifies and signs
the scoresheet.

Following the
Crew Chief's
signature, the TD
or COM distribute
the copies of the
scoresheet to
both teams.

The scorer brings
the scoresheet
to the referees'
dressing room
for verification
and signature.
Table officials
still remain in the
sport hall until
the Crew Chief
or TD/COM give
them permission
to leave.

If the written
reportis not
submitted
within 1 hour
following the
end of the game
the protest shall
be considered
withdrawn.

TD or COM
informs the team
whether the
opponent team
submits the
written report

or the protestis
withdrawn.

Following the
receipt of the
protest reasons,
the Crew Chief
shall send the
written report to
the competent
body.

Following the
receipt of the
protest reasons,
the TD or COM
shall send the
written report to
the competent
body OR note
on the score-
sheetandin
their report
that the protest
was considered
withdrawn.

Table Officials'
involvementin
the game ends.

It may ask

for additional
information
from all game
participants:
teams, referees,
TD or COM, Table
Officials.

ltissues the
decision no later
than 24 hours
following the end
of the game.

Team is informed
regarding the
decision of the
competent body.

Team is informed
regarding the
decision of the
competent body.
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Chapter 4

THE SCORER
4.1 _ SCORER'S DUTIES

The scorer shall keep a record of:

= Teams, by entering the names and
numbers of the players who are to start
the game and of all substitutes who enter
the game. When there is an infraction
of the rules regarding the five players to
start the game, substitutions or numbers
of players, the nearest referee should be
notified as soon as possible.

= Running summary of points scored,
by entering the field goals and the free
throws made.

= Fouls charged. The scorer shall record the
technical fouls charged against each Head Coach (2 ‘C'or 2 'B'+'C') and must notify the referees
immediately when a Head Coach should be disqualified. Similarly, the referees must be notified
immediately when a player has committed 2 unsportsmanlike or technical fouls or 1 technical
foul and 1 unsportsmanlike foul (@ combination) and should be disqualified.

= Time-outs. The scorer shall notify the Head Coach through a referee when the Head Coach has
no more time-outs left in a half or overtime.

= The next alternating possession, by operating the alternating possession arrow. The scorer
shall reverse the direction of the alternating possession arrow immediately after the end of the
first half as the teams shall exchange baskets for the second half.

= Head coach’s challenge confirmed by the referees. The scorer shall inform the referees when a
Head Coach requests erroneously a challenge for the second time.

4.2 SCORER'S EQUIPMENT AND NECESSARY MATERIALS

For the game, the scorer must have the following
equipment.
From the local team or organisation:
= Scoresheet or a computer with DSS
= Alternating possession arrow
In addition, the following are required:
= Dark pens (blue or black) and red pens
= Aruler
= A whistle (for special cases)

= Spare scoresheets (regardless of LOC or
home team duties)

= Notice paper to take note of incidents (can be useful if required to make a report to the organising
body of the competition), alternating possession arrow changes and players on the court.

= Clips to attach the scoresheet to a clip board, if necessary.
Itis also mandatory that the scorer brings the rulebook, interpretations and the Table Officials Manual

in paper or digital format.
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4.3  THE OFFICIAL SCORESHEET

The scoresheet is the official record of the game. The information contained shall reflect the activities
of the game.

The scoresheet keeps a record of the teams, running summary of points scored, fouls charged against
each player and coach, and time-outs granted.

After the game, the teams receive a copy of the original, so they have an official document which
records the important actions of the game.

The scoreris the main table official responsible for recording the actions of the game on the scoresheet,
according to the rules. The scorer should write neatly and clearly to ensure high readability of this
official document.

FEDERATION INTERNATIONALE DE BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION
SCORESHEET
Team B
Date Time Crew chief
Place Umpire 1 Umpire 2
Team A RUNNING SCORE
Time-outs Team fouls A B A B i B A B
HI[ ] ) mZ[3]9] oz[i[2[3[8 1] IED 81| 6 21121
1+ n3[1]2]3[4] oa[i]2]3]4] 2] 2 az] a2 I 12| 2
ot [ [ | Hee [ 3|3 43 4 HE 123] 123
] o] (T a4l a M M 124] 124
n Playees Mojwls 2508 515 W] % B GEEE
5|6 [ 66 | 8 2[126] |
77 KT 7 87 ]z
| B| & a5 | 4 85| 88 128] 128
3] 8 4| 98 89| 5 129] 129
0] 10 50| 50 BE 130[ 130
DD 51] 51 EIED [FI EED
HE 52] 5 R 132] 132
S =t d 13| 13 51) 5 Exl s 133] 133
14 14 54| b4 B 134[ 134
15| 15 55 55 55| 95 135{ 135
16 16 55| 56 EHE 136] 136
KD 57 51 D FHEED
Head vonch | 8] 18 58 | 50 A E] 138] 138
First coach| | 9] 19 5] 5 e {EE EEE
Team B E 0] 60 100] 100] 140] 140
Time-outs Team fouls H1E I im0 11141
] m[a]z[3la] o[i]z[3]4] M 52| 62 T K T2z 1%
H2 o3[112[3[8] o4[1]2[3]4] fE B3| 63 103 103 143 143
I 54] B4 0a] 104 48[ 184
MT Hee | o IHIE 65| 65 105 10| 145] 145
- Players Moy %% s AE B4 | 66 105 10| 146] 148
T\ BT | BY ALy R 147 147
BEE 6 | 68 mEITw 28] 140
EE] EE 103] 10| [EIE
HE] 70] 70 110] 110 750] 150
n s nn mwigm 151] 181
FE] 72| 72 Nz nz| 152|152
HE] 73| 7 najny 153|153
E1E] K 18114 T54] 154
HE] 75 75 15[ 18] 755] 155
il HE] 76] 76 116 178 156 156
E HE K [IE [iE 157] 167
EHE] 78| 78 IEHE 58] 158
Head canch T 1 AE] I a1 158] 150
First assi | | 40| a0 B0( B0 120] 120 760] 160
Scorer Scores Quarter @ A B__
Assistant scorer OQuarter @ A B___
Timer Quarter 0 A B___
Quarter & A B__
Shot clock op Overtimes A B_
Craw Chief Final Score Team A Team B
Umpire 1 Umpire 2 Name of winning team
Captain's signature in case of profest Game ended at (hh:mm)
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4.4 RECORDS — BEFORE THE GAME

4.4.1 SCORESHEET HEADER
Using the dark pen colour (black/blue), the scorer shall then enter in BLOCK CAPITALS:
= Thenames of the teams. First team "A” (the home team or in the case of tournaments or games

on a neutral playing court, the first team named in the programme), and second team "B". If the
names of the teams contain sponsors or nicknames, they should be included.

= The name of the competition.

= The game number.

= The date in the correct format (2 digits for the day, 2 digits for the month and 4 digits for the
year, for example 02.05.2014)

= The official time that the game begins. Format: 24 hour digital clock, always using local time.

= The place (city and venue) of the game.

= The names of the Crew Chief and the Umpire(s). Format: last name in full, followed by the initial
of the first name. For international competitions, the three-letter code (International Olympic
Committee (I0C), https://en.wikipedia.org/wiki/List of I0OC country codes) for the referee'’s
country shall be added after in brackets, for example BARTOW, K. (SWE).

4.4.2 RECORDING TEAMS: PLAYERS AND COACHES

The scorer shall then enter the names of the members of each team, using the list of team members as
provided by the Head Coach or team’s representative at least 40 minutes before the game is scheduled
to begin.

In the header, the scorer shall indicate the venue and the city where the game takes place.

p S FEDERATION INTERNATIONAL OF BASKETBALL
", A INTERNATIONAL BASKETBALL FEDERATION
SCORESHEET
Team A BC MIES TeamB CATBASKET

Competition ®BASCUP 2022 Date  1se202s Time 20:30 Crew Chief KOTLERA, L (SvK)
Game No. 169 Place FIlBA ARENA, gENEVE  Umpire 1 Jungssrannc (fin)  Umpire 2 RIGAS.C (GRE)

Team ‘A" shall occupy the upper part of the ... Fouls
scoresheet, and team ‘B’ the lower part. - Players ko "1 2 3 a5
In the first column, the scorer shall enter the :i Z::wi j : 2

number (last three digits) of each player’s license. 02| TANARS, v, s |0

For tournaments, the players™ license numbers o J: >

shall only be indicated for the first game played SOS|THRON, i #

by the team. :’:2 ::::”’ < ;’B 0

In the second column, the scorer shall enter 750 | MANJOUR, = (car) | 12 |00

each player's name and initials, all in BLOCK — [FEqrereva L 2

CAPITAL letters. Each player’s shirt number shall :;:: :: : z )

be written in the third column. The captains of -
the teams shall be indicated by entering (CAP) Head coach] cso|eAsTRG A, :%
immediately after their name. First assistant coach _ Jeasafaumienma  jm.
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At the bottom of each team’s section, the
scorer shall enter (in BLOCK CAPITAL letters)
the names of the team's Head Coach and first
Assistant Coach, and their license numbers. For
tournaments, the coaches” license number shall
only be indicated for the first game played by the
team.

To make foul recording easier, the names of
players shall be entered in increasing order of
their shirt number (00, 0,1,2...99).

If a team presents fewer than twelve players, when the game starts, the scorer shall draw a line(s)
through the last blank entry(ies). If there are more than one player blank entries, the horizontal line
may reach the first box of players’ fouls and continue diagonally to the last box (see example above).
Such lines should not be ruled until after the Head Coach has signed.

4.4.3 STARTING FIVE AND HEAD COACHES' SIGNATURES

At least ten minutes before the game is scheduled to begin both Head Coaches shall confirm their
agreement with the names and the corresponding numbers of their team members and the names of
the Head Coach and first Assistant Coach.

Then the Head Coach shall indicate the five players to start the game by marking a small 'x’ beside the
players’ number in the 'Player in’ column, and will finally sign the scoresheet. The Head Coach of team
'A’ shall be the first to provide the above information.

At the beginning of the game, the scorer shall circle the small ‘x’ of the 5 players in each team to start
the game (using the red pen). If there are any discrepancies the scorer must notify the Crew Chief
immediately. During the game, the scorer shall draw a small 'x' (not circled) in the 'Player in" column
when a substitute enters the game for the first time as a player.

Head coach €001 CANUK.[ A.
First assistant coach | C120 BRA@”SKAS, C.

Players who have been designated by the Head Coach to start the game may be substituted in the
event of an injury. In this case, the opponents are also entitled to substitute the same number of
players, if they so wish.

If anyone (coaches, Table Officials, referees etc.) notice an error before the game, for example, that
the number of a player recorded on the scoresheet is not the same as the number displayed on the
shirt, or the name of a player is omitted on the scoresheet, the error must be immediately corrected.
In particular, the wrong shirt number will be corrected or the name of the player will be added in the
scoresheet without any sanction. If this kind of error is discovered when the game has already started,
the Table Officials shall notify the referees, and the referee will stop the game at a convenient moment
so as not to disadvantage either team. The wrong shirt number will be corrected without any sanction.
However, the name of any player omitted from the scoresheet cannot be added to the scoresheet
once the game has begun.

In the case of a team having no coach, the team'’s captain becomes responsible and shall sign the
scoresheet in the box reserved for the Head Coach. In this case, the scorer shall also record the name
of the captain in the Head Coach's box and then write after the word "CAP” (as shown).

Head coach 260 | MARTINEZ, J. (CAP) A%

First assistant coach
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4.4.4 PROCEDURE IN CASE OF GAME LOST BY FORFEIT
Game lost by forfeit

Remember, a team shall lose the game by forfeit if:

= The team is not present or is unable to field 5 players ready to play 15 minutes after the
scheduled time to begin.

= Its actions prevent the game from being played.
= Itrefuses to play after being instructed to do so by the Crew Chief.

If a team is not present at the venue, the scorer should complete the scoresheet in the usual way and
in the boxes of the team players write "ABSENT" diagonally, over the players' names boxes. If both
teams are not present, this procedure would be repeated in the boxes for each team. In any case, the
pertinent explanations should be written on the back of the scoresheet.

Procedure:
= The scorer must register at least 5 players of the team that are present for the game.
= The Head Coach that is present, must give 5 starting players and sign the scoresheet.

= After waiting the prescribed time (15 minutes after the scheduled time to begin the game),
and after being instructed by the Crew Chief, the scorer must disable the boxes where players
register by writing: "ABSENT" as described above, for the team that is not present.

= The referees and Table Officials should also sign the scoresheet.

= The Crew Chief must write a brief report on the back of the scoresheet and must score 20-0 on
the final score of the game, for the team present.

Team A Team B
Licence TPaye
% Players Nofwef | ':0'3-“54 5 Players No."|, JFouls, .
20 | MAYER. E. o |(x)
25z |MANGS J Jr. 2 |00 £
58 NES, ] 4 | X
Sy | BOBMT, -5 5 \
a5% | MARTINGE,, [+ 3 ,‘ %
256 | LOPEZ,, Jcar) | # Y
257 | HEMBL, b g o ]
265 | OBRRADOVIC, ey 9
268 | AGUILAR, V. 10 &
268 RIMKWS, T 12
sso |reRoTTL " 15 |(X)
ao1 |vBOT, A 20 |29
Head coach Pogy CANKT il Head coach
ﬁrﬂ assistant coach_ | ceo | SERRAT A S — First assistant coach
Final Score TeamA 20 TeamB 0O
Name of winning team BC MIES
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4.5 THE RUNNING SCORE - DURING THE GAME

4.51 SCORES

The scorer shall keep a chronological running summary of points scored, by entering the field goals and
the free throws made by each team.

There are four columns on the scoresheet for the running score. The two on the left are for team ‘A’
and the two on the right for team 'B". The centre two columns are for the running score (160 points)
for each team.

The scorer must use RED pen during the 1st and 3rd quarters, and DARK (blue or black) pen for the 2nd
and 4th quarters and all overtimes (since overtimes are considered an extension of the 4th quarter).

When points are scored from field goals or free throws, the scorer shall record this as shown below.

=2 &) One point: a filled circle ( ® ) and beside
it write the number of the player who

scored the free throw.

In these examples, A8 and B14 each
scored free throws.

Two points: a diagonal line (/) for right- ““

handed and ( \ ) for left-handed, and
beside it write the number of the player
who scored the field goal.

In this example, A10 scored a two-point

53
fild goal I
NEE ¢ | >

) Vi

10 | 587

52
53
= Three points: a diagonal line (/ or \)
H and by drawing a circle (O ) around the EE
player's number. . .
5 5
In this example, A8 scored a three-point 57 @ 57
e e © =

= Afield goal accidentally scored by a player in team’s own basket shall be recorded as m-
having been scored by the captain of the opposing team on the playing court.

= Points scored when the ball does not enter the basket (Art. 31 Goaltending and Interference)
shall be recorded as having been scored by the player who attempted the field goal.
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= At the beginning of each quarter the scorer shall continue to keep a chronological
running summary of the points scored from the point of interruption (changing
the pen's colour). All overtimes shall be written in the DARK colour (blue or black).

Closures: end of the quarter
At the end of each quarter, if there is no pending IRS situation, the 6““
scorer shall draw with the pen used in the quarter a thick circle (O )
around the latest number of points scored by each team, followed by
a thick horizontal line under those points and under the number of
each player who scored those last points. If there is an IRS situation, 10
the scorer cannot close the quarter until the referees make their final
decision.

In addition, the scorer shall enter the score of that quarter in the
proper section in the lower part of the scoresheet (using the colour
of the quarter)

Scores Quarter

24
Quarter
Quarter
Quarter
Overtimes

14
10

NESHEEEREER
X o2 | o) 2 %

®OOO

A
A
A
A
A

The scorer shall check the running score, foul counts and time-out
counts with the visual scoreboard. If there is a discrepancy, and the
score in scoreheet is correct, the scoreboard should be corrected
immediately. If in doubt or if one of the teams raises an objection

to the correction, the scorer shall inform the referees as soon as
possible, but must wait for the first dead ball when the game clock is
stopped before sounding the signal.

Overtime

In the case of overtimes the scorer shall draw, with the DARK pen, 90

a thick circle (O ) around the last number of points scored by each = /9( 91
team, followed by a thick horizontal line under those points and
under the number of each player who scored those last points. 92 | 92
03 ®
In addition, the scorer shall enter the score of that quarter in the %
proper section in the lower part of the scoresheet. — e
Scores Quarter @& A 24 B 20
Quarter @ A 20 B sz
Quarter @ A 19 B i
Quarter @ A _ 31 B 24
Overtimes A B
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The end of game or the overtime

If at the end of the overtime the score is still tied, the scorer shall
circle the final score of that overtime and draw a single thick
horizontal line under those points and under the number of each
player who scored those last points.

The partial score should not be recorded in the lower section of the
scoresheet. This procedure shall be repeated for each overtime
played until there is a winner.

HELEIE o)

Once the game is finished, the scorer shall circle the final scores

of the last overtime and draw two thick horizontal lines under the
final number of points scored by each team and the numbers of
the players who scored those last points. A diagonal line shall also
be drawn to the bottom of the column to obliterate the remaining
numbers (running score) for each team. This is to be done in the

S @ ©
i®s
PR
©

104

///I

DARK colour pen. The scorer shall then enter the TOTAL points 105 | 105
scored in the overtimes in the lower section of the scoresheet. 106 | 106
At the end of the game, the scorer shall enter the final score and the | (e %
name of the winning team. 8 | 108
10\ 109 \
Scores Quarter ©® A 24 B 20
Quarter @ A 20 B 51
Quarter @ A 19 B 19
Quarter @ A 31 B 24
Overtimes A &8 B_6

4.5.2 POSSIBLE MISTAKES AND SOLUTIONS

Mistakes can be corrected at any time before the Crew Chief signs the scoresheet at the end of the game,
even if this correction influences the result of the game. The Crew Chief must sign next to the correction
and report the error to the organisers of the game, by recording this on the back of the scoresheet.

Corrections on the scoresheet must be done clearly to preserve its readability and by using common
sense according to the true sequence of the events.

If a mistake is discovered by the scorer:

= During the game, the scorer must wait for the first dead ball when the game clock is stopped,
before sounding the signal and reporting the error to the referees. It is important to note that
the Crew Chief is to be advised prior to any correction occurring. When the correction is complete
the Crew Chief shall check it with a little signature with DARK pen as shown in the following
examples.

= After the game, the Crew Chief will have to write a report at the back of the scoresheet, where
all the mistakes have to be explained and validated.
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The following mistakes could be made:

Case 1: Less points recorded

Three-point goal (scored by A8) recorded as two
points.

The scorer shall draw a horizontal line to cancel the
error and then record the correct score in the usual
way.

6 | 507 b

BERE R
52 | 52
$i =
(8) s+ 54
~~ 55 55

Case 2: More points recorded

Two-point goal (scored by A8) recorded as three
points

The scorer shall record immediately the correct score,
but not draw a horizontal line to cancel the incorrect
recording. Beside the incorrect score, a little dot (®)
should be drawn to remember the error.

If a free throw is scored next by the team then this
can be clearly indicated, as shown in the diagram.

6 | 50 50 4
8 | | mm | 14
52 | 52
8 5% | 53
o {3) m 54
55 | 55

Case 3: Recorded points for the incorrect team.

For the third case, we should follow the same
procedure used for incorrectly awarded / recorded
points.

The scorer shall record immediately the correct score,
but not draw a horizontal line to cancel the incorrect
recording. Beside the incorrect score, a little dot (®)
should be drawn to remember the error.

The scorer must continue recording the points scored
and use the blank spaces, if after the correction A8
scores a field goal followed by a free throw.

6 | 507 507 4
8 | 54 | 54 | 14
52 52
53 | 53
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Case 3: ...continues

Only when the wrong score is passed (2 and 2 or 2
and 3 points), the scorer must draw a horizontal line
across the incorrect fields.

In the example after the correction A9 scores a 2
points field goal twice.

¢
B

NEE
A

Case 4: Wrong player's number for a made goal

If the scorer enters the wrong player's number after /5(
a made goal, the correct number should be written 5 [0 o o
over the wrong one. Next to the corrected number, a (
little dot ( ® ) should be drawn to remember the error. 52 | 52
8 53
54 |54 { 8 }
9 |55 55
Case 5: Wrong quarter score
This shall be simply corrected as shown in the Scores  Quarter (1) A _25 B _ 20
di Quarter  (2) A 2 B 20
lagram. Quarter (3) A B
Quarter @ A B
Overtimes A B

Case 6: Wrong type of foul

If the scorer enters a wrong type of foul, the correct
type of foul should be written over the wrong one.
Next to the foul, a little dot ( ® ) should be drawn to
remember the error.

Player | P | P | P

Case 7: Foul entered to the wrong player

If the scorer enters a foul to the wrong player, the
foul should be entered to the right player. Next to the
wrong foul noted, a little dot ( ® ) should be drawn to
remember the error. Three different situations can
occur:

- If this player commits the same type of foul later,
the inscription will remain the same with the dot.

- if another type of foul is committed, the scorer will
write it over the former one.

- if no other foul is committed, the scorer will strike a
line on it.

O
N

S
aS | _s® |

Player P | P

Player P | P

Player P | P —Hs

e i
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4.5.3 POSSIBLE ERRORS  DISCOVERED

OF ART 44 CORRECTABLE ERRORS
The following principles should be followed:
= Where the error occurs, it should be corrected according to the guidelines of Table Officials

Manual (TOM).

