Dare County Parks & Recreation Sport Rules & Regulations

NFHS STATEMENT

The NATIONAL FEDERATION OF STATE HIGH SCHOOL ASSOCIATION’S rules and local rules established by
the Department will govern the Dare County Parks & Recreation Department (DCPR)’s Youth Programs. The
programs will be administered within these rules and at the discretion of the Director of the Dare County Parks &
Recreation Department. Where local rules have been established, they will take

precedence.

COACHING APPLICATION

All coaches must complete the Volunteer Coaches Application every 12 months. The Department reserves the
right to do a criminal history record check on all volunteer coaches in accordance with an ordinance adopted by
the Dare County Board of Commissioners on August 4, 1997. The Parks and Recreation Department also
reserves the right to turn down anyone for a volunteer coaching position. All coaches, players and spectators
are required to abide by all rules and regulations of the Dare County Parks and Recreation Department and the
Public Services Code of Conduct. As a participating volunteer, every volunteer coach must notify the Parks and
Recreation Department within 24 hours of the time that he/she is the subject of pending criminal charges by
law enforcement or a child protective services investigation by any Department of Social Services.

A. PLAYER ELIGIBILITY & EQUIPMENT

10.

11.

Age cut off deadlines -Winter-1/1, Spring 4/1, Summer 7/1, Fall 9/1

Players must meet the minimum age criteria on or before the cutoff date and cannot exceed the
maximum age criteria before the cutoff date.

Players who are removed from the school roster will only be eligible to play on a parks and recreation
team if they satisfy all of the following; there is room on a team, they have not played in a school game of
the team they left, and their parks and recreation team has not played a game.

The DCPR T-shirt provided, must be worn and cannot be altered by either adding names, other
adornment, or any shirt cutting.

Shorts must provide full coverage during normal athletic movement (running, jumping, sitting, or sliding.)
Undergarments and private areas should not be exposed during play. Clothing should be athletic in nature
and securely fitted for active participation.

Hair control devices may be worn, if made of soft material and not for adornment. ltems not worn
specifically for hair control are not allowed. No bandanas, sweat bands or ball caps. No metal allowed in
hair.

Players shall not wear jewelry with the exception of medical medals, which shall be taped inside the
uniform if worn. Tape over an earring(s) will not be allowed.

Any injury where staff has removed a player for the remainder of play requires a doctor’s note of all clear
before a player can resume practice or games. All players coming out of a game must be
checked/approved by a Parks and Recreation staff person before re-entry into a game. (2018)

Cleats with a center toe cleat are prohibited in soccer.

Age Grouping policy: It has been determined that young sports participants cannot only learn and excel
more appropriately but compete within an atmosphere of limited intimidation by playing with their own peer
group. Consequently, participants will not be allowed to “play-up” or “play-down”. Each and every
youngster will participate in the age group provided for him or her according to the cut-off dates
established. (Director discretion)

No player will be allowed to practice or participate in any capacity until a parental permission form is on
file with the Parks & Recreation Department.

FOOTBALL ONLY: Players will be weighed at the time that they receive their equipment. This is the only
time during the season that a player will be weighed
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B. ACTIVITY CANCELLATION & RESCHEDULE POLICY

If games are canceled due to inclement weather or other unforeseen circumstances a Parks and
Recreation staff person must put this information on Facebook.

All coaches and officials must be notified when there is a cancellation.

Activities provided by your Parks and Recreation department are not necessarily canceled when schools
are closed, consequently, participants should not assume that any program of the department would not
be held because schools were closed that day.

Games/Activities sponsored by the Dare County Parks and Recreation Department will only be
rescheduled for the following purposes:

a. Conflict with facility

b. Cancellation due to inclement weather

c. Mistake in league schedule

C. COACHES TEAM CONTACT POLICY
The following team contact policy will be effective September 1, 2000. The Dare County Recreation Advisory
Council approved this policy on November 10, 1999.

1.

w

Coaches will not make more than three (3) contacts with players on his or her team within a seven (7) day
period (standard week of Sunday to Saturday).

Those three (3) contacts can be for practice sessions, games or a combination of the two.

Each contact period will not exceed one hour with the exception of football practices which is 1.5 hours.
Coaches should understand that if they play two games in a seven —day period they would only have one
additional contact for a practice session.

