NETBALL
PLAYING RULES

BRING YOUR GAME

These League Rules and Playing Rules shall be overridden by the ‘Terms and Conditions of Business’ which
shall always prevail in the event of any dispute, ambiguity or inconsistency.

1.

START OF PLAY

1.1

The captains shall toss for choice of goal end
or first Centre Pass and notify the Umpires
and the Scorers of the result.

2.

OFFICIALS

2.1

Powerplay endeavours to allocate two
umpires per game, at least one of whom will
always be a qualified official. Occasionally,
games may be played with only one umpire.

3.

TIMING

3.1

Games will either be played in 2 equal
halves, or 4 equal quarters depending
on league.

5.2

A player may reach over to retrieve a ball but
must not step into an offside area for any
reason (including retrieving a ball, or seeing
to an injured player before time is called).
Penalty - Free Pass to the opposing team
where the offside happened.

6.

OUT OF COURT

6.1

A ball is Out of Court when it:
a) touches the ground out of court;
b) touches an object or person in contact
with the ground outside the Court;
c) is held by a player in contact with the
ground, an object or a person outside the
Court.

6.2

A ball that hits a goal post and is rebounded
into play is not Out of Court.

6.3

When a player has a Throw In from off court,
their foot must not be touching the line.
Penalty - Throw in to the team opposing the
one who last had contact with the ball, to be
taken where the ball crossed the line.

3.2

If teams are more than 3 minutes late to the
court after the timer has started, their
opponent may be rewarded with 1 goal per
minute after this time, until both teams are
on court and ready to play.

4.

CENTRE PASS

7.

OBSTRUCTION

4.1

All players except Centres must be in their
respective goal third for the Centre pass.

7.1

4.2

When the Centre who is taking the Centre
pass steps in the Circle (on one or both feet)
the whistle shall be immediately blown.
If players are offside when the whistle is
blown, a free pass is given to the opposing
team at the location of the breaking. If this is
not a benefit to the team who are receiving
the free pass, advantage shall be played.

An attempt to intercept or defend the ball
may be made by a defending player if the
distance on the ground is not less than
0.9m/3ft from the landing foot of the player
with the ball.

7.2

Players may defend by jumping upwards or
towards the player with the ball as long as
they are not within 0.9m/3ft.

7.3

The defender is not obstructing if the arms
are outstretched to:
a) catch, deflect or intercept a pass;
b) obtain a rebound from a shot at goal.
Penalty - Penalty Pass or Shot (where
applicable) where the obstruction
happened.

4.3

5.

OFFSIDE

5.1

A player, with or without the ball, shall be
offside if that player enters any area other
than the playing area for that designated
position.
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8.

CONTACT

13.

INJURY

8.1

No player may contact an opponent, either
accidentally or deliberately.
Penalty – Penalty Pass or Shot (where
applicable) where the obstruction happened.

13.1

Players must call ‘Time’ for the Umpires to
stop the game in the event of any injury.

14.

NUMBER OF PLAYERS FOR
7-A-SIDE NETBALL

14.1

Teams are allowed seven (7) players on the
court at any one time and up to ten (10) in a
squad in any one night.

14.2

Where a team is short of players on the night
they are permitted to borrow up to three (3)
guest players at the umpires discretion.

14.3

A team fielding 4 or less players five minutes
after the official start will automatically
forfeit.

14.4

If a team fields 5 or 6 players, one player
must assume the Centre position.

14.5

For Mixed divisions there must be a
maximum of three (3) and a minimum of
two (2) males on the court at any one time.

14.6

Male players must be in three different
positions on the court (Defending, Centre
Positions and Attacking Positions) (1 player Goal Keeper or Goal Defence (Defending
Positions); 1 players for, Wing Attack, Wing
Defence or Centre (Centre Positions);
1 player as Goal Attack or Goal Shooter
(Attacking Positions). As an example, a team
cannot have a male Goal Keeper (GK) and
another male playing Goal Defence (GD).

15.

NUMBER OF PLAYERS FOR ‘FAST
NET 5S’ NETBALL

15.1

Teams are allowed five (5) players on the
court at any one time and up to eight (8) in a
squad in any one night.