= The Crew Chief must sign in that action.
= The rest of the RUNNING SCORE should not be corrected.
= Inall cases, the referee must write a report to the organisation after the game.

Case 1

Error in the 2Q discovered
after closing the quarter

If the quarter in which the error
occurred is already closed, the
RUNNING SCORE should be
corrected, the quarter re-closed,
and the partial score adjusted in
the SCORE box for the guarters,
with a referee’s signature.

Case 2
Error in the 2Q discovered
before closing the quarter

If the quarter in which the error
occurred is not closed, the
RUNNING SCORE should be
corrected, the quarter closed,

and the partial score noted in the
SCORE box for the quarters, with a
referee’s signature.

WITHIN

THE  TIME-FRAME

Case 3
Error in the 2Q discovered
during the quarter

If the error is discovered during
an ongoing quarter, the RUNNING
SCORE should be updated, with the
Crew Chief signing both actions,
and the scores should continue to
be recorded as usual. Additionally,
the partial score in the SCORE box
should also have the Crew Chief's
signature.

L 28" 28" L | a5 28
26 26 26 26
‘F‘ﬁ—jﬂf}?’ ‘Fc@:vﬁ‘ A7
- (6) _a&" 28 - (6) 2" 28
20 20 8
30 30 30 30
31 3 31 At
(o) 32 32 (0) 37 22
33 33 “F 6) 335 33
3 3« 34 3@ 11
35 35
+ 8~ 36 36 36
37 | 37 37 37
38 38 38 38
39 39 39 39
40 40 40 40
Quarter ©@ A 27 BL Quarter @ A 27 BL Quarter © A 27 BL
e i e M | el e
Quarter @ A__ B Quarter @ A__ B Quarter @ A__ B
Overtimes A B Overtimes A B Overtimes A B
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4.5.4 CLASSIFICATION OF THE FOULS

Player fouls may be personal, technical, unsportsmanlike or disqualifying and shall be recorded against
the player.

Fouls committed by first Assistant Coach, substitutes, excluded players and accompanying delegation
members may be technical or disqualifying and shall be recorded against the Head Coach. The scorer
shall record fouls using the pen colour of the quarter.

Each time a new foul is recorded, the scorer must call out loud the personal foul reached by the player
and team fouls (team fouled — and A-B team fouls), so the Table Officials crew is updated about
records on the scoresheet (eg. 14B 4th personal — 3rd team foul — 2 — 3 team fouls), and with the help
of colleagues (assistant scarer and/or timer) may check fouls recorded on the visible scoreboard.

All fouls shall be recorded, in the players and coach’s boxes, as follows:

Team A EBEC MIES
Time-outs Team Fouls

H| =] ¢ Qi ] Q2 ==
H2| 5 | 10| o] Q3 Q4
===

[ Players

MAYER, F.
MANOS N/
joMEs, M
KENT. -3
MARTINEZ, e,
LOPEZ, . (AP}
HEMEL, =3
OBRADOVIC, -
AGUILAR, W,
RIMKUS, T

=’

A

=]
b b <R
o

bl

[=1
IR ey |

SIR[E[RI (R[R[S 5|58

PEROTTI,

301 |VBROT, i
Head coach oo CANWT
First assistant coach |ogo|serraT

B IBIEIB b o] fa]s|ule

g |
‘\b@@x
A ES
KK
i
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4.5.5 HOW TO RECORD THE DIFFERENT FOULS

Classification of the fouls

u PERSONAL FOUL

TECHICAL FOUL ON A PLAYER

UNSPORTSMANLIKE FOUL

SUBSTITUTE, EXCLUDED PLAYER & ACCOMPANYING DELEGATION MEMBERS
u DISQUALIFYING FOUL FOR FIGHTING ART, 39

H DISQUALIFYING FOUL FOR PLAYER, HEAD COACH, FIRST ASSISTANT COACH,

. TECHICAL FOUL ON THE HEAD COACH FOR PERSONAL BEHAVIOUR

PERMITTED TO SIT ON THE TEAM BENCH

DISQUALIFICATION FOR PLAYER, HEAD COACH, FIRST ASSITANT COACH &

H TECHICAL FOUL ON THE HEAD COACH FOR BEHAVIOUR OF ANY OTHER PERSON
E ACCOMPANYING DELEGATION MEMBERS FOR COMBINATION OF TF's OR UF's

Note: If there is an IRS situation, the scorer shall wait for the referees’ final decision before entering
the corresponding fouls.

4.5.5.1 RECORDING AND DESCRIPTION OF THE PLAYERS FOULS
PERSONAL FOUL, WITHOUT FREE-THROWS

Player P

A personal foul shall be indicated by entering a ‘P’

PERSONAL FOUL, WITH 1, 2 or 3 FREE-THROWS

Player Pi | Py | P3

Any foul involving a free throw(s) shall be indicated by adding the
corresponding number of free throws (1, 2 or 3) beside the P!
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FOULS WITH PENALTIES CANCELLED ACCORDING TO ART 42

Team A

Player P | Py | Dc
Team B

Player P | Uc

All fouls against both teams involving penalties of the same severity and
cancelled according to Art. 42 (Special situations) shall be indicated by
adding a small 'c’ beside the 'P; ‘T, 'C; 'B; 'U" or ‘D’

DOUBLE FOUL
Team A
Player P
Team B
Player u, | P

A double foul is a situation in which 2 opponents commit personal or
unsportsman-like/disqualifying fouls on each other at approximately the

same time.
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TECHNICAL FOULS & COMBINATION

Player 1 T, | T, | GD
Player 2 T. | U, | GD
Player 3 .| P | P |P | T |GD

A technical foul against a player shall be indicated by entering a T followed
by the corresponding number of free throw (1) beside T.

A second technical foul shall also be indicated by entering a ‘T, followed by
a 'GD' for the game disqualification in the following space.

A technical foul against a player with an earlier unsportsmanlike foul or
an unsportsmanlike foul against a player with an earlier technical foul
shall also be indicated by entering ‘T' or ‘U’ followed by a ‘GD’ in the next

following space.
VIDED

UNSPORTSMANLIKE FOUL & COMBINATION

Player 1 U, | U, | GD
Player 2 T, | U, | GD
Player 3 u | P P | P, ] U, GD

An unsportsmanlike foul against a player shall be indicated by entering
a ‘U If itinvolves free throws they shall be indicated by adding the
corresponding number of free throws (1, 2 or 3) beside the ‘U’

A second unsportsmanlike foul shall also be indicated by entering a ‘U,
followed by a ‘GD’ in the next following space.

An unsportsmanlike foul against a player with an earlier technical foul
or a technical foul against a player with an earlier unsportsmanlike foul
shall also be indicated by entering ‘U’ or ‘T' followed by a ‘GD’ in the next
following space.

DISQUALIFYING FOULS

Player D,

A disqualifying foul shall be indicated by entering a ‘D! If it involves free
throws they shall be indicated by adding the corresponding number of
free throws (1, 2 or 3) beside the ‘D!
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4.5.5.2 RECORDING AND DESCRIPTION OF SUBSTITUTE & EXCLUDED PLAYER FOULS
TECHNICAL FOUL BY A SUBSTITUTE OR AN EXCLUDED PLAYER

’Head coach ‘ B, ‘ ‘ ‘
’Head coach ‘ (of ‘ B, ‘ B, IGD
’Head coach ‘ B, ‘ B, ‘ B, IGD

A technical foul against a substitute or a excluded player for
unsportsmanlike behaviour shall be indicated by entering ‘B’ in the Head
Coach box, and adding the 1 free throw beside 'B'.

After a combination of the (3) technical fouls has been charged to the first
Assistant Coach, substitute, excluded player or accompanying delegation
members, a ‘GD’ shall be recorded against the Head Coach.

DISQUALIFYING FOUL BY A SUBSTITUTE

Substitute D

Head coach B,

A disqualifying foul shall be indicated by entering a ‘D’ against the player.
In addition, a bench technical foul for the Head Coach shall be entered.
This foul does not count towards team fouls.

DISQUALIFYING FOUL BY AN EXCLUDED PLAYER

Excludedplayer, P | P | P | P, | P | D

Head coach B,

A disqualifying foul shall be indicated by entering a ‘D’ against the player.
In addition, a bench technical foul for the Head Coach shall be entered.
This foul does not count towards team fouls.
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4.5.5.3 RECORDING AND DESCRIPTION OF HEAD COACH, FIRST ASSISTANT COACH &
ACCOMPANYING DELEGATION MEMBERS FOULS

All fouls charged against the Head Coach do not count as team fouls. You will find below examples of
disqualifying fouls because of fighting (Art. 39), with different penalties, whether the persons enter
the court or actively participate in the fight etc.

TECHNICAL FOULS

’Head coach‘ o \ \ ‘
’Head coach‘ C, ‘ C, ‘ GD ‘

A technical foul against the Head Coach for personal unsportsmanlike
behaviour shall be indicated by entering a ‘C. A second similar technical
foul shall also be indicated by entering a “C’, followed by a “GD" in the
following space.

Technical fouls during an interval of play are considered to be committed
in the next quarter, using the pen colour of the quarter that follows, so it
must be recorded as:

= B if the foul was committed by a first Assistant Coach, substitute,
excluded player or an accompanying delegation member.

= Cif the foul was committed by the Head Coach.

VIDEO

TECHNICAL FOUL BY FIRST ASSISTANT COACH, SUBSTITUTE, EXCLUDED
PLAYER OR ACCOMPANYING DELEGATION MEMBER

’ Head coach

’Head coach \ (o8 \ B, \ B, IGD

’Head coach ‘ B, ‘ B, ‘ B, IGD

A technical foul against a first Assistant Coach, substitute, excluded player
and accompanying delegation member for unsportsmanlike behavior shall
be indicated by entering a ‘B’ in the Head Coach box, and adding the 1 free
throw beside ‘B!

After a combination of the (3) technical fouls has been charged to the first

Assistant Coach or accompanying delegation members, a ‘GD’ shall be
recorded against the Head Coach.
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DISQUALIFYING FOUL

’Head coach ‘ D, ‘ ‘ ‘

A disqualifying foul against the Head Coach for personal unsportsmanlike
behaviour shall be indicated by entering a 'D; adding the 2 free throws
beside the 'D:

DISQUALIFYING FOUL BY FIRST ASSISTANT COACH, SUBSTITUTE,
EXCLUDED PLAYER OR ACCOMPANYING DELEGATION MEMBER

Head coach B,
First Assistant Coach | D

A disqualifying foul against a first Assistant Coach for personal
unsportsmanlike behaviour shall be indicated by entering a ‘D' Also, a
bench technical foul recorded as ‘B’ and adding the 2 free throws beside
the 'B' should be entered in the Head Coach's box.

Head coach \ B, \ \ ‘

A disqualifying foul against an accompanying delegation member for
personal unsportsmanlike behaviour shall be indicated by entering a ‘B’
and adding the 2 free throws beside the ‘B’ should be entered in the Head
Coach’s box.
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4.5.5.4 RECORDING AND DESCRIPTION DISQUALIFYING FOUL ART.39 FIGHTS

DISQUALIFYING FOUL FOR FIGHTING ART 39
BY A SUBSTITUTE OR AN EXCLUDED PLAYER

Substitute 1 P P D F F
Substitute 2 p P P, | P, D F
Head coach B,

Excludedpla\/er‘ P ‘ P | P, P,] P | DF
Head coach B,

If the substitute has fewer than four fouls, then an 'F’ shall be entered in all
remaining foul spaces. If the player already has five fouls, then 'F' shall be
written immediately after the last foul box (as shown above).

In addition, and regardless of the number of persons who leave the team
bench area, only one technical foul shall be entered for the Head Coach
recorded as B. Technical or disqualifying fouls according to Art. 39 shall
not count as team fouls.

DISQUALIFYING FOUL FOR FIGHTING ART 39 BY A SUBSTITUTE
OR AN EXCLUDED PLAYER ACTIVELY INVOLVED IN THE FIGHT

Substitute 1 ‘ P I D, | F F F

Head coach B,

Excluded player ‘ P ‘ P|P,| P, | P |DF
Head coach B,

A disqualifying foul shall be indicated by entering a 'D; against the
substitute or excluded player adding the 2 free throws beside ‘D

If the substitute has fewer than four fouls, then an 'F' shall be entered in
all remaining foul spaces.

If an excluded player is actively involved in a fight, then a ‘D’ shall be
entered, adding the 2 free throws beside ‘D’ Also, an 'F’ shall be written
immediately after and next to the last foul box (as shown above).

In addition, a technical foul for the Head Coach ‘B’ shall be entered.
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DISQUALIFYING FOUL FOR FIGHTING ART 39
BY A HEAD COACH, FIRST ASSISTANT COACH OR ACCOMPANYING

DELEGATION MEMBERS

If only the Head Coach is disqualified

Head coach \ D, \ F \ F |

If only the first Assistant Coach is disqualified

Head coach B,

First Assistant Coach | D F

F

If both the Head Coach and the first Assistant Coach are disqualified

Head coach D, F

F

First Assistant Coach | D F

F

If an accompanying delegation member is disqualified

|Head coach ‘ B, ‘@‘

If two accompanying delegation members are disqualified

o~

P

|Headcoach ‘ B, ‘(B)‘(B)l

S’

Disqualifying fouls against Head Coaches, first Assistant Coaches and
accompanying delegation members for leaving the team bench area (Art.
39), shall be recorded as shown above. In all remaining foul spaces of the
disqualified person an ‘F' shall be entered.

S’
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DISQUALIFYING FOUL FOR FIGHTING (DF) ART 39
BY A HEAD COACH, FIRST ASSISTANT COACH OR ACCOMPANYING
DELEGATION MEMBERS ACTIVELY INVOLVED IN THE FIGHT

If only the Head Coach is disqualified
Head coach \ D, \ F \ F |

If only the first Assistant Coach is disqualified
Head coach B,
First Assistant Coach | D, F F

A disqualifying foul shall be indicated by entering a 'D; and adding the 2
free throws beside the 'D; against the first Assistant Coach, then an 'F'
shall be entered in all remaining foul spaces.

Also, a bench technical foul recorded as ‘B' and adding the 2 free throws
beside the ‘B’ should be entered in the Head Coach’s box

If both the Head Coach and the first Assistant Coach are disqualified
Head coach D, F F
First Assistant Coach | D, F F

If an accompanying delegation member is disqualified
| Head coach ‘ B, ‘(Bz)‘ |

If two accompanying delegation members are disqualified
Head coach B, [(B,)|(B,

A disqualifying foul for first Assistant Coach, shall be indicated by entering
a 'D; and adding the 2 free throws beside the 'D; and the same each
person disqualified, then an 'F' shall be entered in all remaining foul
spaces.

Each disqualification of an accompanying delegation member shall be
charged against the Head Coach, recorded @ , but shall not count to
the three technical fouls for disqualification.

Is important to note that:

= Duringaninterval of play, all team members entitled to play are considered as players (Art. 4.1.4).

= All team fouls committed in an interval of play shall be considered as being committed in the
following quarter or overtime (Art. 41.1.2).

= All team fouls committed in an overtime shall be considered as being committed in the fourth
quarter (Art. 41.1.3).
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4.5.6 TEAM FOULS

For each quarter, four spaces are provided on the scoresheet (immediately below the team’s name and
above the players’ names) to enter the team fouls.

Whenever a player commits a personal, technical, unsportsmanlike or disqualifying foul, the scorer shall
record the foul against the team of that player by marking a large ‘X" in the designated spaces in turn.

At the end of each quarter, unmarked spaces will be ruled out with two lines as shown below.

Q3 DrPel el w] Qe AEDs g
HeC  [z=] « ]

When a team reaches its fourth team foul the team foul marker shall be positioned on the scorer's
table.

Where — at the end nearest to the bench of the team in a team foul penalty situation.
When — the ball becomes live following the fourth team foul in a quarter.

Who — The team marker may be lifted up by the table official nearest the bench of the team in a team
foul penalty situation (e.g. assistant scorer, timer, shot clock operator)

Why - If the scorer lifts up the team marker and passes it to a colleague, this could distract the officials
from the game thatis about to restart. This could mean that there are fewer Table Officials watching the
court and could result, for example, in the game clock being erroneously started later than it should be.

4.5.7 WHEN SUBSTITUTES ENTER THE GAME FOR THE FIRST TIME

During the game, the scorer shall draw a small 'x' (not circled) in
the ‘Player in" column, beside the number of a player when that
player enters the game for the first time.

The scorer should use the pen colour of the quarter thatis being played.

MANJOUR, = (cap) | 12 |0 » [“a]ez[rz—
TOTEVA, L 12| x
LEE, A, 1= | x [p2|P=

4.5.8 TIME-OUTS

Each team may be granted:

= 2 time-outs during the first half, TeamB .CA
= 3 time-outs during the second half with a maximum of 2 Time-outs
of these time-outs in the last 2 minutes of the second half, H1 %zj
H2| 5| & |12
= 1 time-out during each overtime. oT ]
Time-outs granted shall be recorded on the scoresheet by [
entering the minute of the playing time of the quarter or overtime . | !

in the appropriate boxes below the team'’s name. For example, if
3:44 minutes are left to the end of the first quarter, the scorer shall record 7, because 10-3 =7.
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Unused time-outs may not be carried over to the next half or overtime. At the end of each half, (1st
and 2nd quarter, 3rd and 4th quarter), unused time-outs will be ruled out with two horizontal lines as
shown above.

Should the team not be granted its first time-out before the last 2 minutes of the second half, the
scorer shall mark 2 horizontal lines in the first box for the team’s second half.

4.5.9 HEAD COACH'S CHALLENGE

In games using the Instant Replay System (IRS), a Head Coach's Challenge (HCC) is available to each
team and may be requested at any time during the game.

The Head Coach requesting the challenge shall make eye contact with the nearest referee and clearly
say loudly in English "challenge" while showing the Head Coach challenge signal (No. 59, drawing a box,
like @ TV screen). The request shall be final and irreversible.

If granted, the HCC shall be recorded on the scoresheet, below the team name, in the boxes next to
HCC. In the first box, the scorer shall enter the quarter or overtime (Q1, Q2, Q3, Q4 or OT) and in the
second box the minute of playing time of the quarter or overtime.

TeamB _CATRASKET

Time-outs Team Fouls

W[ H ot X X
w[-]e]=] s RS
of[ T T ] Hce

4.5.10 END OF QUARTER OR INTERVAL PLAY

= Recording the partial scores, fouls and unused time-outs.

= With two horizontal parallel lines (as described above):
= Atthe end of each quarter unmarked team foul spaces (below)
= At the end of each half unused time-outs (above)

At the end of 2nd quarter (first half), the scorer shall draw a thick line between the spaces that have
been used and those that have not been used in the players' foul boxes and the coach’s foul boxes.
These lines shall be drawn in the DARK colour (blue or /black).

The scoresheet should be made available to the Commissioner and Crew Chief whenever they request
to see t.

MAYER, F. 0 Ps|P|P
MANDS F R =2 PP
JONES, M 4| x

KENT, G2 51| X
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4.5.11 PROCEDURE IN CASE OF GAME LOST BY DEFAULT

Game lost by default

A team shall lose a game by default if, during the game, the team has fewer than two players on the

playing court ready to play.

= If the team to which the game is awarded is ahead, the final score shall stand as at the time
when the game was stopped. If the team to which the game is awarded is not ahead, the score

shall be recorded as 2 to O in its favour.

= The referees and Table Officials should also sign the scoresheet. The Crew Chief should also

make a record on the back of the scoresheet for the

organising body.

= The Crew Chief must write the report for the organization on the back of the scoresheet, and will
also write either current result of the game or 2-0, depending on who has run out of players to

play.

4.6 AT THE END OF THE GAME

4.6.1 RECORDING THE FINAL SCORE

At the end of the game (4th quarter or the last overtime),

shall draw 2 thick horizontal lines under the final number of points
scored by each team and the numbers of the players who scored

those last points as shown.

A diagonal line should also be drawn to the bottom of the column
from left to right to cancel the remaining numbers (running score) for

each team as shown.

The partial score of that quarter has to be recorded, as well as the
final score and the name of the winning team (including any sponsors

name).

The official time when the game ended has to be recorded. Format:

24-hour digital clock, always using local time.

the scorer ““
8 8687 4
8 av 14
88 14
10 89
14

HEEEREIE O EER EAEER Y

95
SCOTES Quarter © A 25 B—77 2
Quarter @ A _ 76 B 27 /9( @
Quarter G A _ 2% B 30 98
Quarter @ A 27 B 76 - 99
Overtimes A _ 77 B_7 :@
101
i 12 02
Final Score leam » 703 leam B 97 T - \3
Name of winning team CLUB YMKA \ 104 10\
ame ended at (hh:mm) 22:25 \ 105 | 105\
\ 106 106

07
1

8
108, 109
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4.6.2 FINISH THE FOOTER AND SIGNATURE OF THE CREW

At the end of the game, the scorer will review the scoresheet and draw a line through each team's un-
used boxes as shown. There is no difference made between players who did not show up and those
who were on the bench but did not enter the court.