Of course, a coach could use all three contacts for practice sessions prior to the season beginning.

All practices are only scheduled through the Parks & Recreation office and at approved facilities where a
staff member is present.

Exceptions: Youth football coaches will be permitted four (4) contacts per week of which 3 can be 1 2
hours in length while the 4" practice must only be 1 hour in length. All players must receive 4 days of
conditioning before a player is allowed to participate in hitting drills.

Penalty: Coaches that violate the contact policy purposefully will be suspended from coaching their team
for 1 game. If more violations occur the coach may be dismissed as a head coach for the remainder of the
season and playoffs. If the contact policy is violated accidentally the coach will receive a warning and the
next violation will result in a one game suspension.

D. MANDATORY PLAYING TIME-SUBSTITUTIONS

ALL PLAYERS MUST PLAY AT LEAST 1/2 OF THEIR GAME. In the spirit of recreation play, each player must
play at least one half of the game. Any player starting the game must stay in until the mandatory substitution time.
There will be a mandatory substitution for all players on the bench at the halfway mark of the first half (soccer) or
end of 1st quarter (basketball). Players that come off the bench to enter the game at this point cannot be
substituted for, however you may substitute for those players who have their required playing time for the first half.
Coaches may freely substitute during the second half.

Injury substitution rule: A coach should get the injured player back in the game as soon as he/she is able. If the
player is unable or says they do not want to play a site supervisor must be notified immediately.

1.

VIOLATION: On the first offense, the coach will receive a warning. On the second offense, the coach may
be asked to sit out their team’s next game. (If this rule is violated consistently, then we will go to
mandatory substitution in the third and fourth quarters.) If a coach refuses to play all his/her players the
mandatory amount of playing time after being notified by a member of the Parks and Recreation Staff,
then he/she will be removed as coach for the remainder of the season and tournaments.
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2. EXCEPTION: If a player shows up after half time the player will be required to play 1 quarter. If a player
receives three fouls in their mandatory quarter he/she may be substituted for in the 1st quarter, but still
must meet mandatory playing time requirements.

a. A. Players who are consistently absent from practice or who do not cooperate with coaches and
teammates must be reported to the Parks and Recreation Supervisor. An investigation will be
conducted by the Division Coordinator, and the Dare County Parks and Recreation Department
has the right to remove any player from the team. For football, in order to play the weekly game,
players must PARTICIPATE in at least 1 hitting practice. If your child misses both hitting practices
for any reason they may not play in that week’s game for safety reasons. The DCPR department
will then determine if a player will play less than the mandatory playing time. Game time requests
for a player to receive limited or no playing time will not be allowed. The DCPR department must
receive 2 business days' notice before the team’s next game to determine if playing time will be
reduced.

E. Football Mandatory Participation Rules

1. Players must play on either offense or defense for 2 quarters (1 in each half).

2. A copy of the official roster must be handed in to the field supervisor before the start of each game.

3. On this roster it will designate whether players are playing on offense or defense or both and which
quarters they are playing in.

4. The official scorekeeper will notify the field supervisor if a player has been illegally taken out.

5. Coaches will not have to make up time for a player who has been injured or sick but must put them back
in when the field supervisor deems appropriate.

6. Coaches blatantly trying to manipulate the intent of the rule will not be allowed to coach the following year.

7. Each team will be allowed 1 possession with their 15tteam offense before having to adhere to the 2™
quarter substitution rule. 2™ quarter substitution will begin immediately after each team has had 1
offensive possession. (2013)

F. TEAM SELECTION/DRAFT Basketball, Soccer & Volleyball

-_—

The purpose of this draft process is to evenly distribute the most skilled players.

2. The head coaches of the league will select the participants/players for the 7-18 year old age groups.. If
the head coach cannot be present at the draft meeting, he/she may send a representative in their place
that does not have a family member participating in the league. (Coaches must notify the respective
DCPR Supervisor prior to the draft meeting who their substitute is for departmental approval). Head
coaches will select team members from a list provided by the Department. This list will only be given out
at Skills Day.