15.2

Where a team is short of players on the night
they are permitted to borrow up to two (2)
guest players at the umpires discretion.

15.3

Teams will rotate positions depending on
how many are in their squad in any one
night, this is a set rotation pattern.

15.4

A team fielding 3 or less players five minutes
after the official start will automatically
forfeit.

15.5

If a team fields 3 or 4 players, one player
must assume the Centre position.

9.

PLAYING THE BALL

9.1

A player may catch the ball, or direct it to
another player, having bounced the
ball once.

9.2

A player may lean on the ball to prevent
going offside or falling over.

9.3

A player may not throw the ball from any
position other than standing.

9.4

A player may not strike the ball with a fist,
kick the ball or use the Goalpost as a mean
of regaining balance or support.
Penalty - Free Pass to the opposing team
where the infringement occurred.

10.

FOOTWORK

10.1

A player may not take a second step with
their landing foot after receiving the ball.
This includes dragging, sliding and hopping.

10.2

If a player lands on both feet simultaneously,
they may choose which foot to move. The
foot remaining static will then be their
‘landing foot’.
Penalty - Free Pass to the opposing team
where the infringement occurred.

11.

PENALTIES

11.1

The player taking the penalty must take up
the position clearly directed and indicated by
the Umpire. The penalized player must not
move or attempt to take part in play either
physically or verbally until the ball has left
the hands of the thrower.

11.2

It is the responsibility of the person who is
taking the penalty to ensure that the
penalized player is in place before they take
the penalty. If the penalty is taken before it is
set correctly, a free pass may be awarded to
the other team at the Umpire’s discretion.

12.

TOSS-UPS

12.1

The two players must be stood 3ft/0.9m
apart with their arms by the side before the
Umpire can release the ball.

12.2

The ball may be caught or batted in any
direction except directly at the opposing
player.
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15.6

15.7

For Mixed divisions the amount of male
players allowed on court depends on how
many are in the squad:
i) 3 players – 1 man minimum and
maximum
ii) 4 players – 2 men minimum and
maximum
iii) 5 or more players – 2 men minimum and
maximum
Male players must be in three different
positions on the court (Defending, Centre
Positions and Attacking Positions) (1 player Goal Keeper or Goal Defence (Defending
Positions); 1 player Centre (Centre Position);
1 player as Goal Attack or Goal Shooter
(Attacking Positions). As an example, a team
cannot have a male Goal Keeper (GK) and
another male playing Goal Defence (GD).

16.

BORROWING OF PLAYERS

16.1

Players from a higher league should not fill
for a lower division league team.

16.2

Players from lower divisions may play-up for
higher division teams but they must not play
in their regular position.

16.3

Players may also guest for teams within their
own division but again they must not play in
their regular position, for example if they are
GS or GA they may not play either these
positions, but are allowed to play WA, C, WD,
GD or GK.

17.

SCORING

17.1

All leagues starting after February 1st 2008
will be subject to All-England scoring rules.
i) Win 6 points
ii) Draw 4 points
iii) Lose by less than 5 goals 3 points
iv) Lose by less than half the opposition’s
score 2 points
v) Lose by more than half the opposition’s
score 1 point

18.

CONTEST

18.1

If the umpire feels that each player has
committed to the same ball and reached it at
the same time, the whistle will not be blown
and play will continue.

18.2

Only if both players do not let go of the ball
will the whistle be blown and the umpire will
do a toss-up.

RULES ADAPTED FROM ALL ENGLAND NETBALL
ASSOCIATION (AENA) www.englandnetball.co.uk

19.

FAST NET 5S features modified rules that
are outlined below. Outside of these, the
standard rules of netball as outlined
above apply.

19.1

Timing: Each quarter of equal length. Injury
time-outs are 30 seconds only; standard
rules allow for one initial two-minute injury
time-out.

19.2

Substitutions: teams will be allowed to use
rolling substitutions, with no stoppages in
play per substitution and with unlimited
substitutions per quarter.

19.3

Power plays: Each team can separately
nominate one “power play” quarter, in which
each goal scored by that team counts for
double points.

19.4

Two-point shots: the goal shooter (GS) and
goal attack (GA) may shoot goals from
outside the shooting circle. These goals
count for two points; in a power-play
quarter, they would count for four points.
Umpires raise one arm for a single-point goal
and two arms for a two-point goal.