Time-outs Team Fouls
Hi[=]¢ Q1 7] Q2 ==
H2| o | 20] 10| Q3 Q4
S
] Players o], TUF,
250 |MAYER. F. o [Q)==|»|»
252|MaNOS o NGIBEE
253 |joNES, M 4| x
254 | KENT, [=3 g1 X
255 | MARTINEZ, [+5 e | X |,
256 |LoPEZ, J.ea?) | = |COlei]e
257 | HEMEL, D. 2
265|oBRADOVIC, £, 9
266 |AGUILAR, . 10
268 |RIMKIS, T 1= X
200 |PEROTTL, . 15 Q“) PLIPz| P e
201 |viDOT, A 20 [(Orz]r2] ¢
|Head coach b.ooa| CANUT A /é Ce
[First assistant coach Jczo]serrAT ey T

The scorer shall then enter his/her surname on the scoresheet in block capital letters and then sign.
After this, the assistant scorer, timer and the 24 second operator, shall enter their details, as shown.
The scorer shall draw a horizontal line through each of the ‘Captain’s signature in case of protest’
boxes.

During the waiting period for a possible case of protest, and after all table officials have signed, the
scoresheet will be reviewed and signed following this protocol:

1. The commissioner, if present, will take the opportunity to review the scoresheet.

2. Once the waiting period has elapsed, the umpires will sign.

3. The Crew Chief will review the scoresheet again and proceed to sign it.

The Crew Chief's signature, terminates the officials’ administration and connection with the game,
except if one of the captains signs the scoresheet under protest (using the space marked 'Captain’s
signature in case of protest’). If this occurs, the Table Officials and the Umpire(s) shall remain at the
disposal of the referee and the Commissioner (if present) until the Crew Chief gives them permission
to leave.

corer ISOLA, o i
sistant scorer ONNA, MY —
Timer FERNANDEZ, P B
Shot clock operator  eaTTON, M, -
i\
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4.7 SUMMARY OF PEN COLOURS

Two colours will be used to fill the scoresheet: DARK blue / black and red.

Blue or Black Colour

Scoresheet Header

= Teams  full names.

= Competition.

= Date (day.month.year: dd.mm.yyyy, for example 24.08.2007)

= (Game starting time.

= Game number.

= Place of the game.

= Referee’s surnames, initials of their names and their home countries.
Teams

= Teams names.

= Players and coaches’ surnames and initials of their names.

= Players’ shirt numbers.

= Last three digits of the players and coaches’ license numbers.

= The cross (“X") corresponding to the starting five players from each team.

= The coaches’ signatures confirming their agreement with the names and corresponding
numbers of their team members and the coaches’ names.

= The line drawn through the spaces for the license number, name, number, etc. when a team
presents fewer than twelve players (line drawn after the game has begun).

= Fouls committed by players in the 2nd and 4th quarter (and overtimes).

= Time-outs and Head Coach's Challenges of the 2nd and 4th quarter (@and overtimes).

= Team fouls of the 2nd and 4th quarter (@and overtimes).

= Players who enter the court to play for the first time in the 2nd and 4th quarter (@and overtimes).

= The thick line drawn at the end of the 2nd quarter between the foul spaces that have been used
and those that have not been used.

= The thick diagonal line drawn at the end of the playing time obliterating the remaining spaces.
Scoresheet footer

= The score of 2nd quarter and 4th quarter.

= The final score of the game.

= The name of the winning team.

= The captain’s signature in case of protest or the thick line drawn if it was not used.
= Table Officials’ surnames, initials of their names and their license numbers.

= The signatures of the officiating crew members (referees and Table Officials)
Running score

= The running score during the 2nd and 4th quarter.
= The running score of the overtime(s).
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Red Colour

Teams

Time-outs and Head Coach’s Challenges of the 1st and 3rd quarter.

Fouls committed by players in the 1st and 3rd quarter.

Team fouls of the 1st and 3rd quarter.

Players who enter the court to play for the first time in the 1st and 3rd quarter.

The circle around the cross of the starting five players of both teams as they enter the court to
start the game.

Running score

The running score of the 1st and 3rd quarter.

Scoresheet footer

The score of 1st quarter and 3rd quarter.
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4.8 EXAMPLES OF SCORESHEETS

4.8.1 BEFORE THE GAME

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET
Team A BC MIES TeamB CATBASKET
Competition BaAscur oo Date 1562005 Time 20:30 Crew Chief KOTLERA, L [(SvK)
Game No. 169 Place FBA ARENA, GEMEVE  Umpired _Jurncsemansce imiv) Umpire 2 RIGAS.C (5RE)
Team A EC MIES
Time-outs Team Fouls RUNNING SCORE
H1 at [1]2]3]4] a2[1]2]3]4]
e e e A B A B A B A B
H2 L1 | Q3 i—":ié Q‘I 11213 TI 11 4|4 8|8 121) 121
or[_] HCC I 2|2 2|a | 122] 122
Licanes 313 43 | 43 LR 123} 123
- P|a)'9!'5 Noj™~ly 3 3 4 5 4 4 | 84| 84 124] 124
258 | MATER, F. o 5|5 45 | 45 85 | 85 125/ 125
osa|MANDS J e = 6| 46 | 46 86 | 88 126) 126
258 |JOMES, M + Tl7 4T | 47 ET | 87 127|127
254 | KEMT, [ 5 88 43 | 48 B8 | 82 128] 128
55| MARTINEZ., &, [3 99 43 | 49 LR 129( 129
a5 LoPEZ, ) fcar) | # 0|10 50 | 50 50 | %0 130{ 130
57 HEMBL, B, i3 " 51| 51 MM 1313
265| OBRRADOVIE, &, g 12 | 12 52 | 52 82|92 132} 132
Se& AGLILAR, W, 15 13|13 53 | 5 g3 (9 133 133
267 [RIMMUS, T. iz 1|14 54 | 54 o4 [ 04 134 134
200 | PEROTT, = 15 15 | 15 55 | 55 95 | 95 135] 135
301 | VIROT, A, 20 16 | 16 56 | 56 96 | 96 136 136
[Head coach hoozlcAMNUT 4 7|17 57 | &7 a7 | a7 13r| 137
First assistant coach Jcooo |[semmAT A 1% |18 54 | 58 98 | 98 138 138
Team B CATEREASKET 9|19 59| 5 | 98 139 139
Time-outs Team Fouls w |20 60 | 60 100 100 140 140
Hi ai [1]2]3l4] a2[1]2]3]4a] HRED 6 | 61 101 | 101 141] 141
H2 I Q3 1 213la a4 1]213 4] i 62 | 62 102 | 102 142| 142
nn £1 | 63 0% 183 143] 143
oT HCC
| - L1 1 T Y Sl YA
cance : Fouls AED 65 | &5 105 105 145/ 145
= Players No "l 23 as e & | 6 106 106 148] 146
E00 | RADOMJIC, G. 4+ aja 67 | &7 107 | 107 147 | 147
soa [ MANTILA, [ 5 A &4 | 68 108| 108 148) 148
Sp2| TANABE, W, & EE: 69 | 69 109 | 108 149 149
spa|ruus, g 7 W | w0 m| 10| 110 150/ 150
| 505 THROMN, H. 8 FEL niln 11 11 151 151
S0 | MITLBCH, g 9 313 12|71 112] 112 152| 152
Foo | MARTIL =3 10 BN nmn 113] 113 153] 153
FS0 | MANOUR, = {CAF) | 11 3 34 74| T4 114] 114 154| 154
e [TOTEVA, i 13 35 | 35 75|18 15] 115 155] 155
76| LEE, A 13 3 | 36 6| TE 116 | 116 156 156
goo|EM, =, 14 FES mlm 17| 17 157|157
3 | 38 78 | T8 18| 118 158/ 158
[ead coach] csp jeAsSTRD A, ERE | 13| 119 159/ 159
Firstassistanteosch  JoattfavimiBnmns  jp, 40 | 40 80 | 80 120 120 160 160
Scorer ISOLA, B Scores Quarter © A B
Assistant scorer ONNA, M Quarter @ A B
Timer FERMANBEZ, P Quater @ A B
|Shot clock operator  FatTTon,. . Quarter @ A B
Overtimes A B
Crew Chief Final Score Team A Team B
Umpire 1 Umpire 2 Name of winning team
Captain'signature in case of protest Game ended at (hh:mm)
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4.8.2 END OF 1ST QUARTER

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET
Team A BC MIES TeamB AT PBASKET
Competiton BAScuPooz2  Date _sseocas Time  =o:30  Crew Chief KOTLERA, L (SvK)
Game No. 169 Place FIBA ARENA, SENEVE  Umpire1 judgeemasmc Fis)  Umpire 2 RIGAS.C (GRE)
Team A EC MIES
s Toun Foul RUNNING SCORE
H1 1
I Q@al2i3lalll o [ e | ale|ale]la]es
H2 @ |1§2]13 4. Q4{112]314 11 # | 41 81 | at 121121
ot| wee [ ] 7 6 a|a 0| m 12| m2
bicacy Fouls ilels 4| a 83 | a3 123 123
; P'ayers NoJ11 273 4 5 4| 4 “|u 8 | 84 124] 124
350 | MATER, F. e [00]es (@] 8 45|85 85 |85 125|128
22| MANDS ) s |0 8| a1 4| 4 86 | 86 126 126
53| ICMNES, M + | X 3 a8 |14 a7 | 7 &7 | ar 127127
254 | KENT, oL & B|®|14 45 | 48 80 | B8 128 | 128
255 MARTINEZ, c. & R 4|0 EED 129] 129
256 |Lorez, Jfear) | # © 4 50 | 50 50 | 90 130| 130
257 | HEMEL, B £ "N 51| 81 81 . 13113
65| ORRADOVIC, [+ 8 20 ){ 4 52 | 52 82 | a2 13211312
2ee|AqUILAR, v, 10 1313 HE EEE 133|133
| 2o | IS, . 12 14 14 54 | 54 a4 | 94 134] 134
| s00 | PEROTTY, E 15 | Q9P G| ] 15 55 | 85 % | 95 135] 138
201 |VIPOT, A 20 | (X]e= 18 | 18 56 | 5 9% | 96 136 | 138
Hoad coach boodcanur N A 17 (4] |st|a o7 | o7 147|437
First assistant coach oo |sEmmaT Fe L-.. _./'.' @ 18 58 | 58 a8 | &8 138|138
TeamB _CATBASKET 1|19 I EIES 138 138
Time-outs Team Fouls 2020 60 | 60 100 100 140) 140
Wl ] ai a[1T2T3lal]| |l = 81 [ & 101101 1a1] 141
w1 1] os[al2[30e] ae[qT2lalal| [ 122 o e e
b icancs Fouls 4 @ 25 85 | 65 105 105 145 145
= Players No Wl 2 3 4 s % | 2 66 | 66 106 106 146 146
500 |RABOMIE 4. + 100+ n|a 67 | 67 107 | 107 147 147
S01 | MAMNTILA, . 5 28| 28 68 | 68 108 | 108 148 | 148
oz | TANABE, v, A () HE 69 | 6 109 109 149 | 148
so3|PuiG, ) > 30 | 30 ED 110 110 150 150
so5|THROM, H. 2 | X D Ak 11111 181 | 154
506 | MITLECH, N o |0 IE 1z|n 12|12 152 | 152
Foo|MarTl c. 10 FE nln 113|113 153 153
F50 | MAMICUR, [ AT 14 @ P 3| 34 T4 | T4 114 114 154 | 154
FEL| TOTEVA, L i3 35| 35 75|15 115 115 155 | 155
Fisb | LEE, A i= 36| 36 76| TE 16 116 156 | 156
g00 | KEM, ®. 14 [ 37 | 3 mln 147|117 157 157
— 3| 3 Ta | 118|118 158 158
Head coach| csojeasTrRo e 39 | 39 79|19 118|118 159 | 159
First assistant coach JoLTtlALRIENMA |y 40 | 40 20 | 80 120|120 160 | 160
Scorer ISoLA, B, Scores Quarter ) A =5 B
Assistant scorer OMMA, M Quarter @ A B
Timer FERMANBEZ,  P. Quarter 3 A B
Shot clock operator raTTow, M. Quarter @ A B
Overtimes A B
Crew Chief Final Score Team A Team B
Umpire 1 Umpire 2 Name of winning team
Captain'signature in case of protest IGaneended at (hh:mm)
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4.8.3 END OF 2ND QUARTER

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET
Team A BLC MIES TeamB AT PBASKET
Competition BASCUP sooo Date _t=oéac2+ Time  =0:30  Crew Chief ROTLERA, L (SVK)
GameNo. ____ 169  Place FlBAARENA GENEVE  Umpire1 Juncssrannc FIN) Umpire2 _ moAsc Grs)
Team A BCMIES
Time-outs Team Fouls RUNNING SCORE
=] o R a2bdEleEe
A B A B A B A B
H2L 1 | st l—LLQJ_i a112]3]4] K 12 ) o] 12| || 121] 121
or HCe 7 [} Q|4 |8 11|12
b icance 3o s a4 S 12313
" Players Ol 2 3 45 4| e W) a| w|a 124] 124
250 | MAYER, F. [:] CX) Pz P @ 8 45 | 45 85 |85 125|125
asa|MANGS i s |Cal= s | @14 4 | 46 5 | 86 126 126
253 | |IOMNES, M 4 | X 3 & |14 a7 | 47 a7 | 87 127127
24 |kENT, @ =] x s o [14 4% | 48 8 | 88 128| 128
255| MARTINEZ., c. 6| x R 4|8 8 | 89 129( 129
256 | LOPEZ., ). ear) | # [0)]ee @] 4 50 | 5 %0 |90 130/ 130
2857 | HEMEL, B 2 1|1 st | 51 CAED 13| 131
265| cBRADOVIE, c g 0 4 52 | 52 9 |8z 132) 132
266 | AGUILAR, V. 15 13| 13 5|5 K 133] 133
268 | RIMKILS, T 2] X 14 14 51|54 M| a4 134|134
200 |PEROTT, " (] B G) 15 55 | 55 9% | 95 135] 135
a1 |VIDOT, A, 20 |(X)]e= 16 | 16 5 | 56 % |96 136 138
Head coach booscANUT i 17 (4 |s1 s o | o7 137|137
Firstassistant cosch  [ogo|semmar & L_— 7 @) | #The 58 | 58 % |9 138 138
TeamB CATBASKET wlagla] |=mle e 130 129
Time-outs Team Fouls 0| 60 | B0 100 | 100 140 | 140
H1| s = [+1] 4 Q2 -ty i (4) 2 61 | B1 101 | 101 141 141
He a3 [1]2]3]4] aa[1]2[3]4) 2 Lot [(11) 62 102|102 42| 142
m.r—--—~=' HCC el ] 15 2 63 | 63 103 | 103 143 | 143
R 64 | 64 104|104 144] 144
L icenod] Fouls 4 Exl® 105 105 145] 145
- Players hn "1z 3 as %2 6 | & 106] 108 6] 14
so0|RADONIE , 73 + [CAle: & |2 |af |14 & | &7 107 | 107 147|147
S0l | MANTILA, L) & 8 | 8 68 | BB 108 | 108 148 | 148
502| TANARE, v, & |0 | las | e 6 | 6 109 {109 149|149
soz | Puic, E Z P1E] 70 | 70 t10] 110 150( 180
sos|THROM, H. g | % |p= 3 At | 1 M 11]111 151 151
506 | MITLECH, ik 3 |Co OEIE n|nr 112|112 152| 152
Foo |MARTL, c. 1o F1E IS 13[113 153|153
50 | MANIDUR. = (ear) |22 |0 e a Lt [(11) 74| 14114 154 154
zsi|ToTEVA, 1. 12| x [20) o8| 35 75 | 75 15[ 115 155] 155
T | LEE. A i ] ¥ 36| 36 TE | TH 116 | 116 156 | 156
go0 | KEM, ® 14 |G| = w0 Lar et 1) K 17| 1T 157 | 157
38|81 78 | 78 18| 118 158|158
Head coach csofeasTre A 12 |8 | 3 79|79 118|119 159|189
First assistant coach  [CitalALRIENMA )0, \ 2|8 |40 B0 | ED 120|120 160 | 160
Scorer LSoLa, B Scores Quarter ) A =5 B i1z
Assistant scorer OhibA, M Quarter @ A _1é B 2x
Timer FERMAMDEZ, P Quarter 3 A B
Shot clock operator  raTToM, M, Quarter @ A B
Overtimes A B
Crew Chief Final Score Team A Team B
Umpire 1 Umpire 2 |Name of winning team
Captain'signature in case of protest Game ended at (hh:mm)

FIBA TABLE OFFICIALS MANUAL



4.8.4 END OF 3RD QUARTER

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET

Team A BC MIES TeamB LATPBRASKET
Competition BASCUP 2020 Date _zso0cacoe Time 20:30 Crew Chief KOTLERA, L (SVE)
Game No. 169 Place FiBA ARENA GENEVE  Umpire1 _udsssranse FIN Umpire 2 RIGASL (GRE)
Team A EC MIES
Time-outs Team Fouls RUNNING SCORE
W W
Mloale] O LRELSIH @2 =l i T e [ale|ale|ales
H2| o a3 a4[1T2] 3T 4] K 2 ) o] 12| || 121] 121
ot HCC . T [} a | a2 0|82 122|122
hicence 3le]e 4| 43 A 123 123
m Players Ofreds 2 3 45 o 4| JGL@ a] s 124] 124
250 | MAYER, F. [:] (x) Pz PP @ B | D [4|45 85 |85 125|125
252 |MANCS J Jr s |Cal=]> 8| 814 4 14 8 |88 126 126
253 |IONES, M 4 | ¥ 3 & |14 3 4T BT | &7 127|117
a4 [eenT, @ = x 8| ®|14 4 | 48 11 88 | 88 128|128
255| MARTINEZ, c. | x |r R 15 9 8 |8 129 129
256 | LOPEZ., ). (ear) | # [(¢)]ee [O] 4 50 11 %0 |90 130/ 130
257 | HEMEL, . 2 1|1 e el 131 134
265| cBRABOVIE, o 4 20 4 (7] ] 2|92 132|132
268 | AGUILAR, Vv, 10 1] 13 5|58 FAES 133133
268 |RIMKILS, T 2] X 14 14 54 | 54 M |94 134|134
200 |PEROTT, " 15 [ (9] #2 [©] 15| @) OEEE 135] 135
a1 |VIDOT, A, a0 [(ea e 16 | 18 56 | 56 % |96 136 136
Head coach booscANUT i L 17 (4) o [sa| 1 o | o7 137|137
First assistant coach  [cgo [semmat Wy Moo o 18 5 |m |5 % |0 138 138
TeamB CATBASKET 0l a6 |m|p]s IE 138 13
Time-outs Team Fouls 0|0 G0 |6d| 5 100 | 100 140 | 140
H1 EE a1 = Q2 m (4) 21 3 B 101 | 101 141|141
Hal = a3 DX Q4 2[3]4) 22 L& [(11) 62 | &2 102|102 42| 142
or HeC  [=2] = 15 7 6 Lefaf (o) [13]103 143] 143
24 | 24 64 | 84 104 104 144 ] 144
icancs] Fouls 4 L2 1a)] 20 1 105|105 145 145
% Players hn 12 3 as % s & | 6 106 108 145] 148
soo|RADONE , = + [CAle:] P & |20 |af |14 & | &7 107 | 107 17| 147
s | MANTILA, . = ED 68 o8 (13  [108|108 148] 148
soa|TANABE v, & |00 | wlas | e TE] 109 | 108 43| 149
s02 | Pluig, L 7 30| 30 70 ] 110|110 150 | 150
sos|THROM, H: g | xle 3 At | 11 T ™|a 111|114 151|151
spe|MTLECH, J; 9 |GAle=| » OFEIE 72|72 112|112 152| 152
Fo0 | MARTL c. 15 HE S 13113 153 183
B e = (cap) | 22 0] @ Jus R (D IET O e 154] 154
zo1|ToTEVA, 1. 13| x [20)| o8| 35 75| 75 15[ 115 155] 155
P | LEE. A im | ¥ fP2|P2 3E | 36 T6 | TH 118 | 116 156 | 158
g0 | REM, ®. 14 |G| » 20 Lar Lar (1) K 17 [ 117 157| 157
38 |88 |11 78| 118 118 158 158
Head coach] csofeasTro A 12 | | 3 % 19|11 159 159
First assistant coach  [CLtalALRIENMA |04, \ 12|80 B0 | BD 120 (120 160 | 160
Scorer LEoLA, . Scores Quarter @ A =5 B i
Assistant scorer DR, M. Quarter @ A _1e B 27
Timer FERMNAMNBEL, P Quarter @ A 2+ B =0
Shot clock operator  raTToM, M, Quarter @ A B
Overtimes A B
Crew Chief Final Score Team A Team B
Umpire 1 Umpire 2 |Name of winning team
(Captain’signature in case of protest Game ended at (hh:mm)
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4.8.5 END OF 4TH QUARTER