3. All coaches will unanimously decide on a list of the most skilled players in the league. The number of
players on this list is determined by the number of teams in the league X 2. For example 5 teams=10
players,

4. In a5 team league example coaches will list 5 players in Tier 1. The next 5 players will be put in a Tier 2.

The coaches will be given a number and will draft snake style. Coaches will pick players based on the

draft order after numbers have been chosen. Coaches must choose all players from Tier 1 before moving

to Tier 2. When the draft snakes into Tier 2 coaches may choose to select any player still available in Tier

2 or another player of their choice. If the head coach's child is in either Tier, the coach must choose their

child when it is their turn to pick. The draft will follow the snake pattern for the remainder of the draft.

(updated 8/4/26)

5. If a coach's child is not in one of the tiered players, they must select them in the 4th round.
6. All siblings will play on the same team unless a written parental request is made to separate them.
7. Assistant coaches are not guaranteed to any head coach and assistant coaches children can be drafted
by any head coach.
G. STANDINGS
REGULAR SEASON AWARDS:

The Parks and Recreation Department will provide trophies for the first (1) place team in each age-group. If a tie
exists between 1st place teams, all teams will receive 1st place trophies. Head to head competition will determine
seeding for the tournament. If still tied, a coin toss will determine seeding.
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H. FORFEITS/PROTESTS

1.

FORFEITS: A game will be considered a forfeit if a team does not have enough to start the game by the
game's scheduled start time. A (5) minute grace period will be given if a coach is aware that an eligible
player is on the way and the site supervisor must be made aware.

PROTESTS: Any protest of the rules that cannot be handled at the game by the referee or Parks and
Recreation Supervisor, may be submitted to the Director of Parks and Recreation for review. The coach
wishing to protest must notify the site supervisor IMMEDIATELY during the game that he/she will be
protesting the game and the scorebook must be noted to reflect the protest. The protest must be in writing
and specify the rule in question. The protest must be submitted by the close of business on the second
workday following the game. A $50 protest fee must accompany the protest and will be returned if the
protest is upheld.

I. INCLEMENT WEATHER/ MAKE-UPS (NFHS Revised March 01/2021)

1.

When thunder is heard or lightning is seen*, the leading edge of the thunderstorm is close enough to
strike your location with lightning. Suspend play for at least 30 minutes and vacate the outdoor activity to
the previously designated safer location immediately.

30-minute rule. Once play has been suspended, wait at least 30 minutes after the last thunder is heard or
lightning is witnessed* prior to resuming play.

Any subsequent thunder or lightning* after the beginning of the 30-minute count will reset the clock and
another 30-minute count should begin.

When lightning-detection devices or mobile phone apps are available, this technology could be used to
assist in making a decision to suspend play if a lightning strike is noted to be within 10 miles of the event
location. However, you should never depend on the reliability of these devices and, thus, hearing thunder
or seeing lightning* should always take precedence over information from a mobile app or
lightning-detection device.

In the event a game MUST be suspended because of conditions that make it impossible to continue play,
the head referee shall declare it an official game if ONE complete half or more of the game has been
played. The game may be rescheduled from the start or restarted from the suspension of play according
to state association adaptation.

When games must be canceled or postponed due to weather or other unforeseen circumstances every
effort will be made to notify every coach via email or phone. Coaches are expected to make contact with
their team. In the event that DCPR cancels games/practices due to inclement weather. Coaches also
must notify DCPR if they cancel practice on their own.

* At night, under certain atmospheric conditions, lightning flashes may be seen from distant
storms. In these cases, it may be safe to continue an event. If no thunder can be heard and the
flashes are low on the horizon, the storm may not pose a threat. Independently verified lightning
detection information would help eliminate any uncertainty

J. TEAM BENCH- COACHES
BASKETBALL & SOCCER:

1.

The TEAM BENCH will be under the control of the head coach.

2. The head coach is responsible for ensuring that players and assistant coaches maintain their position on
the bench and are responsible for the proper bench conduct at all times.

3. Only the team members, one Head Coach and one Assistant Coach will be allowed on the bench.

4. One coach at a time will be allowed to stand in the coach’s box during the game while the other coach
and players must remain seated.

5. Only coaches with a background check are allowed to help or assist the team and be on the bench.

6. Only the Head coach may talk to the official or call a timeout.

7. Videotaping or recording on the field or coaches sideline will not be allowed.

FOOTBALL ONLY:

1. The total number of sideline personnel will be limited to the head coach and four (4) assistants;
regardless of their title or designation.