19.7

Centre passes: After each goal, the team that
conceded the goal takes the next centre
pass; teams alternate taking the first centre
pass of each quarter

19.8

Tied scores: Tied games are decided by
penalty shoot-outs.

www.powerplay.co.uk
0207 700 1888
netball@powerplay.co.uk

BRING YOUR GAME

BASKETBALL
League Rules
These League Rules and Playing Rules shall be overridden by the ‘Terms and Conditions of Business’ which
shall always prevail in the event of any dispute, ambiguity or inconsistency.

CAPTAIN’S ROLE
As the team captain you are agreeing to the Playing
Rules and Terms of Conditions of Business for the
Powerplay league as set out below and on the
website. It is the responsibility of the captain to be
the primary contact for the team and all players
involved. By allowing a player to take part in a club’s
match, you are confirming that a player is aware of
and will abide by these rules.

BASKETBALL
1.

TEAM REGISTRATION

1.1

Players must be registered

2.

CANCELLATIONS, FORFEITS AND
RESCHEDULING FIXTURES

2.1

For a game to begin a minimum of 3 players
must be on court and ready to play from
each team.

2.2

If a team are more than 3 minutes late to the
court or have less than 3 players after the
timer has started, their opponent will be
awarded with 1 basket (2 points) per minute
after this time, until both teams are on court
and ready to play. If a team have not arrived
by 10 minutes that team will forfeit the game
and lose 20-0.

2.3

2.4

The Team Manager must inform Powerplay if
a team is going to cancel a fixture, if this is
done with 28 days’ or less notice the team is
liable for their own match fee as well as that
of the opposition.
If a team cancels with more than 28 days
notice they will lose the game 20-0 and still
be liable for your match fee but not the
opposition’s.

2.5

Any team not showing up for a match (or
arriving more than 10 minutes late) without
contacting the league in advance will be
deducted three points as well as losing the
match 20-0. The team will also be fined the
equivalent of one match fee, plus £10 + VAT
to cover administration. The deadline for
cancelling a game is 4pm on the day of the
game. After this time the cancellation will be
considered a ‘no show’.

2.6

Any team that ‘no-shows’ or late cancels (i.e.
after midday on the day) on 3 occasions in
one season may be expelled from the league
without compensation. Late cancellations
and ‘no-shows’ will also be taken into
account when inviting teams back for future
seasons.

2.7

Any team that wishes to pull out from a
league with games still remaining will still be
obliged to pay the league fees for the full
season.

2.8

Powerplay has the right to expel any team
from a league if they believe there is due
cause. All such decisions will be final.

2.9

Teams may not postpone or re-schedule
any fixtures.

2.10

Powerplay reserves the right to postpone
fixtures at any time. Powerplay will
reschedule any such fixtures at no extra cost
to the teams involved.

3.

KIT

3.1

No item of jewellery, except a wedding ring
and/or medical alert bracelet, shall be worn.
If worn they must be taped.

3.2

No adornment that may endanger player
safety shall be worn.
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5.5

Do not use foul, sexist, racist language or
offensive gestures at any time.

5.6

Know and abide by the rules and spirit of the
game.

5.7

Avoid violence and rough play and help
injured opponents.

5.8

Accept the decisions of the match officials

Ideally teams will play in shorts along with a
jersey of a dominant colour with a visible
number printed on the front and back.

6.

DISCIPLINARY

6.1

All referee decisions are final.

3.7

Powerplay will provide numbered bibs for
teams who don’t play in their own kit.

6.2

3.8

Players must try to keep to the same number
each week as nominations will be made for
individual awards.

Intimidation of referees will not be tolerated
and will result in further action being taken
by the league, up to and including expulsion
of offending players and teams from the
league.

6.3

Discrimination of any kind towards officials
or other players will not be tolerated and will
result in further action being taken by the
league, up to and including expulsion of
offending players and teams from the league.

6.4

Powerplay reserves the right to ban or expel
any player or team from the league or take
any other disciplinary action as it deems
appropriate.

6.5

Any team knowingly fielding a suspended
player will forfeit that game 20-0 and will be
liable for the oppositions match fee.