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET

Team A BC MIES TeamB CATBASKET
Competition PBASCUP 2022 Date iscea02¢ Time  =0:30  Crew Chief ROTLERA, L (SVi)
Game No. - - Place _FreA ARENA, GENEVE  Umpire1 Jungseeasnc (fin) Umpire2 _ wiodsc grs)
Toun A gy AU S e RUNNING SCORE
H[=]+ Q1 @2 DD
L=L2] e als|lals | alBs]| al| s
mé;g Q3 Q4R AL S K 12 [(o) 4] 2 eI 121|121
or HCC sa] & T 6 4|42 r Lar| ez 122) 12
hicence A0 4l I 123] 123
s PIH}'EI‘S o114 Eoglsd 5 s | a| LK@ 3] o [m a0  [120] 124
250 | MAYER, = o |GOles| » |» (@] B0 8 | 85 125|125
252 |MANCS. k. 2 |Cale|r 68|14 46 14 8 9 126 126
253]joMES, % 4+ | x 3 3 [14] 3 7] N)laf | a7 127|127
254 | KEHT, [ g1 X 8| ®]|14 48 1 ] 14 128 | 128
255 | MARTINEZ, =3 e | x JF 219 15 43 89 | 89 128|189
258 | LOPEZ,, J-(ear) | = |0O]m] © 4 50 11 K o)Lat" |(sa]| & 130( 130
|25 | HEMEL, P g 1] e "l 13 [ 131
2es|crRADOVIC, c. 4 20 |41 4 |(7) E a2 132|132
266 |AGUILAR, V. i 13 | 13 53 LNk 13318
262 | RIMEUS, T | X ] 14 54 [ 134] 134
200 | PEROTT, LS 15 Q_ij PL|Pz| P P2 @ 15 60) 61} 95 | 95 135|135
201 |vmoT, A, 2o [(O]#=]#=] 16 | 16 56 | 56 % | 9 136] 136
Head coach hoot|CAMUT aA ce 17 (4) o | 5] 1 @ |97 13717
First assistant coach | ceo [SErmAT M N [OIiD 6 |m |58 % |98 138 138
TeamB CAT BASKET wleals|m|s]s e 139] 139
Time-outs Team Fouls 20 | 20 60 |65 100|100 140 140
ia= at az () 2 3 81 101 101 1] 141
wel=lelm Qs m@% 2 [ [11) szo 102 102 142 142
SEEES : 1 15 ! 6 9 103|103 143 143
e Hee  [za[ <] e 64 | 64 104] 104 144] 144
icorce) Pl ayers ho we]  FoUIS 4 |(28)] 25"|(12)] 20 11 105]105 145] 145
- 1 2 3 45 6| % 66 | 66 106 | 106 146 146
s00 |RADONIC , a + |CA] e ¢ 6 |2 ot [1a] 0 o] 67 107 | 107 147 | 147
501 | MANTILA, P 5 A 68 | o8 |(13) |8 108 148 148
soa|TANARE, v, Al B [ s 6 | 5 103 | 109 143 149
soa|Puts, i > x| JlA L] o 110|110 150| 150
so5| THRON, H. e | x e 31 Lot | 11 7w 11111 151 151
506 | MITLECH, i [ (] SR OEIE 15 |27 | T2 1z[112 152 152
700|marT, 2. 10 1|5 nln 3] 113 153 183
o0 | Mo, r (car) | 22 |G ® [uzlrze MEAD E 1) [11a]1m 158|154
1| ToTEVA, 1. = | x (20) 15 75| 15 115 115 155|155
Fee|LEE, A, 13| x fealra 1 H 0 18] 118 156 156
| 200 | KEM, B |G e | > ) L] 7 (& #] e 17| 147 157|187
LI EREED 118|118 158 158
Head coact] csoleasTre A, to 12 |40 | 39 7| ] 6 119|119 159 159
First assistant coach  [ortzfavmisnma o 12 (@0 3 Lot 8| 14 120 (120 160 | 160
Scorer LSOLA, B Scores Quarter © A _ =5 B_7
Assistant scorer OHMA, M. Quarter &) A _1& B
Timer FERMAMDBEZ, P Quarter @ A _=2+ B =0
Shot clock operator  paTrew, M, Quarter @ A _27 B 1e
Overtimes A B
Crew Chief Final Score Team A Team B
Umpire 1 Umpire 2 Name of winning team
(Captain‘signature in case of protest Game ended at (hh:mm)
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4.8.6 END OF THE GAME

‘*‘- FEDERATION INTERNATIONAL OF BASKETBALL
*.'.____ ' INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET
Team A BLC MIES TeamB AT PBASKET
Competition BASCUP 2022 Date _1sceacas Time _20:20 Crew Chief ROTLERA, L (SVK)
GameNo. ____ 169 Place FlEA ARENA, GENEVE  Umpire1 jungeerssne (Fin) Umpire2 _ ®icAsc (Grel
Team A cMIES
Tineouts T Foula RUNNING SCORE
EAraEeE EaE=:
s Q1 ALY f:":?:-; Al B |l alslale|alces
H2[ 5 [eo] 0] b Q4 RS 1] w2 )] z] o s ]a] 2]
ME HCC 7 8 4|4z 7 || & 12|10
bicence Fouls 3/e]s 41 | 43 I 21
3 Players Ol 2 3 45 4|4 (7)€ et)] 13 ] o | o o )(s1)] | 124|124
250 | MAYER, F. [:] CX) Pz PP @ B |0 [4|45 85 |85 125|125
252|MANGS ) Jr. 2 HE AN 46 14 [0 9 126 126
253 | ICHES, " 4| x 3 3 [14] 2 a| Dl | e 127177
a4 [icEnT, @ s x 8| ®]14 4 | 87 11 88 14 128|128
255| MARTINEZ, c. e[| x = K 15 19 1 |8 128] 129
56 |LoPEZ,, . lear) | # [0 e] e @] 4 50 11 o) Lot [ 130] 130
252 | HEMEL, S 2 1|n 5t | 51 " 131 131
265| cBRADOVIC, o 9 20 4 (7] g [0 92 132| 132
266 AGUILAR, v 10 13 ] 13 5|5 [_%In 13] 111
2o |RiMICUS, = =] X 1 14 s s | [ [l 134] 134
200 |PEROTT, " 15 [ O] pa]rz| F |2 ©] 15| @) Gl s [bs 135] 135
201 |VIDOT, A, a0 |(Xealra|» 16 | 16 HEINIREAT 136] 136
Head coach Foea]cAnuT oo L ce 17 [N)04) o || 1| [o & 137|137
Firstassistant coach [cao|semmar & L=~ @) | #The 6= |8 | T 138] 138
TeamB CAT RASIKET 1l ale|mlso]s]][o[eh 139139
Time-outs Team Fouls 20 | 20 60 |5 | [0t 140 140
H[ == ol Xl X (4) 2 3 81 | 1101 ] 10} 141] 141
@[] o Celalale] oubebabed) | [{zf0 Jeful e | fue
i | =0 15 n 5 D 10310 143 143
o o [2=] = ] R B4 | 64 || 1044 144 [ 144
Hoamo] Fouls 4 EilDE 11 105 | 105 145 | 145
- Players hn "la 23 a4 s 5 | 2 & | 6 106] 108 6] 14
so0|RADONIE , 73 + [CAle:] v eI A 107 | 107 147|147
so1 | MaNTILA, >, = e 68 o8 (13)  fos| 108 148] 148
50| TANARE, V. e [CA]» |l | e C1E] 03] 109]| 149] 149
soz | Puic, £ Z wlw| KDl 9 Jio]110]] 150] 180
sos|THROM, H. A P 3 At | 1 T M| 1 {111] 151 | 151
sp6 | MITLECH, o 9 |GQlez| p |7 (o)]af | 14 7 tz|11z] | 152 152
Foo |MARTL, c. 1o F1E A 3] ma] | 153|153
50 | ManoUR = (capr) | 22 |CO] # [ua]pale: a Ll |(11)] 7 1] [ela] o] | 154] 154
7s1|ToTEVA, 1. 12| x [20) o8| 35 75| 75 5|15 | 155] 155
Fes|LEE, A, 13| x [ralr2 36 | 36 n 1 tg[116] || [1ss]1s
go0 | KEM, ® 14 |G+ |+ w Lo o 0] 7 @ [ 7] e wf[r] | 157 | 157
EICIE EEIED 1d| 118 158 158
Head coach] cso]casTro . ce 12 |8 | nlwls]| [nfme 159] 158
First assistant coach  Jo11fdAURIENMA | pa X iz|a|a 3 ,N’ |14 1201 120 160| 160
Scorer LSoLa, e | Scores Quarter ) A =5 B i1z
Assistant scorer DN A, [ —— Quarter @ A _ 16 B ¢
Timer FERMAMBEZ, P Quarter @ A 2+ B =o
Shot clock operator  ratromn, M. - Quarter @ A zF B 16
\ Overtimes A _— B —
Crew Chief = Final Score ~ Team A s> Team B _ s
Umpire 1 LN Umpire2 “75\ |Name of winning team B MIES
Captain‘signature in case of protest Game ended at (hh:mm) 22:05
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4.8.7 END OF OVERTIME

FEDERATION INTERNATIONAL OF BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET

Teai:A CLUB YMKA TeamB SAN ANTONIO
Competition GLOBAL CUP Date 15-06:202% Time <20:30 Crew Chief MOORE , T ( USA)
Game No. 7 Place  PALAU .SPRINGFIELD Umpire1 CHANTAL , J (FRAJUmpire2  CHIARI, R ( ITA)
Team A CLUE YMKA

Time-outs Team Fouls RUNNING SCORE

S S e —

i 1 o SO ‘;",";“;‘.'-j Ale|lale|a]ls]|ales

Hz;éi;: Q3 Prladsla] Q4pRpAbela 1)1 E’@,ﬂ’ 12 o m |7 211

oT HCC % 4 & 2|4 7 |3 122|122
Lizanes| (o€ 43 | 43 o m|8 123| 123
. _ Players Nof™ 1 |:0Iil|54 5 ARG EHEDaOG e
250 RUSELL, F 0 Pa| P|Te © 5101 |as 8 | 85 125 125
254 cox, JJ- | 3 P | 8™ 4 s 86 ? 126 126
253 ANECHON, m X ¥ Eid K & Lef | & 127 | 121
254 DESHIELS, F- S| x 8| ®|17 4 " 86 ¥ 128 | 128
255 Z50FRAOCH, - 6| x |7 s | 8 = a8 & | 89 125|129
25 RO350, T (caP)| 7 (R P P @] ¥ 5 m (e (o)) 51 130130
257 FRANK], D - "N 5 | 51 n|m 13113
265 KURILIC, W 9 A ©) 9 |20 faf]| 2 132) 122
26¢| PARKER, v o 1313 5|5 208 ot 133133
268 RIMKUS, T 2] x m - 54 | 54 20| g4 | M 134} 134
300 QUEEN, R: 15| Alr| Plezt] |G| =] [@9) @S A EDED
01| JOPHEN, A 20 Pz|P2| P 16 | 16 5 | 56 9% | 96 136 136
Ig coach COT[NAISMITh - /7 [, 17 o | 515 T 6 17| 137
T CI0|ISLEY W= G . 5| m M e E
TeamB _SAN ANTONIO w0l 4[5 Tw|p] 5] [m]lw 139129

Time-outs Team Fouls 0|2 o0 | e | 5 [(7)[s06 Yoo 140] 140

102 | fp2 142|142

5
5]
o

H[s = al X KRR K)o 21 3 &1 101 [ {01 141] 141
62
s
7

valclele] 0o Pelaled) DRDADRN| (o e 1t st erimirageat s | fralva
o1 2 Hee  [sa] 5] _ |2 o T07] 1t 144 144
o] wve|l  FOUIS + |Gy 257 |(r) 20 R 145 145
- Players Nol™ 11 234 s % | 2 66 (66 [| [108]10f 148 148
500| DE S0UZA, & A EE 6| olaf| 14| 0 57 \ Jor[1w 147| 47
501|AL-5A8I, I3 5 3 |2 68 L |5 | [108]1 148 | 148
502| TOTHON, v 6 |(X|F|F|P2 20| ag | & 6 | 60 | [100] 109 149|149
503 MOSS, J- 7 o (x| KD 1 o] 10 150 | 150
505 6iL, H- & | X|F ool (] (w|m [ %] Y] 151] 151
506| MITLECH, I 2 [(R)]P=| | A (0)|.af | 32 5 72 112|112 152| 152
700| ROBERT, ¢ 10 1|3 R EE 113 413] | 153|153
750| SERRAND, R- (cap| 17 P |uz| P3| P2 s Lot (7] 7 LaCloa| (7] e[ 1na] | 154 154
757| LEVIS, I %] (%) (295" 35 [ EE fas[11s] | 155] 158
766] SORRENTO, A 15| x |Pz|P2 3% | 36 20 5 e[ 1s] | 156 158
- 20of & (D) 7 | @ T el na] N[ [1sa]asr
M~ a (m |7 7w g 1e] || [1sa[1se
|Fead coac] CEOJFERPAR , 5 & Arie m | 5] [ind]ne] || Tesefrs
[Firstassistant comch | esolaNDREL, T\ 2 m |40 3 Lol |74 12*1:1: 160|160
SE_I‘EI' FIGULS, =" : SCOTeS Quarter @ A 25 B 1/
Assistant scorer FUie, 7 e Quarter @ A 6 B 27
Timer VALLETD , P~h Quarter @ A_ 24 B 30
Shot clock operator  #ARcE, I = Quarter A 27 B 16
Overtimes A __ 17 B _*F
Lrew Lnier = Final Score leam p 703 leam B 97
|Umpire 1 !E Umpire 2 i Name of winning team ___CLUBYMKA
Captain'signature in case of protest = L - "
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4.9 ALTERNATING POSSESSION ARROW

Alternating possession is @ method of causing the ball to become live with a throw-in rather than a
jump ball. In all jump ball situations (except at the start of a game) teams will alternate possession of
the ball for a throw-in at the place nearest to where the jump ball situation occurs.

4.9.1 POSITIONING THE ALTERNATING POSSESSION ARROW

The team that does not gain control of the live
ball after the jump ball will be entitled to the first
alternating possession. For example, if team A gains
possession of the ball from the opening jump ball, the
direction arrow will point towards the basket that
team B will be shooting into.

The team entitled to the next alternating possession
at the end of any quarter shall start the next quarter
with a throw-in at the centre line extended, opposite
the scorer's table, unless there are further free
throws and a possession penalty to be administered.

If control of a live ball has not yet been established, the table official cannot use the alternating
possession arrow to award possession.

This means that if in an opening jump ball the ball is legally tapped by jumper A1 and then a held ball or
adouble foul between A2 and B2 is called, the referees shall administer another jump ball in the centre
circle and A2 and B2 shall jump. Whatever time has passed on the game clock, after the ball is legally
tapped, and before the held ball/double foul situation, shall remain consumed.

The team entitled to the alternating possession throw-in shall be indicated by the alternating
possession arrow in the direction of the opponents’ basket.

This means that after the jump ball if a player/team gains control of the ball, the alternating pos-
session arrow shall point to the basket in the opposite direction of play. For example, if team A gains
control and their direction of play is towards the right basket, then the alternating possession arrow
shall point towards the left basket.

If the referee tosses the ball for the opening jump ball and, immediately after the ball is legally tapped
by a jumper the ball goes directly out-of-bounds, or is caught by one of the jumpers before it has
touched one of the non-jumpers or the floor, this is a violation.

In both cases the opponents are awarded a throw-in as the result of the violation.

The team that does not get the throw-in will be entitled to the first alternating possession at the place
nearest to where the next jump ball situation occurs.
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4.9.2 OPERATING THE ALTERNATING POSSESSION ARROW

The direction of the alternating possession arrow is reversed immediately when the alternating
possession throw-in ends.

Alternating possession:
= Begins when the ball is at the disposal of the player taking the throw-in.
= Ends when:

= The ball touches or is legally touched by any player on the playing court.
= The team taking the throw-in commits a violation

= Alive ball lodges between the ring and the backboard during a throw-in. ‘!‘EI_

Aviolation by ateamduringits alternating possession throw-in causes that teamtolose the alternating
possession throw-in.

The direction of the alternating possession arrow will be reversed immediately, indicating that the
opponents of the violating team will be entitled to the alternating possession throw-in at the next
jump ball situation. The game shall then be resumed by awarding the ball to the opponents of the
violating team for a throw-in at the place of the original throw-in.

A foul by either team:
= Before the beginning of a quarter other than the first quarter, or
= during the alternating possession throw-in,
does not cause the team entitled to the throw-in to lose that alternating possession.
Should such a foul occur during the initial throw-in to start a quarter, after the ball has been placed at
the disposal of the player taking the throw-in, but before it has legally touched a player on the playing

court, the alternating possession procedure has not ended therefore the arrow stays pointing in the
same direction.

If a held ball is called by a referee and the scorer makes an error and the ball is erroneously awarded
to a wrong team for the throw-in, once the ball touches or is legally touched by a player on the playing
court, the error cannot be corrected. However, the disadvantaged team shall not lose its alternating
possession throw-in opportunity as a result of the error and will be entitled to the next alternating
possession throw-in.

Most common situation for alternating possession arrow is the initial jump ball. ‘!m_

=, C‘

= g el = WL

E:,.!

Blue team gains control of the ball.
Possession arrow for white team.
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When should the scorer change the direction of the alternating possession arrow?

The scorer shal change the direction every time the ball touches or is legally touched by a player on the
playing court, after a throw-in caused by a jump ball situation.

e L e — h
Jump ball situation Ball legally touched on court ~ Change

The scorer also shall change the direction of the alternating possession arrow when, after a jump ball
situation, the team awarded the throw-in commits a violation during the procedure.

~a 8t B

Jump ball Throw-in violation
situation

The scorer shall turn the possession arrow at the beginning of the half-time. It is important that the
scorer shows the change of the alternating posession arrow to the referees (and TD/commissioner, if
present. This is to ensure all those present are aware of the change.
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When the scorer shall not change the direction of the alternating possession arrow.

A foul by either team:

= before the beginning of a quarter other than the first quarter, or

= during the alternating possession throw-in,

does not cause the team entitled to the throw-in to lose that alternating possession.

In this case, regardless of the penalty, the alternating possession arrow does not change.

T P ST = Ly Y,
-_—

-

opsha - "
" NIKE.COM/BASKETBALL &

sl

Jump ball Foul before the ball is legally on the court Do not change
situation

When the alternating possession arrow is an electronic device, it shall:

= Have an arrow of a minimum length of 100 mm and a
height of 100 mm.

= Display an arrow on the front, illuminated in a bright red
colour when switched on, showing the direction of the
alternating possession.

= Display on the back side a LED that indicates the left/
right/neutral position to verify the correct position.

= Be positioned in the centre of the scorer’s table and shall be clearly visible to everyone involved
in the game, including the spectators.

FIBA TABLE OFFICIALS MANUAL P/59



410 MECHANICS AND PERFORMANCE STANDARDS

To perform their specific task, the scorer shall:

= Complete the scoresheet according to the rules and the Table Officials’ Manual.
= Know the referees’ signals and mechanics to communicate with them effectively.
= Write on the scoresheet the number of player who scored the field goal

= In case of a fight, make a note of the players (humbers) that may be involved in it. During all
fighting situations, the scorer shall observe carefully what happens on the playing court, along
with the timer and the Commissioner (if present).

= Pay attention to the referee’s signals during three-point attempts. It is the referee who will
make the decision on shot attempts taken from close to the three-point line.

= Eachtime points are scored, call out loudly all relevant information (e.g. 3 points, A8), and confirm
at the same time the score reached (e.g. 43 — 38 always in the order A-B, example page 117);
to help check that the visible scoreboard is accurate. If there are no differences between the
scoresheet and scoreboard the assistant scorer will give verbal confirmation.

= Ifthereisadiscrepancy, and the score in scoresheet is correct, the scorer shall immediately take
steps to have the scoreboard corrected. If in doubt or if one of the teams raises an objection to
the correction, the scorer shall inform the referees as soon as the ball becomes dead and the
game clock is stopped.

= Eachtimeafoulis called, the scorer shall call out loud all relevant information (e.g. 26 A personal
foul, 2 free throws), as reported by the referee. The information shall then be recorded on the
scoresheet and the number of personal fouls and team fouls called out (e.g. 26A, 2nd personal
foul, 4th team foul, 4 -1 team fouls). The assistant scorer will verbally confirm this and then
update the visible scoreboard.

= Quickly inform the rest of the Table Officials, especially the timer, when a player reaches
the fifth foul, or must be disqualified as a consequence of the sum of technical and/or
unsportsmanlike fouls.

= Itis good practice to repeat loudly the player's number and team fouls in situations leading
to possible substitutions (3rd or 4th fouls), 5th foul or bonus shots, in order that the table
officiating team are vigilant for substitutions, time-outs or the need to place team foul
markers on the table.

= Shall listen carefully for comments from colleagues about time-out and substitution requests.

= Once a team has used all of its permitted time-outs during a half (or during overtimes), inform
the nearest referee of this clearly, so that this can be communicated to the relevant Head Coach.

= Know the alternating possession rule and when necessary, change the direction of the
arrow efficiently.

= Maintain eye contact with referees.
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THE ASSISTANT SCORER

5.1  ASSISTANT SCORER'S DUTIES

Theassistantscorershall operate the scoreboard : - W2, 760° 2
and constantly assist the scorer and timer. In the o 1 e SENER
case of any discrepancy between the scoreboard . £ &8 Ygp
and the scoresheet which cannot be resolved, Etl
the scoresheet shall take precedence and the
scoreboard shall be corrected accordingly.

5.2 BEFORE THE GAME

Scoreboard

The scoreboard should be clearly visible to
everyone involved in the game, including the
spectators. In case television or video displays
are used it must be assured that the complete
required information shall be visible at any time
during the game. The readability of the displayed
information shall be identical compared to that
of a digital scoreboard.