2. Coaches and their staff will be required to remain in the coaches’ box at all times that the ball is in play.
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Since teams will be on the same side of the field during the game, ONLY one (1) coach will be

allowed to move between the 20 yard lines. All other coaches may not cross midfield. One (1) coach per
team will be allowed on the field in the 7-9 age group, and none in the 10-12 age group.

K. SPORTSMANSHIP- NFHS Sportsmanship Guidelines

“Good sportsmanship is viewed by the National Federation as a commitment to fair play, ethical behavior and
integrity. In perception and practice, sportsmanship is defined as those qualities which are characterized by
generosity and genuine concern for others. The ideals of sportsmanship apply equally to all activity disciplines.
Individuals, regardless of their role in activities, are expected to be aware of their influence on the behavior of
others and model good sportsmanship.”

FUNDAMENTALS OF SPORTSMANSHIP

1.

Show respect for self and others at all times.

Show respect for the officials. Good sportsmanship implies the willingness to accept and abide by the
decisions of the officials.

Know, understand and appreciate the rules of the contest. Good sportsmanship suggests the importance
of conforming to the spirit as well as the letter of the rules

Maintain self-control at all times. Prevent the desire to win from overcoming rational behavior

Recognize and appreciate skill in performance regardless of team affiliation. Good Sportsmanship is
everyone’s responsibility.

Poor Sportsmanship will be punishable in accordance with the Public Services Code of Conduct.

L. CODE OF CONDUCT/DISCIPLINARY ACTIONS/SUSPENSIONS In regards to

participant, coaches and spectator ejections: Anyone ejected from a game/facility will be
required to: 1. Leave the premises and must be out of sight and sound; 2. Miss at a MINIMUM
the next scheduled game with possible longer suspension levied depending on the severity of
actions at the discretion of the Leisure Services Supervisor and/or Director of Parks and
Recreation. All other disciplinary actions regarding participants, coaches and spectators will be
carried out in accordance with the Public Services Code of Conduct.
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LOCAL RULES YOUTH BASKETBALL

A. ALL LEAGUES

1.

7.
8.

The basket height will be set as close to 8'6” as possible for league 7-9 and lower leagues. In some
gyms, a portable goal is placed over the existing basket and mounted to the rim and braces of the
regulation goal.

MERCY RULE : Anytime a team is winning by a certain amount of points (See Below), they may not full
court press and will only be allowed to defend within the three-point circle. Violators will receive one
warning; after the warning a two-shot technical foul will be called on the team and will count as a team
foul. (15 points for 7-9 leagues, 20 for 9-12 leagues, 25 for 13-18 leagues). The clock will continue to run
even in the last minute(s) of the game if the mercy rule has been enforced.

TIME OUTS: Two timeouts per half and one timeout for each extra period (overtime) will be allowed. Any
timeouts not used in the first half cannot be carried over and used in the second half. Timeouts will not be
carried into the overtime periods. There will be one time out issued to each team per overtime period.

If a technical foul is issued to a player or coach for unsportsmanlike conduct, the player/coach
will be ineligible for the remainder of the game and the Leisure Services Supervisor will determine
if any further Code of Conduct consequences are necessary. Players and coaches may sit on the
bench but they are not permitted to play or coach.

If a player/coach receives 2 technical fouls for unsportsmanlike conduct in a season, he/she will
be suspended from the league for the remainder of the season. The Code of Conduct applies to all
coaches and players if they are ejected from the game.

If teams are tied after regulation play a 2 minute overtime will be played. Each team will receive 1 timeout
per overtime. If tied after one overtime the second overtime will be a sudden death overtime (first team to
score will be declared the winner). This applies to all leagues with the exception of the 7-8 and 7-9 year
olds. These leagues will play a sudden death overtime, the first team to score a basket wins the game.
Half-time intermission will be five minutes.

A coach from each team must sign the book at the end of the game. This acknowledges the game
completion.

B. DURATION OF GAMES:
Pee Wee League (5-6) Seven-minute quarters with a continuous running clock
Mite Leagues (7-9) Eight-minute quarters with a continuous running clock; clock

stops for all timeouts, injuries and any other unusual delays and the last
minute of the game and any overtime (unless mercy rule applied).