3.3

Nails should be cut short and players are not
allowed to wear any finger/hand/wrist/
elbow/ forearm protective guards or braces.

3.4

Players must wear suitable trainers or ideally
high top sneakers to protect the ankle.

3.5

Laces must be tied securely before the game
and the game will not stop for laces to be
tied.

3.6

4.

INDIVIDUAL AWARDS

4.1

MVP- Most Valuable Player of the Season The referees will pick a player who they
deem the most valuable at the end of every
game. The player with the most nominations
at the end of the season will win Most
Valuable Player of the Season.

4.2

Fair Play Award - Each week the referees will
be looking out for players who consistently
display sportsmanlike attributes. At the end
of the season the referees will pick one
player from the league to win the award.

4.3

Top Scorer Award - The highest scoring
player over the course of the season, as
recorded by team captains’, will win this
award.

5.

CONDUCT

5.1

If any player (in the opinion of the referee)
has consumed alcohol, then that player will
not be permitted to play in any matches that
night.

5.2

Referees and table officials must be
respected, listened and adhered to at all
time.

5.3

Only the captain can politely speak to the
referee when there is a dead ball.

5.4

Every Powerplay player must treat everyone
in the league equally and sensitively
regardless of age, disability, gender, race,
ethnic origin, cultural background, sexual
orientation, religious beliefs or political
affiliation.
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BASKETBALL
PLAYING RULES
These League Rules and Playing Rules shall be overridden by the ‘Terms and Conditions of Business’ which
shall always prevail in the event of any dispute, ambiguity or inconsistency.

BASKETBALL LEAGUES
Powerplay’s basketball rules are based on FIBA’s
most up to date rules - FIBA Official Basketball
Rules 2010.

1.

SQUAD

1.1

Each team can have an unlimited number of
players registered in their squad but each
team may only have 12 players on the bench
per game.

1.2

Five players are permitted on the court at
one time.

2.

GUEST PLAYERS

2.1

If a team are short of players they may use
up to two guest players per game.

2.2

Players from a higher division are not
allowed to fill in for a team in a lower
division within the same league.

2.3

In any corporate league any guest players
used must be an employee from the team’s
company.

3.

SUBS

3.1

Teams are allowed to make unlimited
substitutions but they may only be made
when play is stopped during time outs and
in the breaks.

4.3

If the score in the last 2 minutes of the
second half is within 10 points or less then
the stop clock will be operated.

4.4

One 30 second ‘time out’ is allowed per
game per team and can only be taken when
the ball is out of play. Only team captains or
coaches can request a time out.

5.

INJURY TIME

5.1

The referee may stop the game in the event
of an injury.

5.2

If the injured player comes off a substitution
can be made at that time.

5.3

Due to time constraints the clock will not
stop for injuries.

6.

SQUAD LIST

6.1

Team captains must write their team list out
on a piece of paper and hand to the table
officials before the start of their game
each week.

6.2

Please note jersey numbers and bibs run
from numbers 4-15 inclusive. Use this
format:

3.2

A substitute must request the permission of
the table officials before they go on court.

Player Name
(First Initial & Surname)
J Bloggs
D Smith
P Adams

4.

TIMING

7.

RESULTS

4.1

Each game will consist of two equal halves.

7.1

4.2

There will be no stoppage time when the ball
goes out of bounds or overtime period at the
end of the game.

All results will posted on the website along
with individual scorers

7.2

An award will be given to the player who
scores the most points over the course of
the season.
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Jersey or
Bib Number
4
5
6

8.

JUMP BALL

8.1

The referee will start the game in the centre
court by tossing the ball in the air between
two opponents at the start of the first period.

9.

SHOT CLOCK AND TIME LIMITS

9.1

Teams are required to advance the ball over
the half way line within 10 seconds of
possession of the ball.

9.2

A player shall not remain in the opponents'
restricted area for more than three
consecutive seconds while his team is in
control of a live ball in the frontcourt and the
game clock is running.

9.3

Teams are required to make a shot within
30 seconds of gaining possession of the ball.

9.4

The clock is re-set when the ball touches the
rim or backboard or when the opposition
steal possession.

10.