The scoreboard shall include and/or indicate:

= The digital countdown game clock and have the ability to indicate time remaining in minutes
and seconds, as well as tenths (1/10) of a second only during the last minute of the quarter.

= The points scored by each team.

= The teams' names.

= The number of team fouls from 1 to 5, stopping at 5 (if possible).
= The number of the quarter from 1 to 4, and E for an overtime.

= The number of charged time-outs per half from O to 3.

= For FIBA Level 1 games, the surname and number of each player (at least twelve player ‘slots’
should be available to show all players) and the cumulative points scored and fouls by each
player.

= Adisplay clock for timing the time-outs (optional). The game clock must not be used for this
purpose.

The assistant scorer must check the equipment to verify it works correctly. In particular, it must be
checked if all LEDs or characters on the scoreboard work correctly. If there is a malfunction with any of
the LEDs or characters on the scoreboard, the Crew Chief and/or the Commissioner (if present) should
be notified.

The assistant scorer should check the following;

= Verify LEDs or characters on the scoreboard - setting displays to 888 (if possible).
= Check to see if team foul totals can be stopped at 5.
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= If the number of time-outs can be changed manually.

= How to reset fouls and time-outs during intervals (if this reset is not automatic).
= How to correct players” scores in case of an error (i.e. add and cancel points).

= How to correct fouls in case of an error.

= How the time on the game clock can be corrected (seconds and / or tenths of a second (in the
last minute) added on or taken off).

= If thereis a button on the console to sound an audible signal.

Players' Team  Players’
names numbers
sum:\mes Time-outs GAME SCORE /
I | /  Period \ ‘/
00 MEIER,J. @D00QO| 18 i i 00 HUES. 98008 |1
0 JONES,M. @@@CC| & EEHE A ‘ W. TUWN 0 HASSAN,Y. QOQOQ| 3
5 SMTH.E ©0080| 3 . v 3 MOUSSA;: M. @@@@eC |11
7 FRANKY,  @@000|2 ‘"'a 4| 'lnﬁ 5 RAMIREZJ. @@OOCO |%
8 NANCEL @8800|1 |l 11 CHEN,Z  @®Q00 |1
12 KING.H.  @®000| 0 lm [0 |® waweL @00C0O| 0
26 RUSH, 5. @000 |16 | — — | 3 LEEB. 20009 | 4
42 JIMINEZ M. @@eeC |2 I KM T, 80000 |10
48 SANCHES,N. 90000 | / s B2 HUBERR.  @QCO0 |13
55 MANOS K @®0Q0| & . % DAVIDLM 98088 !
00000 ’ i L'l OOQDO
' !
/ Team fouls Individual player fouls
Accumulative points {Eﬁ:ﬂ rsmal;gﬂ( in (red or nraI:lge colour
scored by individual players siinates and seeoms, for the fifth foul)

(same colour as game score) PP

for the last minute)

5.3 DURING THE GAME

How to update the scoreboard

= Records on the scoreboard shall be the same as the scoresheet. Team fouls shall be stopped
when they reach the fifth foul (if possible).

How to collaborate with the scorer

= Theassistant scorer shall report in order, the player’'s number, team, and points scored (e.g. 14B,
2 paints);

= The scorer states the running score in the following order: the team that has just scored, then
the game score, in A-B format (e.g. 40; 57-40);

= The assistant scorer repeats the score to confirm whether the running score on the scoreboard
is correct.

= Itis important that this is loud enough for the Commissioner (if present) to hear and to also
check.

Itis important to note that the assistant scorer must wait until the scorer has confirmed the new score
before updating the scoreboard, because the scoresheet shall take precedence over the scoreboard,

and not the opposite.
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Recording Fouls

= The assistant scorer shall report the
player's number, the team, the type of
foul, and the penalty (e.g. 14 B, personal,
two free throws).

= At the same time that the scorer records
it on the scoresheet, the personal foul
is confirmed, as well as the total team
fouls of the team whose player has just
committed the foul, and team fouls
situation for both teams in the A-B format
(e.g. first personal, third team, 2-3 team fouls);

= The assistant scorer replies ‘OK’ or 'yes' if the scoreboard is correct.

In this way, the Table Officials have an awareness of foul situation for both teams and individual
players. This will help the Table Officials team to anticipate situations such as possible substitutions
(eg. 3rd player foul in the first half or 4th player foul early in the game).

Other duties

= The assistant scorer shall also check to see if players who have requested substitutions are
eligible to play. Good communication from the timer and shot clock operator about team
substitutions is essential for this.

= Theassistant scorer may call a time-out or a substitution, if the scorer or timer are busy.

= The assistant scorer has the responsibility for the team bench area to the right of the table in
fighting or bench clearance situations.

= Theassistant scorer shall help the timer by positioning the team foul marker in the correct place
on their side of the table.

= Let your table co-officials know, by calling out loudly, when there are 10 second left in a shot
clock period. The assistant scorer will then count the last 5 seconds loudly (5, 4, 3... zero).

= At the end of each quarter, when the shot clock has been switched off, the assistant scorer will
inform co-officials when there are 10 seconds left in the quarter, and will then count the last 5
seconds out loud ("5, 4, 3,2, 1,07).

5.4 INTERVALS OF PLAY

Cross check with the scorer all key information regarding scores, fouls and time-outs.

Observe the players and bench personnel and inform the referee of any incidents.

5.5 END OF GAME AND POST-GAME

Help co-officials to:

= Check that the scoreboard is accurate.

= Help the scorer to complete the scoresheet, if required.

= Sign the scoresheet.

= Observe players and bench personnel in case of any incident at the end of the game.
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Chapter 6

THE TIMER

6.1 TIMER™S DUTIES

The timer shall:

= Measure playing time, time-outs and intervals of play.

= Ensure that the game clock signal sounds very loudly and automatically at the end of playing
time in a quarter.

= Blow the whistle, simultaneously with the game clock signal sound, or use any other means
possible to notify the referees immediately if the signal fails to sound or is not heard.

= Notify the teams and the referees at least 3 minutes before the third quarter is to start.
= Notify theteams and the referees when the end of time-outs orintervals of play are approaching.

= [fafieldgoalisscoredagainstateam which hasrequestedatime-out, the timer shallimmediately
stop the game clock and sound the signal.

= Notify the referees immediately when five fouls are charged against any player.
The timer shall also:

= Indicate the number of fouls committed by each player by raising, in @ manner visible to both
Head Coaches, the marker with the number of fouls committed by that player.

« Position the team foul marker on the scorer’s table, at the end nearest to the bench of the team
in the team foul penalty situation, when the ball becomes live following the fourth team foul in
aquarter.

= Request substitutions.

= Effect time-outs. The timer must notify the referees of the time-out opportunity when a team
has requested a time-out.

= Sound the signal only when the ball becomes dead and the game clock is stopped, before the
ball becomes live again. The sound of the signal does not stop the game clock or the game, nor
causes the ball to become dead.

6.2 REQUIRED EQUIPMENT AND NECESSARY MATERIALS

For the game, the timer must have the following materials and equipment (supplied by the local team
or organisation):

= Game clock
= Stopwatch
= Players foul markers
= Team foul markers
In addition, the following are required:
= Pens (black or blue, and red)

= Notice paper to take note of incidents (in case of a potential report to the organising body of the
competition), alternating possession arrow changes and players on the court.

= A whistle or other sounding device that is different to the game clock and shot clock audible

sounds.
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6.3

BEFORE THE GAME

6.3.1

CHECKING THE DEVICE, SOUND AND DISPLAYS

To perform this specific task, in the presence of the referees, the timer must:

Check that the game clock works properly (start/stop, sound signal, LEDs / display characters,
lighting around the perimeter of the backboard, etc.) and is visible to the Table Officials, team
benches and the spectators. The timer should also check whether the console on the table is
blank or whether it shows the time in the same way as the game clock.

Become familiar with how to use the game clock, including how to adjust the time when the
clock is stopped, if this is required (in case of an error).

Check if the stopwatch works correctly.
Be aware how to set the game clock.
Check that it is possible to see the game clock clearly at all times during the game.

Check that the whistle-controlled time system equipment works correctly (if there is any).

6.3.2 GAME CLOCK

An electronic game clock should be used to measure the playing
time and the intervals, and should be located clearly visible to all

those

Each duplicate game clock (if present) shall display the score and
the playing time remaining throughout the game or an interval of

play.

involved in the game, including the spectators.

Time-outs should be timed on a separate clock to the game clock. Thisis to ensure that the game clock
is visible to all participants and spectators during every time-out. The timer may use the stopwatch
for time-outs if there is no separate visible time-out clock to do this.

6.3.3 SOUND SIGNALS

There

shall be at least two separate sound signals, with distinctly different and very loud sounds:

The first signal shall sound automatically and synchronously with the red backboard lights, to
indicate the end of the playing time for a quarter.

The second signal, independent and with a different sound to the one described above, can be
activated manually, when it is appropriate to attract the attention of the referees (e.g. towards
the end of intervals of play or time-outs).

Both signals shall be sufficiently powerful to be easily heard above the most adverse or noisy
conditions. The sound volume shall have the ability to be adjusted according to the size of the
arena and the noise of the spectators. A connection to the public information system of the
arena is strongly recommended.

In case of time-out requests, the timer shall only sound the signal when the ball becomes dead
(game clock stopped), after the referee has ended reporting to the table (if any) and before the
ball becomes live again.
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6.3.4 PRE-GAME TIMING

The timer will start the clock 60 minutes prior to
the scheduled start of the game.

At the time decided by the competion organizer
the Crew Chief shall blow the whistle and ensure
that all players stop their warm-up and return
immediately to their respective team bench
areas, at that moment the presentation of the
teams begins. Following the game run-down
defined by the LOC.

In the example on the right, you can see the
pre-game timing used in some of the FIBA
competitions. These timings and protocols
may change depending on the competition and
should be consulted with the commissioner
or TD. The pre-game timing may change even
within a tournament.

If the presentation is too long, the timer will
stop the clock when it shows 3:00 minutes.
With the game clock stopped, and as soon as
all the players, coaches and referees have been
introduced to the spectators, the timer notifies
the Crew Chief before the first and third quarter
when 3 minutes remain until the quarter and
the Crew Chief signals that three (3) minutes
remain prior to the start of the game, using the
conventional signal.

Time Music /
to Description of activity Entertain-
tip-off ment

Official entrance of the teams and FIBA Anthem
-30:00 "
warm-up (100")
-11:00 Teams photo session
0900 Teams on team benches / FIBA Anthem
’ Prepare for team Introductions (60")

-08:00 Team Introductions TEAM B (VISITING)
_07:00 Team Introductions TEAM A (HOME)
-06:00 National Anthem TEAM B (VISITING)

045 National Anthem TEAM A (HOME) Host country

always last
-03:30 Gift Exchange
-03:00 Final warm-up
-01:30 Players return to bench FIBA Anthem

(6")

00:00 GAME STARTS _

The timer notifies the Crew Chief, when 1:30 minute remains until the beginning of the game, and the

Crew Chief will ensure that the teams go to their

6.4 DURING THE GAME

team bench areas.

6.4.1 GAME CLOCK

The game shall consist of four quarters of 10 minutes. There shall be an interval of play of 20 minutes
before the game is scheduled to begin. There shall be intervals of play of 2 minutes between the first
and second quarter (first half), between the third and fourth quarter (second half), and before each
overtime. There shall be a half-time interval of play of 15 minutes.

o ™™ o L0 "™ Lor |
10" | 2" | 10’ 10" | 2" | 10’ 5

20 15’

2 2'
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An interval of play begins:

= Twenty minutes before the game is scheduled
to begin.

= When the game clock signal sounds for the
end of a quarter, except if the referee calls a
foul at the same time as the quarter ends. In
this case, the interval of play will begin when
all administration connected with the foul has
taken place, including any free throws.

6.4.2 INDICATE THE NUMBER OF FOULS COMMITTED BY EACH PLAYER

The timer, while the scorer is recording a foul, shall show the foul marker reporting the number of fouls
committed by that player. The timer shall follow this three-step process to ensure that the marker is
visible for:

1. both benches
2. spectators, players and referees
3. both benches (again)

The reason for showing the player foul marker towards benches twice is very simple: it is to ensure the
Head Coach is fully aware so that a substitution can be made if required.

When a player reaches their fifth foul the timer shall sound the signal and at the same time shall show
the fifth personal foul marker. In this case, it is a two-step process:

When a player commits two unsportsmanlike fouls, one technical foul and one unsportsmanlike foul,
or if the Head Coach commits two technical fouls (C) for their behaviour or a total of three technical
fouls, whether classified as (B) or (C), the timer will sound the signal and simultaneously display the

"GD" marker.
FIBA TABLE OFFICIALS MANUAL P/69



Itis a two-step process:

> )

There are two situations to consider:

a. The same player has committed more than one foul (set of fouls in the same dead ball period);
The timer shall show only the marker corresponding to the last foul.
b. Two players have committed one foul each (e.g. double foul);

There is two ways to indicate the situation “b” . In the following examples, Team A player has
committed the second foul, and Team B player has committed the fourth foul. The foul markers
should be raised from the side nearest the bench zone for each team.

Case b1)

The timer shall take in one hand the foul marker that corresponds to the foul committed by Team A
player and in another hand the foul marker corresponding to the foul committed by Team B.

Case b2)

The timer shall show with the same hand the foul markers (that correspond to the number of
committed fouls) for both players, as shown below.
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The timer shall measure playing time as follows:
Starting the game clock when

= During a jump ball, the ball is legally tapped by a jumper.

= Afteranunsuccessful last or only free throw and the ball continues to be live, the ball

touches or is touched by a player on the playing court. ‘ﬂ]ﬂ_

= During a throw-in, the ball touches or is legally touched by a player on the playing m-
court. During a throw-in, it is possible that the timer cannot see the legal touch of

the ball. In this case, the timer should watch the hand signal of the referee administering the
throw-in and start the clock when the referee uses the conventional signal to start the clock.

Stopping the game clock when

= Time expires at the end of playing time for a quarter, if not stopped automatically by m-
the game clock itself.

= A referee blows the whistle while the ball is live. In noisy games when the referee’s whistle is
difficult to hear, the timer should also be constantly watching for the referees using conventional
signals to stop the clock.

= Afield goal is scored against a team which has requested a time-out.

= Afield goalis scored when the game clock shows 2:00 minutes or less in the fourth quarter and
in each overtime.

= Theshot clock signal sounds while ateamis in control of the ball (shot clock violation), if signalled
by the referees.

= Atime-outis charged against the team whose coach first made a request, unless the time-out
is granted following a field goal scored by the opponents and without an infraction having been
called.

6.4.3 TIME-OUT AND SUBSTITUTION

Time-outs and substitutions are interruptions of the game requested respectively by the Head Coach
and the substitute. After a request, and when an appropriate opportunity exists the scorer must notify
the referee of them. To better understand the opportunities available for time-outs and substitutions
we need to introduce two concepts: live ball and dead ball.
The ball becomes live when:

= During the jump ball, the ball leaves the hand(s) of the referee on the toss.

= During a free throw, the ball is at the disposal of the free throw shooter.

= During a throw-in, the ball is at the disposal of the player taking the throw-in.

The ball becomes dead when:
= Any field goal or free throw is made.
= Areferee blows the whistle while the ball is live.
= Itis apparent that the ball will not enter the basket on a free throw which is to be followed by:
= Another free throw(s).
= A further penalty (free throw(s) and/or possession).

= The game clock signal sounds for the end of the quarter.
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= The shot clock signal sounds while a team is in control of the ball.

= The ballin flight on a shot for a field goal is touched by a player from either team after:
= Areferee blows the whistle.
= The game clock signal sounds for the end of the quarter.
= The shot clock signal sounds.

The ball does not become dead and the goal counts if made when:

= Theballis in flight on a shot for a field goal and:
= Areferee blows the whistle.
= The game clock signal sounds for the end of the quarter.
= The shot clock signal sounds.

= Theballis in flight on a free throw and a referee blows the whistle for any rule infraction other
than by the free throw shooter.

= A player commits a foul on any opponent while the ball is in the control of the opponent in the
act of shooting for a field goal and who finishes the shot with a continuous motion which started
before the foul occurred. This provision does not apply and the goal shall not count if:

= afterareferee blows the whistle and an entirely new act of shooting is made.

= during the continuous motion of a player in the act of shooting the game clock signal sounds
for an end of quarter or the shot clock signal sounds.

6.4.3.1. TIME-OUT REQUEST

As stated above a time-out is an interruption of the game requested by the Head Coach or first
Assistant Coach. Each time-out shall last one minute.

A time-out opportunity begins when:

= For both teams, the ball becomes dead, the
game clock is stopped and the referee has ended
the signalling (in case of violations) and / or
communication with the Table Officials (in case of
foul).

= For both teams, the ball becomes dead following a
successful last or only free throw.

= For the non-scoring team, a field goal is scored.
= Inany case that IRS is used, for both teams after the final IRS decision.

A time-out opportunity ends when the ball is at the disposal of a player for a throw-in or for a first or
only free throw (live ball).

= A time-out cannot be granted before the playing time for a quarter has started or after the
playing time for a quarter has ended.
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The ball is at the disposal of a The ball is at the disposal of a player
player for a first or only free throw. for a throw-in.

= If the request for the time-out is made by either team after the ball is at the disposal of the free
throw shooter for the first or only free throw, the time-out shall be granted if:

1.
2.

The last or only free throw is successful.

The last or only free throw is followed by a throw-in from the throw-in line at the team’s
front court.

. A foul is called between free throws. In this case the throw(s) shall be completed and the

time-out shall be permitted before the new foul penalty is administered, unless otherwise
stated in the OBR.

Afoulis called before the ball becomes live after the last free throw. In this case the time-out
shall be permitted before the new foul penalty is administered.

. A violation is called before the ball becomes live after the last free throw. In this case the

time-out shall be permitted before the throw-in is administered.

= In the event of consecutive sets of free throws and/or possession of the ball resulting from
more than one foul penalty, each set is to be treated separately.

= Atime-out shall not be permitted to the scoring team when the game clock shows 2:00 minutes
or less in the fourth quarter and in each overtime and, following a successful field goal unless a
referee has interrupted the game.

= When the game clock shows 2:00 minutes or less in the fourth quarter and in each overtime,
following a time-out taken by the team that is entitled to possession of the ball from its
backcourt, the Head Coach of that team has the right to decide whether the game shall be
resumed with a throw-in from the throw-in line at the team'’s frontcourt or from the team's
backcourt at the place nearest to where the game was stopped.

If a time-out opportunity has just ended and a coach runs to the scorer’s table, loudly requesting a
time-out and the timer reacts and erroneously sounds the signal, the referee blows the whistle and
interrupts the game, the game shall resume immediately. The request was made too late and, the
time-out shall not be granted.

A time-out is charged against the team whose coach first made a request unless the time-out is
granted following a field goal scored by the opponents and without an infraction having been called. In
that case, it is a good practice to ask the referees to notify the coaches which team the time-out was
charged to, and to inquire from the other coach if their pending time-out request is still valid.
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Procedure:

After a time-out request, during the time-out
opportunity the timer shall notify the referees
by sounding the signal and giving the time-out
signal (see below). It is a two-step signalling
process: the timer gives the time-out signal
and then indicates the bench of the team who
requested the time-out, showing an open palm
for higher visibility.

When the referee confirms the time-out, the
scorer should record it on the scoresheet as described earlier.

Only a Head Coach or first Assistant Coach has the right to request a time-out. They shall
establish visual contact with the scorer or go to the scorer's table and ask clearly for a time-out,
making the proper conventional sign with their hands. To gain visibility, the coach can approach
the table. The timer must call the time-out at the first opportunity.

Conditional requests are not allowed. For example, it is not permitted for a coach to say “Time-
out if they score”.

A time-out request may be cancelled only before the timer’s signal has sounded for such a request.

The time-out period begins when a referee blows the whistle and gives the time-out signal.
It ends when a referee blows the whistle and beckons the teams back on to the playing court.
If, following a request for a time-out, a foul is committed by either team, the time-out shall
not begin until the referee has completed all communication related to that foul with the
scorer's table. In the case of a fifth foul by a player, this communication includes the necessary
substitution procedure. Once completed, the time-out period shall begin when a referee blows
the whistle and gives the time-out signal. Teams shall be permitted to go to their benches if
they are aware that a time-out has been requested, even though the time-out period has not
formally begun.

As soon as a time-out opportunity begins, the timer shall sound the signal to notify the referees
that a request for a time-out has been made. If a field goal is scored against a team which has
requested a time-out, the timer shall immediately stop the game clock and sound the signal.




STATUS OF THE TIME-OUT
BALL ALLOWED

SUMMARY

PLAYING

REFEREE BLOWS

THE WHISTLE
BOTH TEAMS
DEAD BALL
BALL AT DISPOSAL NO
Procedure:

The coach requests The timer sounds his/her signal | The referee blows the whistle
a time-out and makes the time-out signal | and makes the signal. The time-
when there is an opportunity out begins and the timer starts
the stopwatch.

The players stay in the The timer sounds his/her signal when
team bench area 50" and 1 minute of the time-out have passed.
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The timer shall measure a time-out as follows:

= Starting the stopwatch immediately when the referee blows the whistle and gives the time-out
signal.

