CHUCK/BUMP CUTTERS!  SCREENS!  POST PLAY!  DISRUPTERS(sub)/Peacemakers! PLAYS!
12:00/10:00/2:00 U1 H captain U2 V *  NEW RULES EARLY   THEMES MIDDLE   MATCHUPS/TENDENCIES LATE 
WHAT ARE STRENGTHS/WEAKNESSES?  subs have to be ready, teams coming back at 1st horn,
coaching box takes the entire crew   talk TO’s when we want    Team styles,  fast? Post? Zone? Press?          
 Smile & have fun!     team fouls awareness    game clock and shot clock awareness                                                    

Keep the game moving but don’t proceed if you have a question.  Deliberate pace.                                                                                                                           
Non-calling officials need to check clock and bench on every time-out and stoppage

Approachable, but 10-second count with coach conversations.  CREW SETS TONE.
Housekeeping (jerseys in, wristbands, headbands single color (no NBA logos) 
Non-verbal communication (receiving and “giving up” T and C).  Pregame mtgs brief & professional.
Aggressive T and C!  Try not to make the L call across the paint.   Rebounds too!  Drives–get an angle!                                                               
        Court Coverage  - Half Court                  Court Coverage – Transition and Press
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Center official takes “second wave”

L and C balance the floor (see trail over shoulder)!
Drive that “turns the corner” in front of lead

Block/Charge at lead’s feet (patient C or T)
HEDGE PLAY/Meet & Greet(1st one)/2ndary dfndr


*  Boundary Line Responsibilities   *  Shot Clock/Last Shot  *  Post Play/Post Travels   *V-back & Push
*  Lead is QB (put crew in best position)   RECOGNIZE ZONE OR MAN.  Rotate early/often (find reason)
*  Lead help with Secondary Defender.  Lead have delayed whistle if possible.  Trail not too deep.
*  Drives Start in Prim(2ndary Dfnder/turn corner) * Whistle Subs (T/C opposite unless opposite is busy)  *  Rebound coverage   *  On press, trail only if 1-on-1 (C help if more)  *  C don’t bail on rebounding
*  Rotate from closedown  *L refs from position 3 (1 is bus stop)  *  When 2 rotate?  Work for angles.
* 3-pt. signal from one only (T if close) That official stays with shooter all the way to the ground.

*  Late throw-in (give ball 2 thrower-avoid deadball fouls)  *Fights  *Foul out process  *Verbalize team ctrl
	Communication
	Discussion Points
	Keys to a Great Game

	Strong voice & clear, slow signals
	Technical Foul Administration
	Overcommunicate!  b/c violation T/C

	Fouls (get shooter or throw-in spot)
	Coaching Box Enforcement
	No rough play - Intentional Fouls

	Double Whistle(primary “I got it”)  Third official get shooter, fouler
	Consistency(know what partners call)
MAKE 1st CALL A GOOD CALL
	TO Delay (ask coach if he wants TO)
Notice a change in game intensity!

	Throw-ins (eye contact, table, clocks)
	Ball in after time-outs
	Referee the Defense

	Communicate-6/9 fouls (eye contact)
	Closely guarded (B or G game)
	Anticipate the play, not the call

	Help each other on foul-outs (DQ)
	Block/charge    Breaking doubleteam
	Note trends in offenses

	Time-outs (inbound spot, mechanic)
	Fumbles, 3 seconds, kicked ball
	Screens, handchecks, carries early

	Warnings(tell scorer/coach/partners)
	Recurring themes, tendencies
	If I come to U, you change your call

	Soliciting for help (or coming in)
	Matchups, coaches, athletes
	Tussle/Fight, off official watch bench

	Jump balls (help with direction)
	Handcheck/reroute   T&C paint travel
	Use our captains

	Subs    Rotations     No lock down
	Post Play/screens (get 1st bad ones)
	Dead ball officiating   *SCAN!*

	If you need to talk with coach (etc.)

Notify the official with the ball.
	Rim Level stuff (“C” then “T”)  The 
Further you are, the worse it has to be
	Unusual situations (get together
Quickly and be decisive)

	T/ C &L (show when you take play)
	Pass/crash   C gets “chucking cutters”
	Help situations (ask?  Come in?)

	B/C bodies (to and through) tie is PC
	Upgrading an intentional foul.
	Justify that “C” position.

	Free Throws(eye contact w/ partners)
	Only “reach” (trust, but help)
	Lead have a slow whistle.  

	Loose balls (holds, pushes and dives) 
	Support Partners  (changing 2 to 3)
	smile “nice call, head nod”same page


We have 2 be the best team. Control key (chucks/displace/swim/hold).  See entire play.  DISRUPTERS
POST GAME (1 thing we liked/disliked individually and 1 thing as a crew that we did good or confused)

Slow down (4 partners). Strong and confident. Direction on clusters.  HUSTLE.  Spare whistle & lanyard.
Never chase the ball and FTB at end.   Know what partners are reffing.    Review FT coverage.  Knees up.
C don’t give up good position to go to T.  If C gets stuck, T and C split the floor in half at the other end.

Crew integrity and support 


Don’t steal calls, but help.


Balance calls