Midget Leagues (9-12) Eight-minute quarters with a continuous running: clock clock stops for

all timeouts, injuries and any other unusual delays and the last 2
minutes of the 2nd and 4th quarters and any overtime (unless mercy
rule applied).

Junior/Senior League (13-18) Nine-minute quarters with a continuous running clock:

clock stops for all timeouts, injuries and any other unusual delays and
the last 2 minutes of the 2nd and 4th quarters and any overtime (unless
mercy rule applied).

Championship Tournament Game - there will be no sudden death in the tournament

championship game. Teams will continue with 2 minute overtimes until a
winner is determined.

C. PEE WEE LEAGUE (AGES 5 AND 6)

This league is designed to teach youth the basic fundamentals of basketball while at the same time
allowing the children to have fun. For most kids this is their first time participating in an organized sport.
Therefore, we need to make this fun and easy.

RULES:

1.
2.
3.

4.

The rainbow 27.5 ball will be used.

The playing court will be cut in half, width wise, so that two games may be played simultaneously.

No officials will be used for these games; one coach from each team will be allowed on the playing court
to call fouls and goals. They will also be there to assist the players.

No score will be kept. Keep in mind this is a learning process.
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5.
6.

All defensive players must remain inside the box (free-throw lane) at all times.
No league standings will be kept.

D. LOCAL RULES FOR MITE LEAGUE (BOYS AND GIRLS AGES 7-9, 7-8)

1.
2.

oo

27.5 balls will be used.

The free-throw line will be set at 10’. The free-throw lane will be reconfigured and the first foul lane or
rebounding position is eliminated if portable goals are used. If no portable or clip-on goals are used, the
first foul lane will be filled.

All 3-point goals will be scored as two points in this league.

OUT-OF-BOUNDS: A team will have ten seconds to inbound the ball. If the ball goes out of bounds
outside the 3-point circle a new 10-seconds will be awarded to the offensive team. EXCEPTION:
The last minute of the fourth quarter and any extra periods (overtime) are played without these
restrictions.

LANE VIOLATION: Will result after a player has been in the lane for five seconds.

6. MOVING VIOLATIONS: The players in this age group are learning about basketball and developing
the attendant skills of the sport. Traveling, double dribbling, etc. will be called when the offending player
gains a distinct advantage. These violations are judgment decisions and are made at the discretion of
the referee.’

3-POINT LINE DEFENSE

a. When the team on defense gains control of the ball in their backcourt, the other team must retreat
to the other end of the court and set up their defense at or behind the 3-point circle.

b. The official’s ten second count starts from the time the defense gains possession of the
ball.

c. The defending team cannot play defense or interfere with the ball or ball handler until the offense
has crossed the 3 point line or after the officials ten second count has expired.

d. VIOLATION: If a defending player violates the 3-point rule the referee will issue the defensive
team a warning and give the ball out-of-bound to the offense at the spot nearest the violation. On
the 3rd violation the offensive team will take two foul shots. THIS IS NOT A TECHNICAL FOUL
BUT FOLLOWS THE SAME PROCEDURE. The offensive team will send a player to the foul line.
This will be the only player at the foul area, the remaining players will line up behind mid-court.

e. EXCEPTION: The last minute of the fourth quarter and any extra period (overtime) is
played without this restriction.

E. LOCAL RULES FOR BOYS & GIRLS MIDGET RULES (AGES 10-12, 9-10, AND 11-12)

—_

28.5 Intermediate ball will be used

In the 9-10 league and 10 year olds in the 10-12 leagues may shoot free throws from the 12’ or 15’ foul
line. 11-12 year old players must shoot from the 15’ foul line. Normal lane procedures will be used
regardless of which foul line is used. If the shooter shoots from the 15’ line, the shooter cannot cross the
line until the ball hits the rim. The same applied with the 12' line. Also, if the first shot attempt is from the
15’ line he/she CANNOT switch to the 12’ line on their second attempt. Unless the coach notifies the
official that the shooter is 10 and playing in the 10-12 leagues, the shooter will shoot from the 15’ line.
Defense is played at half court except the last 2 minutes of the 2nd and 4th quarters for all age groups
except 11-12 boys. 11-12 boys play full court basketball the entire game. See #4

Pressing is not allowed in the 9-10B,9-10G,10-12G except in the last two minutes of the 2" and 4"
quarter and any overtime periods.