= Sounding the signal when 50 seconds of the time-out have elapsed and showing the appropriate
signal that ten (10) seconds are left to the end of the time-out.

= Sounding the signal when the time-out has ended.

If during the time-out, a substitution has been requested, the timer shall make the conventional
substitution signal when sounding the horn (10 sec. left on the clock). After making the conventional
substitutionsignal, the timer shallalsoindicate the team or teams who have requested the substitution.

= In case of failure of the device, the timer shall (if the game clock does not start):
= Start the stopwatch timer (usually used to measure time-outs).
= Advise the Technical Delegate/Commissioner, if present.
= If not, stand up to be more visible (so that the referees can note that there is a problem).

= When the ball becomes dead, stop the watch and inform the referee that the game clock
was stopped e.g. for 5 seconds.

When the assistant scorer is not present, it is the timer who updates the scoreboard. During play,
starting and stopping the game clock correctly is more important than updating the scoreboard. For
this reason, during the game the timer must be aware for time-out request when a field goal is scored
and, especially in the last 2 minutes of the game, the timer must stop the game clock when a field
goal is scored, and only when the game clock has been started (according to the rule) the score on the
scoreboard can be updated.

Simultaneously with the end of the quarter, the timer must blow the whistle if the game clock’s signal /
sound fails, or the referees cannot hear it, so that the referees can be notified of the end of the quarter.

Helping partners during the game \Fk
= Repeat periodically and loudly how long is ~—
left on the clock, so that the whole Table
Officials crew know the time left to play,
even in the case of a game clock failure.
This should be agreed to in the pre-game
meeting among the Table Officials crew.

= Count down loudly the final 5 seconds
of each 24-second offence - once the
shot clock operator has called out “ten
seconds”, meaning there are ten seconds
remaining on the shot clock.

= When the whistle-controlled time system is used, sometimes the timing devices on the referees
belt does not work correctly (due to WiFi interferences). The timer shall constantly verify if the
whistle-controlled time system device is working correctly and notify the referees if it is not.

= (allloudly to the scorer if substitutions or time-outs are requested from the bench to the left of
the scorer's table and notify new entries to the scorer.

= Observe the playing court and note down details of any incidents in case of fighting and bench

clearances.




6.4.3.2 SUBSTITUTION REQUESTS

A substitution is an interruption of the game requested by the substitute to become a player. A team
may substitute more than one player during a substitution opportunity.

Substitutions cannot be granted before the game has begun (except in the case of an injury to a
starting five player during the warm up).

A substitution opportunity begins when:

= For both teams, the ball becomes dead, the game clock is stopped
and the referee has ended the communication with the scorer's
table.

= For both teams, the ball becomes dead following a successful last or
only free throw.

= For the non-scoring team, a field goal is scored when the game
clock shows 2:00 minutes or less in the fourth quarter and in each
overtime.

A substitution opportunity ends when:
The ball is at the disposal of a The ball is at the disposal of a
player for a first or only free throw player for a throw-in.

B molte;_%"'._.

Players who have been designated by the Head Coach to start the game may be substituted in the
event of an injury. In this case, the opponents are also entitled to substitute the same number of
players, if they so wish.

Similarly on free throws, if the referee notices after the first free throw that the shooter is bleeding,
the player must be substituted and the opponents may also make a substitution if they so wish.

If a substitution opportunity has just ended and a player runs to the scorer’s table, loudly requesting
a substitution and the timer reacts and erroneously sounds the signal, the referee blows the whistle
and interrupts the game, the game shall resume immediately. The request was made too late and
the substitution shall not be granted.

A player who has become a substitute and a substitute who has become a player cannot respectively
re-enter the game or leave the game until the ball becomes dead again, after a clock-running phase
of the game, unless:

= The team is reduced to fewer than five players on the playing court.

= The player entitled to the free throws as the result of the correction of an error is on the team
bench after having been legally substituted.
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Procedure:

= Only a substitute has the right to request a substitution. The substitute (not the Head Coach or
first Assistant Coach) shall go to the scorer’s table and ask clearly for a substitution, making the
proper conventional signal with hands, or sit on the substitution chair. The substitute must be
ready to play immediately.

= A substitution request may be cancelled only before the timer's signal has sounded for such a
request.

= As soon as a substitution opportunity begins, the timer shall sound the signal to notify the
referees that a request for a substitution has been made using the following signals:
1. The conventional signal for a substitution.
2. Points in the direction of the team bench requesting the substitution.

If players from both teams have requested substitutions, then the timer shall indicate this
as shown below.

= The substitute shall remain outside the
boundary line until the referee blows the
whistle, gives the substitution signal
and beckons the substitute to enter the
playing court.

The player being substituted is permitted to go directly to the team bench without reporting to the
officials.

= Substitutions shall be completed as quickly as possible. A player who has committed five fouls
or has been disqualified must be substituted immediately (within approximately 30 seconds,

timed by the timer on a manual stopwatch if necessary).


http://fiba-iref-academy-library.nubedemos.com/cdn/TOM601_EN

If a substitution is requested during a time-out or an interval of play, the timer must notify the
referee by giving the signal below when the time indicates that only 10 seconds are left to the
end of the time-out, or that 30 seconds are left of the interval. As shown before, the timer must
also indicate the team who requested the substitution.

If the request for a substitution is made by either team after the ball is at the disposal of the free
throw shooter for the first or only free throw, the substitution shall be granted if:

= Thelast or only free throw is successful.

= Thelast or only free throw, if not successful, is followed by a throw-in from the throw-in line
at the team’s frontcourt.

= Afoulis called between free throws. In this case the free throws will be completed and the
substitution will be permitted before the new foul penalty is administered.

= A foul is called before the ball becomes live after the last free throw. In this case the
substitution shall be permitted before the new foul penalty is administered.

= A violation is called before the ball becomes live after the last free throw. In this case the
substitution shall be permitted before the throw-in is administered.

In the event of consecutive sets of free throws resulting from more than 1 foul penalty, each set
is to be treated separately.

If the free throw shooter must be
substituted because he/she:

= Isinjured.

= Has committed five (5) fouls.

= Has been disqualified.

The free throw(s) must be attempted by
the substitute who may not be substituted

again until the next clock-running phase
of the game has been played.

A substitute becomes a player and a player
becomes a substitute when:

= The referee beckons the substitute to enter the playing court.

= During a time-out or an interval of play, a substitute requests the substitution to the timer.
A substitution request may be cancelled only before the timer's signal has sounded for such a
request.

When a player commits his/her fourth foul, the Table Officials should anticipate a possible
substitution and be alert to last-minute requests.
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A substitution request can be called for both teams only when the 3 following conditions occur:
= Dead ball
= Game clock stopped
= The referee has ended signalling

When the game clock shows 2.00 minutes or less in the fourth quarter and in each overtime, the Table
Officials can call a substitution opportunity for the non-scoring team (called by the Timer) when 2
conditions occur:

= Dead ball
= Game clock stopped.

In case of a substitution request and time-out request, it is very important to respect the order of the
requests

« First a substitution and after the time-out, or
« First atime-out and after the substitution

SUBSTITUTION
SUMMARY GAME CLOCK STATUS OF THE BALL OPPORTUNITY

DURING THE GAME (EXCEPT 2:00 OR LESS IN THE 4TH QUARTER AND OVERTIME)

PLAYING NO
GOAL IS MADE NO
DEAD BALL NO
BALL AT THE
DISPOSAL OF A NO
PLAYER FOR THE
THROW-IN
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SUBSTITUTION
SUMMARY m STATUS OF THE BALL OPPORTUNITY

THE GAME CLOCK SHOWS 2:00 MINUTES OR LESS
IN THE 4TH QUARTER AND OVERTIME

PLAYING WITH 2:00 TO

GO IN LAST QUARTER NO
OR OVERTIME
GOAL IS MADE
FOR THE
NON-SCORING
TEAM
DEAD BALL
BALL IS AT THE
DISPOSAL OF A NO
PLAYER FOR THE
THROW-IN
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SUBSTITUTION
SUMMARY GAME CLOCK STATUS OF THE BALL OPPORTUNITY

DURING FREE THROWS

PLAYER IS SHOOTING

THE FREE THROW NO
LAST FREE-THROW
IS SCORED
FOR
BOTH TEAMS
THE BALL
REMAINS DEAD
BALL IS AT THE
DISPOSAL OF A NO

PLAYER FOR THE
THROW-IN

If the referees discover that more than five players of the same team are participating on the playing
court simultaneously, the error must be corrected as soon as possible without placing the opponents

at a disadvantage.

Assuming that the referees and the Table Officials are doing their job correctly, one player must have
re-entered or remained on the playing court illegally. The referees must therefore order one player
to leave the playing court immediately and charge a technical foul against the coach of that team,
recorded as ‘B’ The coach is responsible for ensuring that a substitution is applied correctly and that
the substituted player leaves the playing court immediately after the substitution.
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6.4.4 INTERVALS OF PLAY
The timer shall take the following steps during intervals of play:
= Ensure the pre-game countdown is running when there are 20 minutes left to start the game.

= Ensure the referees are on the court in time to start quarter 1 and quarter 3. If necessary the
commissioner, if present, should go to the referees’ locker room to remind them.

= In the intervals between quarters 1 and 2 and between quarters 3 and 4 will start the timer
with 2 minutes.

= Observe players and team bench personnel and inform the referees if there are any incidents
during intervals of play.

= The timer notifying the referees before quarters 1 and 3 when three minutes, and one minute
and thirty seconds remain until the beginning of the quarter.

= The timer notifying the referees 30 seconds before quarters 2 and 4 (and each overtime).

= Start the countdown of the interval of play, when the referees have indicated that a quarter of
play has ended.

= Attheend of theinterval reset the visible game clock ready to begin anew quarter of 10 minutes,
(or 5 minutes for overtimes).

= Sound the signal and simultaneously reset the game clock immediately when an interval of play
has ended.

6.5 AFTER THE GAME

= Help the scorer to complete the scoresheet, if required.

= Sign the scoresheet.
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Chapter 7

THE SHOT CLOCK OPERATOR
71 SHOT CLOCK OPERATOR'S DUTIES

Whenever a team gains control of a live ball on the playing court, that team must attempt a shot for a
field goal within 24 seconds. The main duty of the shot clock operator is to measure this time.

7.2  REQUIRED EQUIPMENT AND NECESSARY MATERIAL

For the game, the shot clock operator must have the following equipment.

From the local team or organization:

= Shot clock device
In addition, the following items are required:
= Pens

= Notice paper to take note of any incidents (that can then be
used to make a possible report to the organising body of the
competition), alternating possession arrow changes, players on
the court and so on.

= Astopwatch
= Awhistle

7.3  BEFORE THE GAME
731 THE SHOT CLOCK DEVICE

There are several models of shot clock devices and each of them has
different mechanical operations.

In general, the device should:

= Have astart/ stop button or lever.
= Have two separate buttons / levers for 24 and 14 seconds reset.
= Show the countdown in seconds.
= Not show any digits (be blank) when no team has control of the
ball or when there are less than 24 / 14 seconds left to play in
each quarter or overtime (the blanked position should be tied to
the reset buttons).
= Reset to either 24 or 14 seconds whenever this is required.
= The sound signal should be stopped when a new period of 24 / 14 is assigned.
For Levels 1 and 2 Competitions, the shot clock display unit, together with a duplicate game clock and
ared light shall:

= Be mounted on each backboard support structure or hung from the ceiling.
= Have different colours for the numbers of the shot clock and the duplicate game clock displays.
= Show the countdown in seconds and the last 5 seconds of the action in tenths as well.

For Level 1, there must be three (3) or four (4) display surfaces per unit (recommended for Levels 2 and
3) which must be clearly visible to everyone involved in the game, including the spectators.
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7.3.2 CHECKING THE DEVICE, SIGNAL SOUND AND DISPLAY

Both the shot clock operator and timer are responsible for handling the electronic devices. The high
performance of these devices is essential to enable each of these Table Officials to carry out their roles
to the highest standard.

In general, the device should:

= Have a separate control unit provided for the shot clock operator, with a very loud automatic
signal to indicate the end of the shot clock period when the display shows zero (0).

= Have a display unit with a digital countdown, indicating the time in seconds only.
= Start from 24/14 seconds.
= Be stopped with the display indicating the time remaining.
= Berestarted from the time at which it was stopped.
= Show no display, if necessary.
For levels 1 and 2 the shot clock display unit, together with a duplicate game clock shall:
= Have the signal sounding for the end of the shot clock period when the display shows zero (0.0).

= Indicate the time remaining in seconds; and tenths (1/10) of a second only during the last 5
seconds of the shot clock period.

= Be mounted on each backboard support structure a
minimum or hung from the ceiling.

= Have the numbers of the shot clock in red colour and the
numbers of the duplicate game clock in yellow colour.

= Have the numbers of the shot clock display a minimum
height of 230 mm and be larger than the numbers of the
duplicate game clock.

= Have electromagnetic compatibility in accordance with the
statutory requirements of the respective country.

The fact that there are different types of consoles means that
itis very important to take time before starting the game (during
the check of devices and during the pre-game interval), to become
familiar with the operation of the console. This will ensure that
the shot clock operatoris able to perform any function quickly and
efficiently. During the pre-game checks, the shot clock operator
should check the following;

= Verify if the shot clock count is electronically linked to the
game clock. This means that the shot clock operator needs
to know if the shot clock will operate independently of the
game clock. The shot clock should be able to be started
separately from the game clock.

= Timeliness of start and stop.

= Full second / empty second and sound signal. According
to the rules, the sound should be different from the sound
of the game clock. To verify the loudness of the sound
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signal, the shot clock operator will run down the shot clock to zero when the officials are present
on the court in the 20-minute interval of play before the game begins. This will also allow the
officials and Table Officials to know if the buzzer sounds when the display reaches zero (empty
second), or if it sounds after a further full second has elapsed.

= Whether it is possible to switch the display off so that the shot clock displays are blank
(showing no digits).

= Blank - reset to 24 / 14 seconds - START procedure (when the ball touches the ring).

= The devices screens should have the red dot as shown in the image. This dot should only be
visible when the game time is stopped. It is a quick way to detect that the time is not working
well (especially when using the whistle-controlled time system).

= Checkif the shot clock sound signal can be stopped by a new reset (24 / 14) and if it is possible
to restart the shot clock immediately after the buzzer has sounded.

= Whether the shot clock can be reset to 14 when less than 24 seconds but more than 14 are
left in an offence.

= Check if the display can be switched off when less than 24 seconds or 14 seconds are leftin a
quarter.

= Whether it is possible to correct the shot clock displays in the case of error, and if so, which
procedure must be used.

74  THERULE
741 SHOT CLOCK

Application of the 24 seconds rule is an extremely complex task that requires a deep knowledge of the
rules and interpretations, a high degree of concentration and the ability to evaluate each situation in
tenths of seconds, hundreds of times in a game.

To perform this task properly it is essential to have a perfect knowledge of when team control begins
and ends.

7.4.2 CONTROL OF THE BALL

Team control starts when a player of that team is in control of a live ball by holding or dribbling it or a
live ball is at team’s disposal.

Team control continues when:
= Aplayer of that team is in control of a live ball.
= The ball is being passed between teammates.
Team control ends when:
= Anopponent gains control.
= The ball becomes dead.

= The ball has left the player’s hand(s) on a shot for a field goal or for a free throw.
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7.4.3 THE SHOT CLOCK COUNT

7.4.31 THE SHOT CLOCK COUNT SHALL BE STARTED OR RESTARTED WHEN:

= A player gains control of a live ball on the playing court. The mere touching of the ball by an
opponent does not start a new shot clock period if the same team remains in control of the ball.
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A team must attempt a shot for a field goal within 24 seconds.

To constitute a shot for a field goal within 24 seconds:

= The ball must leave the player’s hand(s) before the shot clock signal sounds, and
= after the ball has left the player's hand(s), the ball must touch the ring or enter the basket.

When a shot for a field goal is attempted near the end of the 24-second period and the shot clock
signal sounds while the ball is in the air:

rart
A

A)If the ball misses the ring, a violation has occurred. However, if the opponents gainimmediate
and clear control of the ball (B), the signal shall be disregarded and the game shall continue.
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C)If the ball enters the basket, no D) If the ball touches the ring but does not enter
violation has occurred, the signal shallbe  the basket, no violation has occurred, the signal
disregarded and the goal shall count. shall be disregarded and the game shall continue.

When the backboard is equipped with vellow lighting along its perimeter at the top, the lighting takes
precedence over the shot clock signal sound.

with the remaining time visible, when the same team that previously had control of the ball is awarded
a throw-in as a result of:

A ball having gone out-of-bounds.

A player of the same team having been injured.

A technical foul committed by that team.

A jump ball situation.

A double foul.

A cancellation of equal penalties against both teams.

Stopped, but also not reset, with the remaining time visible, when the same team that previously had
control of the ball is awarded a frontcourt throw-in and 14 or more seconds are displayed on the shot
clock as a result of a foul or violation.

The game being | The game being | The team L2M Time-out A technical foul is
stopped because | stopped because | controlling the Head coach’s committed by the
of an action of an actionnot | ball takes the option: to take team in control of
connected with connected with throw-in after the | the throw-in from | the ball
the team in either team. ball having gone | the frontcourt
control of the ball. | Unless the out-of-bounds with 13 or less

opponents would seconds of

be placed at a possession

disadvantage
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7.4.3.3. SHALL BE STOPPED, AND RESET TO 24 SECONDS:
with no display visible, when:

= The ball legally enters the basket.

= The ball touches the ring of the opponent’s basket and it is controlled by the team that was not
in control of the ball before it has touched the ring.

= The team is awarded a backcourt throw-in:
= As the result of a foul or violation (not for the ball having gone out-of-bounds)
= As the result of a jump ball situation the ball for the team not previously in control of the ball
= The game is stopped because of an action not connected with the team in control of the ball.

= The game is stopped because of an action not connected with either team, unless the
opponents would be placed at a disadvantage.

= The team is awarded free throw(s).

A new team To take the To take the
gains control throw-in after throw-in from
of a live ball a Basket the backcourt
on the playing after a foul or
court violation by the
opponent team

7.4.3.4. SHALL BE STOPPED, AND RESET TO 14 SECONDS:
with 14 display visible, when:

= The same team that previously had control of the ball is awarded a frontcourt throw-in and 13
seconds or less are displayed on the shot clock:

= As the result of a foul or violation (not for the ball having gone out-of- bounds).

= The game being stopped because of an action not connected with the team in control of the
ball.

= The game being stopped because of an action not connected with either team,
unless the opponents would be placed at a disadvantage

= The team that previously did not have the control of the ball shall be awarded a
frontcourt throw-in as a result of a:

= Personal foul or violation (including for the ball having gone out-of-bounds),
= Jump ball situation
= A team shall be awarded a throw-in from the throw-in line in its frontcourt as a result of an

unsportsmanlike or disqualifying foul
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After the ball has touched the ring on an unsuccessful shot for a field goal, a last free throw, or
on a pass, if the team which regains control of the ball is the same team that was in control of
the ball before the ball touched the ring.

The game clock shows 2:00 minutes or less in the fourth quarter or in each overtime following
a time-out taken by the team that is entitled to the possession of the ball from its backcourt
and the Head Coach decides that the game shall be resumed with a throw-in from the throw-in
line in the team's frontcourt and 14 seconds or more are displayed on the shot clock at the time
when the game clock was stopped.

To take the
throw-in from
the frontcourt
(off. team) after
a foul or violation
(excluding for the
ball having gone
out-of-bounds)
by the opponent
team if the

remaining time on
shot clock is 13 or
less seconds.

To take the
throw-in from
the frontcourt
(def. team) after
a foul or violation
by the team in
control of the ball.

To take the
throw-in from
the throw-in line
in the team's
frontcourt for a
UF / DF penalty.

The same team
recovers ball
control after an
unsuccessful shot
(ball touches the
ring) offensive
rebound.

To take the
throw-in from the
frontcourt due

to the coach's
decision during
the last 2 minutes
of the 4th quarter
or overtime if the
remaining time
on the shot clock
is 14 or more
seconds.

after the ball becomes dead and the game clock has been stopped in any
quarter or overtime when there is a new control of the ball for either team and
there are fewer than 14 seconds on the game clock.

The shot clock signal does not stop the game clock or the game, nor causes the
ball to become dead, unless a team is in a control of the ball.

G'M
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7.4.4 SHOT CLOCK OPERATOR SITUATIONS

SHOT CLOCK AFTER
BALL LODGED BETWEEN THE RING
AND THE BACKBOARD
= 24 SECONDS for the Team that
did not control the ball.

= 14 SECONDS for the Team that
controlled the ball.

SHOT CLOCK AFTER

UF/DQ

All throw-ins part of a UF or DQ penalty
shall be administered from the throw-in
line in the team’s frontcourt, with

14 SECONDS on the shot clock.

SHOT CLOCK AFTER

OFFENSIVE FOUL / VIOLATION / BASKET
IN THE FRONTCOURT BY OFFENSIVE
TEAM

Team B throw-in in the backcourt, with
24 SECONDS on the shot clock.

SHOT CLOCK AFTER

OFFENSIVE FOUL / VIOLATION / OUT-
OF-BOUNDS IN THE BACKCOURT BY
OFFENSIVE TEAM

Team B throw-in in the frontcourt, with
14 SECONDS on the shot clock.

