2008 NSSWPL Coach and Referee Training

Points of Emphasis & Rules Interpretations
· Interference with free throw:  

· Both hands down after foul – just cease contact (no requirement to move away)
· One hand up and not moving – if move to > 1 arms-length away
· Perimeter drivers and drive defenders:

· No repeated hand checking by defenders

· Once attacker starts going, turn and swim

· Some contact allowed by driver, but not a grab & go

· Swimming up back when ball is being dribbled is exclusion (or penalty if appropriate)

· Hacking shooter’s arm from behind is a penalty
· Direct shots:

· Meant to reduce fouling by defense on perimeter

· Foul must occur outside 5m (player’s head is location of foul), ball can be shot at or behind foul

· Shot does not have to be immediate, but reasonably quick

· No faking, one motion once ball is picked up

· Must pick up ball cleanly, not pop or drop the ball before shooting 

· May slide ball to shooting hand if weak hand is under the water, but no out of water hand transfer

· Perimeter passing

· Advance the ball when possible

· Don’t reward obvious offensive fakes

· Do reward attacking movement and trying to advance the ball

· Defender needs to show they are not fouling

· 2 hands is ok to demonstrate no foul, but not to block passing lanes

· Tactical exclusions for taking out perimeter player in scope of offense

· 2m play

· Defender’s head, hands, and hips determine position

· Quick exclusions on 2m Defender when ball comes in and no perimeter defensive help

· Locking up is permissible, but must turn and seal before entry pass is attempted

· Swimming out of lock-up to receive ball – first stroke on stomach

· Step out vs. push off: center’s weak hand should not be upper chest or above
· Head butting vs. pull back: 

· Chin-to-chest angle remains same – no head butting call

· Defender directly behind with hands down – exclusion on defense unless obvious head butting occurs
· No minor fouls should be called if isolation at 2m

· Counter attack

· Advance the ball when possible

· Limit any calls behind the ball on counters

· Allow 2m offense and defense to untangle

· Once untangled, no pushing or pulling, but beware when well behind the ball – don’t take away shooting opportunity unless gross foul

· Chasing the goalie

· Shallow goalie – if ball is held with both hands above head, defender is usually off the bottom

· Deep goalies – put the ball down and swim ball away from opponent

· If trapped, need help from field players or usually lose the ball

· Using the bottom

· Make it look like an all deep game (except shallow goalie inside 5m)
· Only call bottom when used for advantage, (examples include):

· Jumping to go after ball, knock down shot, play an opponent, make a pass or shot

· Walking to move an opponent who is playing hips up

· Duration, Rules, etc.

· USWP rules

· 14U: 4x5 min quarters of start/stop time

· 11U: 4x5 min quarters running time, except start/stop last minute

· 2x 1minute time outs, 1 T/O for overtime

· 2 minutes between periods

· Overtime only used for championship tournaments at season’s end

· Overtime will consist of 2x2minute periods, followed by sudden victory if necessary

· All Brutality, Unsportsmanlike, Red Card, or similar foul must be reported to Matt Turner ASAP