F. JUNIORS BOYS & GIRLS 13-15/SENIOR BOYS 16-18

1.

2.

13-15 GIRLS ONLY.: Pressing in the backcourt will not be allowed except in the last two minutes of the
second and fourth quarter and any overtime period.

No dunking or attempting to dunk or hanging on the rim during practice, warm-ups or games will be
allowed. PENALTY: Automatic ejection and technical foul.
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LOCAL RULES YOUTH SOCCER

A. THE FIELD OF PLAY
The playing field will be designated according to the following age divisions: 5-6, 7-9, 10-12, & 13-15. Fields
for the 5-6 age group will be smaller than those provided for older players. Spectators shall be confined to
areas at least 10 feet from the touchline, team/official area, and goal line. No one will be permitted to stand or
sit directly behind the goals or on the coach/player side of the field.

B. THE GAME

1.

4.

7-9 Year Old Dijvision: The game shall be played with no more than eight (8) players on the field. A
game may not be started with less than five (5) players on a team. If a team has less than five (5) eligible
players at the scheduled time of the game, it shall be forfeited. Will play with a size 4 ball.

10-12 Year Old Division: The game shall be played with no more than eight (8) players on the field. A
game may not be started with less than five (5) players on a team. If a team has less than five (5) eligible
players at the scheduled time of the game, it shall be forfeited. Will play with a size 4 ball.

13-15 Year Old Division: The game shall be played with no more than eight (8) eligible players on the
field. A game may not be started with less than five (5) eligible players on a team. If a team has less

than five (5) eligible players at the scheduled time of the game, it shall be forfeited. Will play with a size
5 ball.

Mandatory Substitution: In the spirit of recreation play, each player must play at least one half of the
game. There will be a mandatory substitution for all players on the bench at the halfway mark of the first
half. Players that come off the bench to enter the game at this point cannot be substituted for, however
you may substitute for those players who have their required playing time for the first half. Coaches may
freely substitute during the second half. The clock will be stopped at the halfway point of the second half
to allow those players that have not yet played half of the game an opportunity to enter the game.

C. HEADING FOR 7-9 & 10-12 LEAGUES

1.

2.

3.

Consistent with the U.S. Soccer mandates on heading the ball, deliberate heading of the ball is banned
for all 7-12 players in both practices and games.

An indirect free kick will be awarded to the opposing team if a player deliberately touches the ball with
his/her head during a game from where they last touched the ball with his/her head.

An indirect free kick awarded to the attacking team inside the opposing team’s penalty area, must be
taken on the penalty area line parallel to the goal line at the point nearest to where the player touched the
ball with his/her head.

Neither cautions nor send offs shall be issued for persistent infringement or denying an obvious goal
scoring opportunity related to the heading infraction.

D. DURATION OF GAME AND LENGTH OF PERIOD

1.

Length of Period: In the event a game MUST be suspended because of conditions that make it
impossible to continue play, the head referee shall declare it an official game if ONE complete half or
more of the game has been played. The game may be rescheduled from the start or restarted from the
suspension of play according to state association adaptation.
Divisions/Game times: Ages 5-6 will play four 10 minute quarters ages 7-9 will play two (2) —20 minute
halves, ages 10-12 will play two (2) —25 minute halves, and ages 13-15 will play two (2) —25 minute
halves. All halftimes will be 5 minutes. Please have your players ready to enter the field after 4
minutes.
Tie Games: Tie games will be counted as 1 point toward the standings. No overtime during the regular
season.
Over-time during playoffs: If a team is tied at the end of regulation play during the tournament playoffs,
penalty kick shoot-out will occur. A coin flip will determine who shoots first.
OFFSIDE & GOAL KICKS

a. In both 7-9 age groups, offside will only be called inside the penalty box and penalty

box extended to the touchlines.

b. 10-12 and 13-15 age groups will play with the standard offside regulations.

c. During goal kicks, the team not taking the goal kick will line up at the midfield line and

cannot pass this line until the ball is kicked. (7-9 Leagues only)

d. The kicking team may play the ball if they choose to before the defense has backed up.