SHOT CLOCK AFTER

DEFENSIVE FOUL / VIOLATION

IN THE FRONTCOURT BY DEFENSIVE
TEAM

If 14 seconds or more was shown on
the shot clock at the time when the
game was stopped, the shot clock shall
not be reset, but shall continue from the
time it was stopped.



http://fiba-iref-academy-library.nubedemos.com/cdn/TOM800_EN
http://fiba-iref-academy-library.nubedemos.com/cdn/TOM806_EN

SHOT CLOCK AFTER

DEFENSIVE FOUL / VIOLATION

(except O0OB)

IN THE FONTCOURT

BY DEFENSIVE TEAM

If 13 seconds or less were shown on the
shot clock at the time when the game
was stopped, the shot clock shall be
reset to 14 seconds.

SHOT CLOCK AFTER

THE GAME IS STOPPED BY A REFEREE
For any reason not connected with
either team and, in the judgement

of a referee, a reset would place the
opponents at a disadvantage, the shot
clock shall continue from the time it was
stopped.

SHOT CLOCK AFTER

TECHNICAL FOUL BY

THE TEAM IN CONTROL OF THE BALL
Throw-in Backcourt

NO RESET, the SC shall continue from
the time it was stopped.

Throw-in Frontcourt

NO RESET, the SC shall continue from
the time it was stopped.

SHOT CLOCK AFTER
TECHNICAL FOUL BY

THE TEAM NOT IN CONTROL
OF THE BALL

Throw-in Backcourt

24 SECONDS

Throw-in Frontcourt

« NO RESET if the SC shows
14 sec or more

« 14 SECONDS if the SC shows
13 sec or less

FIBA TABLE OFFICIALS MANUAL P/93



SHOT CLOCK AFTER
TECHNICAL FOUL

NO TEAM IS IN CONTROL OF THE BALL

JUMP BALL SITUATION
Throw-in Backcourt
24 SECONDS
Throw-in Frontcourt
14 SECONDS

SHOT CLOCK AFTER

FIGHTING (Art.39) WITH ALL
PENALTIES CANCELLING EACH OTHER,

OR AFTER A DOUBLE FOUL

The team which was in the control of
the ball or was entitled to the ball when
the fight began or when the double foul
occurred, shall be awarded a throw-in
from the place nearest to where the ball
was located when the fight/double foul

occurred.

NO RESET, the SC shall continue from

the time it was stopped.

SHOT CLOCK AFTER
OUT-OF-BOUNDS

NO TEAM IN CONTROL OF THE BALL

JUMP BALL SITUATION
Throw-in Backcourt
24 SECONDS
Throw-in Frontcourt
14 SECONDS

SHOT CLOCK AFTER

OUT OF BOUNDS

CAUSED BY TEAM “A"”
THROW-IN FOR TEAM “B"
Throw-in Backcourt

24 SECONDS

Throw-in Frontcourt

14 SECONDS
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SHOT CLOCK AFTER
OUT-OF-BOUNDS

CAUSED BY TEAM “B"

THROW-IN FOR TEAM “A"

Throw-in Backcourt & Throw-in
Frontcourt

NO RESET, the SC shall continue from
the time it was stopped.

SHOT CLOCK AFTER
TIME-OUT L2M
Throw-in Backcourt
= Out of bounds: NO RESET the SC
shall continue from the time it was
stopped

« Basket/ Foul / Other Violation
the SC shall be RESET to 24
SECONDS

Throw-in Frontcourt
« 14 SECONDS if SC shows 14 or more

= NO RESET if SC shows 13 or less

SHOT CLOCK AFTER

JUMP BALL SITUATION

NO TEAM IS IN CONTROL OF THE BALL
Throw-in Backcourt

24 SECONDS

Throw-in Frontcourt

14 SECONDS

SHOT CLOCK AFTER

JUMP BALL SITUATION
TEAM A CONTROL THE BALL
THROW-IN FOR TEAM A

IF THE ARROW FAVOURS TEAM A
NO RESET, the SC shall continue from
the time it was stopped.

IF THE ARROW FAVOURS TEAM B
Throw-in for TEAM B from its Backcourt
24 SECONDS

Throw-in for TEAM B from its Frontcourt
14 SECONDS
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7.4.5 EXAMPLES OF 24/14 SECONDS WHEN THE SHOT CLOCK SIGNAL SOUNDS

. Signal
Ball in the 8
sounds by
hand .
mistake

SITUATIONS WHEN THE SHOT CLOCK SIGNAL SOUNDS

Ball in the air

L L 4L

should the
referee do?

Enters Touches Does not Does not
the basket the ring touch touch
(valid field and thering& | thering &

goal) rebounds no immediate
immediate | defensive
defensive control
control
No call No call Call No call

SHOT CLOCK SITUATIONS WITH SHOT FOR FIELD GOAL

Team A shot released
The ball enters the basket - display blanked

seconds

Basket counts
Ball for Team B, from the endline, new 24

Team A shot released
The ball touches the ring but does not enter
the basket - display blanked

Rebound for Team B, new 24 seconds.
Rebound for Team A, new 14 seconds.

Team A shot released
The ball does not touch the ring.
Team A remains in control of the ball

Shot clock continues

Team A shot released
The ball does not touch the ring
Team B gains the control of the ball

Team B

New shot-clock period, 24 seconds, for

SHOT FOR FIELD GOAL

Ball passing between Team A players
or ball deflected by either team
The ball touches the ring - display blanked
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Team B gains control, new 24 seconds
Team A remains in control, new 14 seconds



Team A shot released

The ball touches the ring with more than 14
seconds on the shot clock - display blanked
Team A gets the rebound

The shot clock shall be reset to 14 seconds
when Team A gets the rebound

Team A shot released Basket counts

Shot clock signal sounds Throw-in for Team B from the endline, new
The ball enters the basket, display blanked 24 seconds

Team A shot released Basket counts

Shot clock signal sounds Throw-in for Team B from the endline, new
The ball touches the backboard 24 seconds

The ball enters the basket - display blanked

Team A shot released Basket counts

Shot clock signal sounds Throw-in for Team B from the endline, new
The ball touches the ring - display blanked 24 seconds

The ball enters the basket

Team A shot released

Shot clock signal sounds

The ball touches the ring - display blanked
The ball does not enter the basket

Team B gains control, new 24 seconds
Team A gains control, new 14 seconds

Team A shot released

Shot clock signal sounds

The ball does not touch the ring
Rebound for Team A

Shot clock violation
Throw-in for Team B, new 24 seconds

Team A shot released

Shot clock signal sounds

The ball does not touch the ring
Both teams fight for the rebound

Shot clock violation
Throw-in Team B, new 24 seconds.

Team A shot released

Shot clock signal sounds

The ball does not touch the ring

Rebound and immediate control for Team B

No violation.
Team B has new 24 seconds.

Team A shot released

Shot clock signal sounds

The ball touches the ring — display blanked
and then is touched by Team A or Team B
before it goes out-of-bounds.

Throw-in for Team B, new 24 seconds /
Throw-in for Team A, new 14 seconds
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SHOT FOR FIELD GOAL, THE BALL TOUCHES THE

RING & THE SHOT CLOCK SIGNAL SOUNDS

Team A shot released.
The ball enters the basket.
Shot clock signal sounds.

The shot clock signal sounds in error.
The signal is ignored and the basket counts.
Throw-in for Team B, new 24 seconds.

Team A shot released.

The ball touches the ring.

Team A/ B gains control of the ball.
Shot clock signal sounds.

The shot clock signal sounds in error.
The signal is ignored and the game
continues.

Team A shot released.

The ball touches the ring.

Shot clock signal sounds.

The referee blows the whistle in error.

The game is stopped by a referee.

No Team has control of the ball.

Jump ball situation - use direction arrow.
If Team A = 14 seconds; if Team B = 24
seconds.

SHOT FOR FIELD GOAL, THE SHOT CLOCK SIGNAL

SOUNDS & GOALTENDING OR BLOCKED SHOT

Team A shot released.

Shot clock signal sounds.

The ball is on its upward flight to the basket
and then touched by Team A or B and does
not touch the ring.

Shot clock violation.
Throw-in for Team B at the place nearest to
the ball at the violation, new 24 seconds.

Team A shot released.

Shot clock signal sounds.

The ball is on its downward flight to the
basket and then touched by Team A.

Team A goaltending violation - display
blanked.

Throw-in for Team B at the free-throw line
extended, new 24 seconds.

Team A shot released.

Shot clock signal sounds.

The ballis on its downward flight to the
basket and then touched by Team B.

Goaltending violation, basket counts -
display blanked.

Throw-in for Team B at the endline, new 24
seconds.
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SHOT FOR FIELD GOAL, THE SHOT CLOCK SIGNAL SOUNDS

& GOALTENDING OR BLOCKED SHOT

21

Team A shot released.

The ball is legally blocked by Team B.
Shot clock signal sounds.

The ball enters the basket.

Basket counts.
Throw-in for Team B at the endline,
new 24 seconds.

Team A shot released

The ball is legally blocked by Team B

Shot clock signal sounds

The ball does not enter the basket or touch
the ring.

Shot clock violation

Throw-in for Team B, at the endline with
new 24 seconds, unless Team B gets clear
and immediate control of the ball

Team A shot released.

The ball is legally blocked by Team B .
Shot clock signal sounds

The ball goes out-of-bounds.

Shot clock violation.
Throw-in for the Team B at the endline
with the new 24 seconds

Team A shot.

The ball is legally blocked by Team B .
Team B gets control of the ball.

Shot clock signal sounds .

The shot clock signal sounds in erraor.
The signal is ignored and the game
continues.

New 24 seconds for Team B.

Team A shot released.

The ball is legally blocked by Team B .
B1 fouls the shooter.

Shot clock signal sounds.

The shot clock signal sounds in erraor.
Free throws for the shooter of Team A.
Shot clock blanked.

Team A shot released.

The ball is legally blocked by Team B.
Shot clock signal sounds .

B1 fouls the shooter.

Shot clock violation.

The foul shall be disregarded unless

itis a technical, unsportsmanlike or
disqualifying foul.

Throw-in for Team B at the place nearest
to the infraction, new 24 seconds
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MISTAKE BY SHOT CLOCK OPERATOR & OTHER SITUATIONS

SHOT CLOCK & HELD BALL

27

Team A shot released.

The ball touches the ring and then Team B
gains control of the ball and starts dribbling.
Shot clock signal sounds in error and referee
blows the whistle.

The referee calls in error.

Throw-in for Team B at the place nearest
to the ball at the time of the call with the

remaining time on the shot clock on Team
B's possession.

A4 attempts a dunk.

The ball touches the ring and returns to
the Team A's backcourt.

Before a player of either team gains control
of the ball, the shot clock signal sounds.
Referee did not blow the whistle.

The shot clock signal sounds in error and
shall be ignored. The shot clock shall be
reset to

14 seconds, if Team A gains possession
24 seconds, if Team B gains possession.

Team A has control of the ball for 20
seconds, when a technical foul is called
against A1, followed by another technical
foul on B1

This is a special situation.

Both fouls must be cancelled.

Throw-in for Team A at the place nearest
to the ball at the time of the call with only
4 seconds remaining on the shot clock for
Team A.

Team A has the ball for 15 seconds and the
referee stops the game

= to get the floor wiped

= because the game clock is not working
properly

= because a spectator has entered the
court.

In all cases the game continues with a
throw-in for Team A with

24 seconds, if itis in Team A's backcourt
14 seconds, if itis in Team A's frontcourt
unless the opponent is placed at a
disadvantage.

Team A shot released.

Shot clock signal sounds .

The ball does not touch the ring, after which,
a held ball is immediately called.

Shot clock violation.
Throw-in for Team B at the place nearest to
the infraction, new 24 seconds.

Team A shot released.
The ball touches the ring - display blanked,
held ball is immediately called.

If Team A is awarded an alternating
possession throw-in — 14 seconds.
If Team B is awarded an alternating
possession throw-in — 24 seconds.

Team A shot released.

The ball touches the ring -display blanked.
Then Team A gains control and a held ball is
immediately called.

If Team A is awarded an alternating
possession throw-in — remaining time on
the shot clock (less than 14 seconds.) .

If Team B is awarded an alternating
possession throw-in — 24 seconds.

Team A shot released.

The ball touches the ring,

then Team B gains control and a held ball is
immediately called.

If Team A alternating possession throw-in —
new 24 seconds.

If Team B is awarded an alternating
possession throw-in — remaining time

on the shot clock (less than 24 sec).
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DEFENSIVE FOULS

A1 releases a shot for a field goal.

The ball is in the air when 15 seconds are left
on the shot clock,

B2 fouls A2 — It is Team B's 2nd foul.

The ball does not enter the basket.

Throw-in for Team A at the place nearest to
the infraction, with 15 seconds remaining on
the shot clock.

A1 releases a shot for a field goal.

The ball is in the air when 10 seconds are left
on the shot clock,

B2 fouls A2, it is Team B's 2nd foul.

The ball does not enter.

Throw-in for Team A at the place nearest to
the infraction, with new 14 seconds on the
shot clock.

w
~N

A1 releases a shot for a field goal.

The ball is in the air when 10 seconds are left
on the shot clock.

B2 fouls A2, it is Team B's 2nd foul .

The ball enters the basket/touches the ring .

If the ball enters the basket, the basket
counts.

Team A throw-in at the place nearest to the
infraction, with new 14 seconds on the shot
clock.

SHOT CLOCK AND VIOLATIONS

Team A in control of the ball in the frontcourt.
A travelling /illegal dribble violation has been
called.

Throw-in Team B at the place nearest to the
infraction, with new 24 seconds on the shot
clock.

Team A in control of the ball in the backcourt.
A travelling /illegal dribble violation has been
called.

Throw-in Team B at the place nearest to the
infraction, with new 14 seconds on the shot
clock.

Team A throw-in in the frontcourt.
A five seconds violation has been called
against Team A.

Throw-in Team B at the place nearest to the
infraction, with new 24 seconds on the shot
clock.

Team A throw-in in the backcourt.
A five seconds violation has been called
against Team A.

Throw-in Team B at the place nearest to the
infraction, with new 14 seconds on the shot
clock.

Team A frontcourt throw-in with 16 seconds
on the shot clock.

B1in team A’s frontcourt deliberately kicks
the ball with the foot or strikes the ball with
the fist or places the arms over the boundary
line and blocks A1's pass.

B1's violation.

Throw-in Team A at the place of the
infraction (frontcourt) with 16 seconds
remaining on shot clock.
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Team A frontcourt throw-in with 12 seconds | B1's violation.

on the shot clock Throw-in Team A at the place of the
B1in team A’s frontcourt deliberately kicks | infraction (frontcourt) with the shot clock
the ball with the foot or strikes the ball with | reset to 14 seconds

the fist or places the arms over the boundary
line and blocks A1's pass

Team A backcourt throw-in with 19 seconds | B1's violation.

on the shot clock. Throw-in Team A at the place of the

B1in team A’s backcourt deliberately kicks infraction (backcourt) with new 24 seconds.
the ball with the foot or strikes the ball with
the fist or places the arms over the boundary
line and blocks A1's pass.

SHOT CLOCK AND VIOLATIONS

75 DURING THE GAME

7.5.1 24"/ 14" GUIDELINES

Change of control

For team control to change a defending player
must establish control of the ball. This takes
place when a player holds the ball (with one or
both hands), dribbles the ball or a live ball is at
team’s disposal. Therefore, a simple touch of the
ball by a defensive player is not considered to be
a change of team control.

The shot clock operator must be sure that team
control has changed before resetting the shot
clock.

If a defensive player takes the ball with both
hands this is always a change of team control even in a no-look situation as shown in the picture.
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Team control starts when a player of that team is in control of a live ball by holding or dribbling it or a

live ball is at team’s disposal.

The shot clock operator must be sure that team control has changed before resetting the shot clock.

If the defensive player takes the ball with both hands (B) or the ball comes to restin 1 hand (C) it is
always a team control and the shot clock shall be reset. (OBRI 14-3 b). Control does not change if the
ball is only tapped by 1 hand by the defensive player. Shot clock must continue (OBRI 14-3 a).

e

(A) No Control of the Ball

Due to their fixed position on the court, the Table Officials do not always have a clear vision of what is
happening onit. Therefore, itis of the utmostimportance that they (all Table Officials, not only the shot
clock operator) are ready to see and communicate clearly all the referees’ signals.

Signals and their meaning
= Fig 3. During a throw-in, the timer and shot clock operator to start their clock.
= Fig 13. Ok, good job.

= Fig 14.Could mean, for example, that team control has been changed or that the ball has touched

the ring.
3 13 14
START THE CLOCK COMMUNICATION SHOT CLOCK RESET

P -
e

Chop with hand Thumb up Rotate hand, extend
index finger

Fouls and violations except the last 2 minutes
Whenever a whistle is blown, it is important that the shot clock operator does not change the shot
clockimmediately. The operator should wait until all communications from the referees are completed
before making any changes. This is to avoid making mistakes.

= STOP the shot clock — when a foul or a violation is called by a referee.

= RESET (if necessary, and blank if necessary) - when the referee ends reporting to the table.
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The shot clock operator must pay attention and memorise or write down how many seconds are
left on display before any reset (conscious reset) takes place, so that they can promptly recall it, if
necessary.

In the case of violations, the reset (if requested by the rules) must be done at the end of the referees’
signalling to the table.

The last 2 minutes or less the 4th quarter or overtime (L2M)

The shot clock operator has to wait for the Head Coach's decision after a time-out, to see if the coach
wants to move the throw-in position from the backcourt to the frontcourt. This will imply to change
and adjust the shot clock according to the rule.

After the time-out, the throw-in shall be administered as follows:

Backcourt
» After basket: 24 seconds on the shot clock.

« After foul or violation: 24 seconds on the shot clock

= After out-of-bounds: if the same team control of the ball, the shot clock operator shall continue
from the time it was stopped

= After out-of-bounds, if the new offensive team control of the ball, the shot clock be reset to a
new 24 seconds on the shot clock

Frontcourt
= After basket: 14 seconds on the shot clock.

= After foul or violation: 14 seconds on the shot clock

» After out-of-bounds: 13 seconds or less on the shot clock, if the same team controls the ball, the
game shall continue from the time it was stopped

« After out-of-bounds, 14 seconds or more, if the same team control of the ball, 14 seconds on
the shot clock

Instant Replay Situations (IRS)

When there is an IRS, the shot clock operator should not reset the shot clock until the crew chief has
taken the final decision.

Operations - Scoring

Players often surprise us with unexpected shooting actions (alley hoops, tapping or dunking the ball
etc.). Be prepared for any possibility, such as the ball not touching the ring, or touching the string / net
only. Also, be aware that the ball may become stuck between the ring and the backboard (this is a
jump ball situation).

When the ball touches the ring, the rules indicate that the shot clock should be blanked until one of the
teams gains control of the ball. Many devices do not allow blanking at all, and on some devices this
blanking action is very slow.

If the display can be blanked the shot clock operator should apply the rule fully:
= Blank when the ball touches the opponents’ ring.
= Reset to 24 and then start when control is gained by the defending team.

= Resetto 14 and then start when control is gained by the same team that attempted the field goal.
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If the display cannot be blanked the shot clock operator shall work as follows:
= Reset the shot clock to 24 seconds when the ball touches the opponents’ ring.
= Start the clock count when control is gained by the defending team.

= Reset to 14 and then start the shot clock count when control is gained by the same team that
attempted the field goal.

It is important to note that some shot clock devices do not stop counting when the display is blanked.
Itis crucial the shot clock operator finds out if this is the case as part of the pre-game checks. This will
avoid situations like, for example, having the shot clock signal sound during free throws (when the shot
clock should be blanked).

If blanking the shot clock takes too long and causes a delay in the application of the rule, then the shot
clock must not be blanked. In this case, the previous working method must be followed, which is used
when the shot clock cannot be blanked.

7.5.2 MECHANICS SUMMARY

The shot clock operator’s duties require a continuous concentration on the ball, especially when the
ball is close to be released for a shot for a goal and when it is about to touch the ring. For this reason, it
is very important not to be afraid of sounding the shot clock in these extreme situations.

According to the FIBA rules, the sounding of the shot clock device should not stop the game clock.
= Check the device thoroughly in your pre-game checks.

= Familiarise yourself with its operation in your pre-game checks and in the interval of play
before tip-off.

= You must always have your hands on the device console, close to the operational buttons
/ levers, and not on the table. This is necessary because tenths of seconds may mean the
difference between a field goal scored or not, as well as a game won or lost.

= The whole Table Officiating team must have a good vision of the shot clock devices.

= Before each reset, memorise how many seconds are left, especially in the L2ZM and IRS, in
order to promptly recall the time if necessary.

= Stay focused on the ball, especially during shot attempts.

= The excellent shot clock operator is the person who can find the right balance between the
ability to react quickly and self-control, to ensure the accuracy and timeliness of the application
of the rule.

= To avoid any mistakes, it is better to hold the display of the shot clock before a change in
team control. To avoid confusion, first press the stop button whenever the ball goes out of
bounds or the referees stop the game to protect an injured player.

= Inform your table co-officials of how many seconds are left before each throw-in (e.g. 6
seconds on the shot).