LEAGUE SCORING

10.1

A team will be awarded 3 points for a win,
2 points for a draw, 1 point for a loss and
0 points for a forfeit.

10.2

A team will be deducted 3 points for
a no show.

11.

POINTS

11.1

A basket made from within the three point
line is worth two points.

11.2

A basket made from outside the three point
line is worth three points.

11.3

When shooting from the free throw line each
basket is worth one point.

12.

TERMINOLOGY AND BASICS

12.1

Travelling - When moving with the ball the
player must dribble or bounce the ball with
one hand. If the player stops moving or
holds the ball with both hands then the
player may only move one foot and pivot
with the stationary foot. If the player takes
more than two steps without dribbling or
passing the ball they will be penalised for
‘travelling’.

12.2

12.3

Double Dribble - This is when a player
dribbles the ball stops and then starts
dribbling again. A free pass is given to the
opposition for this violation. The only way in
which it is allowed is if another player either
touches or has control over the ball in
between.

12.4

Carrying the ball - When the player dribbles
they must touch the top of the ball. If the
player touches the ball from underneath and
continues to dribble, a free pass will be
awarded to the opposition.

12.5

Out of bounds - If a team lose possession
of a ball and it goes out of bounds then a
free pass is awarded to the opposition.

12.6

Backcourt Violation - Once an offensive
team are past the half court line they are not
allowed in the back court. If however
someone from the defensive team knocks it
out to the back court then this is allowed.

12.7

Goal tending - When a basketball is
travelling down towards the basket or rim
players are not allowed to intercept or touch
the ball.

13.

FOULS

13.1

Personal foul - A personal foul is
discretionary and the referee will decide if
the violation was committed but basically a
foul is when a player tries to steal possession
of the ball by making illegal contact which
unfairly causes the opponent to lose the ball
or take a shot.

13.2

If a foul is committed whilst a player is taking
a shot then a free throw is awarded to the
opposition.

13.3

The opposition is awarded two or three free
throws depending whether the shot
attempted was taken in front or behind the
three point line.

13.4

If a foul is committed whilst taking a shot
and the ball still goes in, the basket counts
but the number of free throws is reduced
to one.

13.5

If a foul occurs when the player is not taking
a shot then the opposition is awarded
possession of the ball and will throw the ball
from out of bounds at the nearest point to
where the foul was committed.

Players are not allowed to hit the ball with
their fist or kick the ball.
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13.6

Penalty situation - If a team commit four
defensive fouls in one quarter they enter the
penalty situation. If a fifth defensive foul is
committed in the same quarter then the
fouled player from the opposing team is
awarded two free throws regardless of if the
foul was made when they were shooting
or not.

13.6

Foul out - If a player commits 5 personal
fouls in a game they ‘foul out’ and are
disqualified for the rest of the game but may
stay seated on the bench and be included
with team talks. A substitute must come on
immediately to replace the player.

13.7

Technical foul - A technical foul is when a
player fails to comply with the rules usually
for unsportsmanlike behaviour which
includes arguing with the referee. A
technical foul can be made against a player,
team or manager. A technical foul is separate
to a personal foul and does not count
towards your total. In the event of a
technical foul, the opposition are awarded
two free throws with no rebounds and
possession of the ball after the free throws.
Any player on the opposition can take the
free throws.
Flagrant foul/unsportsmanlike foul - In
extreme cases if a referee deems a foul
overly aggressive or a ‘flagrant foul’ the
referee has the right to send the player off for
the rest of the game. In this instance two free
throws are awarded to the opposition and
possession of the ball after the free throws
are taken but the free throws must be taken
by the player that was fouled.

13.8

14.

FREE THROWS

14.1

When a player is taking a free throw they
must release the ball within 5 seconds and
are not allowed to step on or over the free
throw line before the ball touches the ring.

14.2

Players can jump whilst taking a free throw
so long as they don’t leave their designated
area.

14.3

A violation by the shooter cancels the free
throw and a violation by the defensive team
results in a replacement free throw.

14.4

If it is the last free throw and the shooter
completely misses or there is a violation by
the offensive team then the defensive team
take possession.

www.powerplay.co.uk
0207 700 1888
ops@powerplay.co.uk
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