Charge/Block/Jump up Charge/Block


ART 9. “When a dribbler in his/her progress is moving in a straight-line path, he/she may not be crowded out of that path, but if an opponent is able to legally obtain a defensive position in that path, the dribbler must avoid contact by changing direction or ending his/her dribbler.”

A charge should be given when the defender has beaten the offensive player to a spot on the court and the offensive player does not change his path. However, if an offensive player’s momentum is stopped by a defender who is still in motion, it is a block. 

The Principle of Verticality – A defensive player should not be called for a foul on an attempted blocked shot so long as the defender jumps straight into the air and does not make any movement towards the ball handler.  The defender’s hands are permitted to be straight up into the air. If the offensive player causes contact with a defender who abides by these rules, the offensive player is at fault, and should be issued a foul. 
Reaching/Hand Checking


“Hand Checking is any tactic using the hands or arms that allows a play, on offense or defense, to control (hold, impede, push, divert, slow, or prevent) the movement of an opposing player.

Hand Checking is a foul and is not incidental contact.

Defensive players shall not have hands on the offensive player. When a player has a hand on, two hands on or jabs a hand or forearm on an opponent, it’s a foul.  “Pg. 66

Reaching – A reach is called when a defender hand/hands comes into contact with the ball handler’s hand/hands. A defensive player is allowed to reach for the ball, so long as he does not make contact with the ball handler. 

Violations


Three Second Violation – “A player shall not remain for three seconds in that part of his/her key while the ball is in control of his/her team in his/her frontcourt. Allowance shall be made for a player who, having                                                                                          been in the restricted area for less than three seconds, dribbles in or moves immediately to try for goal.” Pg. 56.  Basically, if you are an offensive player, you may not be in the key for more than 3 seconds. 

Ten Second Violation – After a team makes a field goal, and the team with possession inbounds the ball, that team has 10 seconds to make it past half court, or it is a ten second violation, and the other team is awarded the ball. 

Traveling/Carrying/Rules 5 and 6


Palming – Another name for a double dribble. The player cannot rest the ball on their hand while the palm of their hand is facing upwards. The player’s dribble continues so long as the dribbler’s hand does not turn upwards. If the player faces their hand upwards and has the ball in his/her possession and does not push the ball back to the floor, there is no foul. The foul is called after the ball is “palmed” and pushed back onto the floor. 


Traveling – Once a ball handler has picked up his dribble, he is allowed two steps to make his shot. Any extra steps after the 2nd, and the player should be awarded a traveling violation. 