= Letthescorerknow, by calling out loudly, when substitutions or time-outs have been requested

"on

by the team to the left of the table, for example “Time-out, Team A / red”, “Subs, Team A / red".

"”""'M
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= The timer shall call out loud when the last 24 seconds and last 14 seconds of a quarter have
been reached.

= The scorer and the shot clock operator shall collaborate for the positioning of the alternating
possession arrow at the start of the game, both being focused on the first legal control on the
court.

= When there are 24 (or 14) and a few tenths of seconds remaining to the end of play, if the game
clock and the shot clock are bound, in order to start them simultaneously, the shot clock operator
may set the device in the start position so that, when the first legal touch happens, the shot
clock starts as the timer starts the game clock.

= Help the timer by positioning the team foul marker in the correct place on their side of the table.

7.5.3 SHOT CLOCK MISTAKES

The first thing to be clear is that Table Officials can only stop the game in situations specified by the
rules. An error in the application of the shot clock rule is not one of those situations, unless the use of

the IRS is permitted. m-

= Turn off the shot clock displays (blank), or reset the display to 24" and stop the shot clock
from operating, and start a stopwatch. This means that in most cases the referees will notice
it, stop the game, and come to the table.

This is the protocol to follow once an error has happened, for example, a reset in error.

= It will be important to remember the time that was on the game clock when the error
occurred. Note this on your notice paper and start the stopwatch normally used to measure
the time-outs.

= If the referees do not stop the game
quickly, wait until the first dead ball
occurs and then attract their attention.

= If there is not an interruption of the
game, the display unit shall remain
blanked until the next team control
(e.g. after a shot attempt, when the ball
touches the ring and control is gained
by either team) and then the shot clock
operation shall resume as normal.

= If the shot clock signal sounds in error
while a team has control of the ball or
neither team has control of the ball, the
signal shall be disregarded and the game
shall continue. However, ifinthe judgement
of a referee, the team in control of the ball
has been placed at a disadvantage, the
game shall be stopped, the shot clock shall
be corrected, and possession of the ball
shall be awarded to that team.
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76  INTERVALS OF PLAY AND AFTER THE GAME

7.6.1 HELP CO-OFFICIALS:

= Help the scorer to complete the scoresheet, if needed.

= Observe the players and team bench personnel and report any incidents to the referees.

= Sign the scoresheet.

FIBA TABLE OFFICIALS MANUAL P/107






Chapter 8

COMMUNICATION PROTOCOLS FOR THE TABLE OFFICIALS

The protocols and active communication during FIBA games are a set of mandatory rules, guidelines
or instructions that serve to achieve better work and reducing errors.

Nowadays, not only in the work of Table Officials, but in refereeing in general, understanding of the
rules and their interpretations is as important as the mastery and speed in applying the different
protocols.

In addition, communication is not only about exchanging information but in our case, it is like a joint
verification of our work. Like an internal quality control. The use of the voice in the work of the Table
Officers in an active and controlled way, together with the commissioner or TD, makes it possible to
reduce possible errors or to detect them in a positive way.

An interaction without rules can be chaotic and therefore lead to errors in decision making.
TOs need to work as a team and communicate throughout the game.

The five keys to the success of the TOs are:

= Tocommunicate

= To cooperate

= To anticipate (active mindset)
= Toapply the protocols

= Toact with common sense

Active communication during the game has to be extended to the referee team. That is why it is
important not only to conduct a pre-game meeting between the whole team of referees and Table
Officials, but also a joint check of the equipment used.

8.1 MEETING WITH THE REFEREES BEFORE THE GAME

Active communication during games should extend beyond the team of Table Officials and the
Commissioner or Technical Delegate; referees must play a vital role in this communication. Ultimately,
they are responsible for making the final decisions during the game. Therefore, it's advisable to hold
two meetings before the game: not only a pre-game meeting involving the entire team of referees and
Table Officials but also a joint verification of the equipment used.

The 1st meeting should take place 75-70 minutes before the start of the game.

= Referees, TD and TOs should discuss and
unify all communication protocols and talk
about possible practical cases.

= They should verify the pre-game timing
for the current competition/game.

= Referees, TD and TOs should share their
recent experiences, situations from the
previous games: this feedback helps to
better resolve similar situations in the
future.
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The 2nd meeting should take place 65-60 minutes before the start of the game, and only if requested
by the Crew Chief during the first meeting.

= TOs, TD and referees must gather at the

scorer's table to rehearse different
protocols (see below) to verify that devices
work properly and the TOs know how to
operate  them in  each venue
The emphasis must be put on TOs being
able to operate these functionalities in the
quickest possible way during the game
and to do them without asking for the help
of third persons.

= This meeting should be conducted on the Table Officials' first day of an event or before a single

8.11

game if TOs are not familiar with the equipment.
= The verification protocols are described below.

VERIFICATION PROTOCOL / SCORER AND ASSISTANT (DSS)

Verification protocol with the Scorer and Assistant Scorer, when using DSS. These steps should be
done together with Technical Delegate/Commissioner and/or Referees.

MODIFY DSS
Put 10-14 on the DSS

Add +2 points to team A
Subtract - 3 points to team B
Modify the number -1 foul of Team A

Modify the number of team fouls adding +1 foul

MODIFY SCOREBOARD
Put 70-75 on the scoreboard

Add + 2 points to team A
Subtract - 3 points to team B

Modify the number of player's fouls adding +2 fouls

Modify the number of team fouls adding +1 foul, a player foul must be added first

Modify the number of team time-outs adding +2 and then subtract -1

Modify number of quarters
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8.1.2 VERIFICATION PROTOCOL / SHOT CLOCK OPERATOR
The Shot Clock Operator and referees should:

= Determine when the SC should be blank/14/24 (according to the OBR)
= Determine the play situations when the SC should be reset to 14/24

= Define one-handed control in the out-of-bounds (when directing the ball)

MODIFY THE SHOT CLOCK
= Start the Shot Clock and wait for the sound and signal in both SCs.
= Startthe 5 sec countdown and see if the SC is showing the 1/10 seconds.
= Check that the sound signals are sychronized with the respective led lights.
= Setthe 24 sec on the SC start and stop on 18 sec.
= Add +5 sec, start the SCand stop it at 15 sec.
= Subtract - 6 sec, start the SCand stop it at 10 sec.
= Startthe SCand stop at 18 sec and then return to 24 sec, repeat, and reset to 14 sec.
= Setthe SCto 4.3 sec and start the SC.

= Check the synchronization between game clock and shot clock (it is not always correct).

8.1.3 VERIFICATION PROTOCOL / TIMER

= Check the use of the GC by the Timer.
= Set 10 minutes on the GC, start the GC, and stop it 5 seconds later and reset it to 10 minutes.

= Set 10.2 seconds on the GC, start it, wait for it to sound, and check that the red led lights work
on both backboards.

= Set5:42 on the GC, start it, stop the clock, and set:
= +20secand start.

» -15secand start.
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Below, we present different examples of how to communicate with participants and spectators, which
the TD/COM should oversee directly.

Additionally, there are various examples of the dialogue that should occur during games between the
team of Table Officials and the Technical Delegate/Commissioner.

During games, one way to communicate with participants and spectators from the Table Officials is
through the devices. The scoreboard and different clocks are the communication channel to transmit
the desired information.

The Table Officials are responsible for operating the devices, but the TD/COM must constantly monitor
the timing and protocols. They must also ensure they have complete and accurate information if any
device is not functioning properly.

BEFORE THE GAME
The timer will start the clock 60 minutes prior to the scheduled start of the game. This is to ensure
everyone has the correct information regarding pre-game timing.

The exact time when teams should go to their team bench areas to prepare for introductions can
vary, and it is confirmed by FIBA / Organiser. depending on the competition's needs.

[0 JH0] [0 /HM[0] [0 /HM0] [0 /N[ 0] [0 N[ 0]

Timer sounds the signal The Timer notifies the ~ The Timer notifies the ~ The Timer sounds the Game starts

(the appropriate time is  Referees Referees signal m
defined by FIBA/LOC)

The Crew Chief shall The Crew Chief shall The Referees will The Referees go to their | The Crew Chief makes
blow the whistle and blow the whistle and ensure the teams go to | starting positions the toss
signal to stop the warm- | make the signal for 3 their team bench areas

up, and the teams shall | minutes
return immediately to

their respective team

bench areas




IN THE INTERVAL BETWEEN THE 1ST AND 2ND QUARTER & THE 3RD AND 4TH QUARTER

At the end of the 1st and 3rd quarters, it is important to set the 2-minute interval clock immediately.
So as not to delay the start of the interval of play. This operation must be effected automatically
without communication with the referees.

mn | come | ome

800 000 800 000 |00 000

The Timer starts the The Timer sounds the Game Clock starts
Interval Clock signal

The Referees go to their | The Crew Chief
starting positions administers the throw-in

IN THE INTERVAL BETWEEN THE 2D AND 3RD QUARTER

In the beginning of half-time, the possession arrow must also be turned. The direction should be
changed in the presence of the referees at the end of the quarter to complete the protocol. Everyone
should be aware of the arrow change.

The Timer starts the The Timer notifies the ~ The Timer notifies the ~ The Timer sounds the
Interval Clock Referees Referees signal
The Crew Chief shall The Referees will ensure | The Referees go to their
blow the whistle and the teams go to their starting positions
make the signal for 3 team bench areas
minutes

IN CASE OF AN OBVIOUS MISTAKE

When there is an obvious error, the TD/COM, together with the Table Officialss, must find the simplest
way to communicate with the referees.

Making hand signals to get the referees' attention is one of the most effective ways. It is also
helpful for the TD/COM to stand up.

FIBA requires everyone to have a proactive, not passive attitude.
We are the 3rd team. We should show everyone how strong we can be together.
Once the referees are at the table, the TD/COM will communicate the information clearly and

concisely, asking for help from the Table Officials if necessary.

Avoid making any gestures that could be misinterpreted.



BEGINNING OF THE GAME
Just before the start of the game, the scorer must ensure that the players on the court are the correct
starting five.

This dialogue will be supported by the shot clock operator and the assistant scorer, with the final
confirmation from the Commissioner or Technical Delegate.

ooao

goo

Team A Starting FIVE A OK Perfect. Tearm B
4,6,10,25,55 Starting FIVE B OK GOOD GAME! 15,30,45,5,10

=1 1000 | ™

ALTERNATE POSSESSION SITUATION

Whenever there is a jump ball situation resulting in a change of the possession arrow, the scorer must
verify that the procedures for the change of possession arrow are correct.

This dialogue will be done by the Table Officials, with the final confirmation from the Commissioner or

Technical Delegate.
Ball for
Team A

[E]™] oo

L2 | [ 0 ]

oao aoad

Next AP Same team control

for team B

Perfect, wait for

the new contrel

7| 2:158 |

9




WHEN A FOUL IS CALLED

Whenever a foul is called, the assistant scorer will announce the number of the player who committed
the foul, followed by the scorer who will report the number of fouls that player has accumulated. The

assistant scorer will confirm the team's foul count.

The Commissioner or Technical Delegate will confirm the penalty.

Ky JE

2™ FOUL
15 Team B

Team Fouls

ooo uoog

1| 218 | W

WHEN A FOUL DURING A SHOT IS CALLED
The same process as in a regular foul situation applies, with the additional information on whether the
shot is successful or not from the shot clock operator.

The Commissioner or Technical Delegate will confirm the penalty and the scorer.

20 EQUL 2ETH
TEAM B 15 Team B t valid
42-38 42-38 0K eam notvat

28 g8 Sa

aoo 0od

1| 216 B




WHEN A PLAYER IS CALLED FOR A 5TH FOUL

Each time a foul is called, the assistant scorer will announce the number of the player who committed
the foul, and immediately after, the scorer will inform that it is the player's 5th foul.

The TD/COM will inform the timekeeper to raise the 5th foul marker. The timekeeper will raise the
player foul marker and confirm that the referees have seenit. The TD/COM will close the dialogue with
an "OK."

. ST
SENEVE ‘f nfm‘ [ionev | Notify the

referees

Show the 5th
h’OUL marker
v/ Referees

mimm| 000 i e
Tt Toms 1 15 Team B 15 Team B oK have seen it
= 300 | & ~

2,

Y
|

WHEN A PLAYER OR COACH IS CALLED FORA GD

Each time a second UF, TF, or a combination of both is called on a player, or 2 TF ("C") or 3 TF or a
combination of "C" and "B" is called on a coach, the scorer’s assistant will announce the number of
the player who committed the foul or the coach who received it, and immediately after, the scorer will
inform that it should be a GD.

The TD/COM will inform the timekeeper to raise the GD marker. The timekeeper will raise the marker
and confirm that the referees have seen it. The TD/COM will close the dialogue with an "OK."

> g ™)
T ",m‘ [sieney | Notify the
—— L bl referees
Show the
LGD marker

2nd UF/TF

Vv

000 odo No. 15

M| 300 | @

Referees
have seen it




WHEN A BASKET IS SCORED
Every time a basket is scored, the assistant scorer should announce the number of the player who

made the basket and the points scored.
The scorer will confirm the score of the game, and the Commissioner or Technical Delegate will also

confirm it.

(&™) Cooer ]

= =

31| 218 | @
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WHEN WE ARE ABOUT TO START THE LAST TWO MINUTES (L2M)

One minute before the start of the L2M, the assistant scorer will notify the entire team of the
approaching special moment of the L2M

The timer will announce the specific rule regarding the game clock, and the Commissioner or Technical
Delegate will confirm the information.

—
———— [ ;‘ =
GENEVE ['.' SIDNEY

(oo | [0 ]

O0oo o000

1 minute to stop the
GC after basket

LZM
Stop the GC

30 seconds to stop the
GC after basket

after Basket

Al

O0D0oO DGD

W o200 |




WHEN THE SHOT CLOCK NEEDS TO BE CHANGED

Whenever there's a situation requiring a change of the shot clock, the communication must be initiated
by the shot clock operator. The timer will announce the time on the game clock. The Commissioner or

Technical Delegate will confirm the correct time.

New 24 5C
Foul GC
S L:DS New 14 5C
b P

3 sec 5C continues

aoo 0o0o

—| - ’j o -
- Foul GC Same Team control
1:54

WHEN ENTERING THE LAST 24" OF THE GAME OR END OF THE COUNTDOWN

Whenever there's a situation at the end of the game or the shot clock, the assistant scorer must
verbally count down the remaining time on the shot clock. The Commissioner or Technical Delegate
must acknowledge this, and the shot clock operator will confirm the change or continuation of the

countdown.

GENEVE |55 2 SIDNEY
Last 24 Seconds

000 Five, four three,
(S N two, one




WHEN THE SHOT CLOCK IS BELOW 24 SECONDS

Whenever there's a situation where the shot clock is below 24 seconds, the assistant scorer must
notify the other Table Officials, and the shot clock should be left without visible numbers.

The Commissioner or Technical Delegate will notify if a countdown is necessary, and the shot clock
operator will actively manage the last seconds of the shot clock.

Ten, nine,
eight, .. one

0O0o0o

Taama ¥

=l

WHEN THE GAME BEGINS

The timer will announce the start of the game clock, following which the shot clock operator will
communicate the start of the countdown. Meanwhile, the scorer will indicate which team will have the
next alternate possession. Closing this communication will be the responsibility of the Commissioner

or TD.
Arraw for Starting Team B Control
Team A QK GC Starting 5C




WHEN A TIMEOUT IS TAKEN

The table official closest to the team requesting the timeout will announce it aloud. The timer will
communicate the possibility of a timeout and the start of the minute. The scorer will announce the
number of timeouts remaining for that team.

The timer will announce out loud when the clock is at the last 10 seconds of the timeout with. This
communication will be closed by the Commissioner or TD, indicating the continuation of the game.

GC Stop OK
Time-out TEAM

ogg DDD
o 8 2

Time Qut
expired,

Start 1 minute

10 seconds to
end the Time out

] 218 | @
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WHEN A SUBSTITUTION IS MADE

The table official closest to the team making the substitution will announce it aloud. The timer
will communicate the possibility of the substitution. The scorer will announce the numbers of the

substituted player and the incoming player.

The shot clock operator will communicate the status of the shot clock. This communication will be
closed by the Commissioner or TD, indicating the continuation of the game after verifying that each

team has 5 players.
GC Stop OK New
Substitution | | 5C period

L2 | [ 5]

5 players on
Team B and Team A
Ready to restart
the game

Substitution 10 Team B out
25 Team B in

ooa oog

3] 215




WHEN WE ENTER L2M

The assistant scorer will announce that the game is in the L2M, with the timekeeper confirming the
game clock.

The Commissioner or TD confirms the timing of the game, informing the entire team of Table Officials
that the specific rules of L2M are beginning.

OK
157

Continues

]u]u] 000D

] ‘ 1:58

GEMEVE -‘ i SIOMEY

20 | I [ &6 |

oo ooo

7| 157

8.3  PRE-GAME TIMING FOR TABLE OFFICIALS

The Table Officials should memarize these times which are used to initiate a number of meetings,
regular actions, or protocols.

The following is an example of pre-game timing, that can be modified in each competition by the LOC

or FIBA.
TABLE OFFICIALS PRE GAME TIMING

-90:00 To arrive at the venue

-75:00/ | Meeting between referees, TO's and TD
-70:00 in the dressing room

-65:.00/ [ Meeting between referees, TO's and TD
-60:00 on the court

-40:00 Request the team list

-20:00 The referees enter the court

-10:00 Request the Head Coach of each team to confirm
names and numbers of their players and the starting 5

-8:00* Start of the presentation
* time determined by Local Organising Committee (LOC)

-3:00 The timer will sound the signal at 3 minutes

-1:30 The timer will sound the signal at 1:30 minutes
0:00 Start the game







Chapter 9

SUPPORTING MATERIAL

BASIC BASKETBALL OFFICIATING TERMINOLOGY

To help all the stakeholders to speak the same
basketball officiating language, FIBA Referee
Operations has published BASIC BASKETBALL
OFFICIATING TERMINOLOGY manual. It contains
a glossary of terms and abbreviations used in
modern basketball officiating.

[t can be read and downloaded from FIBA
iRef Library App or directly from this link.

EXTERNAL MATERIAL

DIGITAL SCORESHEET USER MANUAL

The Digital Scoresheet user manual is subject

to changes. Therefore, the updated content

(available in English only) can be consulted at
(click on the link).

EXTERNAL MATERIAL

Please see below some tutorial videos to

facilitate understanding of how the DSS works.

VIDEO
VIDEO
VIDEO
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APPENDIX

WHISTLE-CONTROLLED TIME SYSTEM

The whistle-controlled time system works via a radio transmitter in the belt pack worn by the referees.
Attached to the belt packis an omnidirectional microphone, which docks in the microphone adapter on
the lanyard just below the whistle.

When an referee blows the whistle, the belt pack recognises the frequency of the whistle and sends
a radio signal to the base station receiver that is connected to the scoreboard controller, stopping
the clock at the speed of light. The timer can also stop the game clock manually by pressing the stop
button on the whistle-controlled time system console.

The whistle-controlled time system not only stops the clock; it gives the timer (and the referee), the
ability to restart the clock manually. Each belt pack has a restart button, so the clock can be started
from the floor, if necessary.

In this way, the effective management of the game clock is shared between the referees and the
timer. Measuring time-outs and intervals of play remain duties exclusive for the timer.

Procedure when using whistle-controlled time system:
Who starts the game clock?

= Beginning of each quarter. At the beginning of each quarter, the game clock is started by the
referee and the timer. The timer shall push the green start button on the console to start the
game clock.

= Throw-in. The referee who administers the throw-in shall push the start button on the belt
pack, and the timer shall push the green start button on the console.

= Free-throws. A referee shall push the start button on the belt pack, and the timer shall push the
green start button on the console.

= Last two minutes. In the last two (2) minutes of the fourth quarter and in the last two (2)
minutes of any overtime the referee who administers the throw-in shall push the start button
on the belt pack, and the timer shall push the green start button on the console.

Who stops the game clock?

= During the game: Each sound of an referee’s whistle automatically stops the game clock. When
the game clock is stopped, a red LED light on the console lights up. The timer shall push the red
stop button on the console at the same time as the referee blows the whistle (to ensure the
game clock stops correctly).

= Shot clock violation: If a shot clock violation occurs when a team is in control of the ball, the
timer shall push the red stop button on the console when the shot clock signal sounds.
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« Last two minutes: In the last two (2)
minutes of the fourth quarter and in the
last two (2) minutes of any overtime, the
timer shall push the red stop button on
the console if a field goal is scored. (This is
because referees do not blow their whistle
when field goals are scored).

= Field goal leading to atime-out request: If
afield goal is scored against a team which
has requested a time-out, the timer shall
push the red stop button on the console.

Console reset

Every 4-5 blows of the referees’ whistle, the
timer shall reset the console when the game
clock is stopped (red led is light on). To do this,
the timer shall push the red stop button on the
console.

It is important to note that if the game clock
does not start for some reason (error / delay /
malfunction), the timer shall push the green
start button on the console.

In the same way, if the game clock doesn't stop
for some reason, the timer shall push the red
stop button on the console.

It is also important that the timer pays attention to the flashing of the transmitter LEDs. If the
transmitter LEDs are flashing it means the transmitter on the referee’s belt is not working properly, or
is about to stop working. Itis important to advise the relevant referee as soon as possible, during the
next dead ball opportunity, so that the transmitter can be changed.
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