(7-9 only)(2015)
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E. 5 & 6-YEAR-OLD SOCCER RULES

1.
2.

3.

7.
8.

9.

10.
1.
12.

Each team needs 7 players on the field. If a team does not have 7 players, a team may play with
as many players as they have.

One coach from each team is allowed on the field at a time, while an assistant coach stays on the
sideline to help with substitution and to watch the players.

One coach needs to keep the time for the game. There will be four 10 minute quarters and a
5-minute half time.

The game begins with a kick off from the center. The coaches can flip a coin to decide who kicks
off first, and then at the beginning of the second half the other team will kick off. The child that
kicks the ball off needs to let another player kick the ball before he touches it again.

Handballs should be called if a child intentionally touches the ball. For example if he/she tries to
pick up the ball, or tries to stop it with his hands from going out. The coaches need to stop the
game (not the clock) and let the other team take a direct kick.

If the ball goes over the sideline, a player must throw the ball in. Please try and help the kids keep
both feet on the ground and bring the ball over the head with both hands. If the ball goes out over
the goal line the defense will take a goal kick regardless of who kicked it out. This league will not
play with corner kicks.

After a goal is scored you can restart the game with a center kick.

If you are the coach on the field you will need to have a whistle and remember if you blow the
whistle please try to explain the infraction to the surrounding players.

Please be positive with the children and remember to let all kids have equal playing time.

No score will be kept in this league.

No Slide tackling (2018)

During goal kicks the defending team must line up at half field until the ball is kicked.
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LOCAL RULES YOUTH FOOTBALL

A. RULES OF THE GAME FOR ALL LEAGUES

1.

All participants must complete 4 days of preseason conditioning before being allowed to begin
regular/hitting practice. In addition, a participant will not be allowed to participate in a game
without at least 1 week of regular/hitting practice.

2. During practices coaches will closely monitor their players to ensure that there are no
“mismatches” that adversely affect the dignity of any other player.

3. Coaches should be alert for the signs of fatigue or dehydration, and provide adequate rest and
water breaks.

4. The game will be played on an eighty-yard field, with a ten-yard end zone on each end. The
recommended width of the field is fifty yards, but not less than forty-yards. Goal posts are not a
requirement.

5. Each team will have (3) three (one minute) time outs per half. Time outs do not carry over.

6. The game will begin with a coin toss. Players will make the call. The winner has the option to
defer this choice to the second half, choose the end of the field, or to play offense or defense.

7. Touchdowns will be followed by a two-point conversion attempt from the 3-yard line.

8. When your team is on defense inside the five (5) yard line any defense is allowed. (Exception no
one is allowed on the center in the 7-9 League) (clarified 2019)

9. An injured player, for whom an official timeout is taken, must remain out of the game for the next
play. Injured players must be checked by the DCPR staff person before returning.

10. During a team time out, two coaches from each team are allowed to go to the team huddle.

11. Teams will have 35 seconds from the time the ball is marked for play to get off the next snap.

12. TIE BREAKER. In the event that the game is tied at the end of regulation play, each team will get
one set of downs, from the 10-yard line, to score. A touchdown will be followed by a two-point
conversion attempt. If the score is still tied a 2" overtime will be played. This procedure will be
used for 3 overtimes if necessary. If both teams are still tied after 3 overtimes the game will
result in a tie. The Super Bowl game will play until there is a winner.

13. In the event that a game is called due to inclement weather, the game will be made up in its
entirety if called at any point in the first half. If the game is at half-time when called, only the
second half will be made up. In each case, the game will be made-up at the end of the season
unless it does not have a bearing on tournament seedings.

14. Restricted players cannot advance the ball at any time. If a restricted player gains control of the
ball, the whistle shall stop play and the ball will be spotted at the point.

15. Restricted players will be identified by a taped “X” on the helmet. The “X” will be at least five
inches long to ensure visibility.

16. Halftime will be 5 minutes.

17. After the 1stand 3" quarter three (3) minutes will be put on the clock to allow coaches to get their
substitutions in order. (2013)

18. Splits are to be no longer than 2 ft. (2015)

19. Mercy Rule - Clock will run except for team and official timeouts when a team establishes a 24
point lead. Clock will return to normal operation if a team gets back within 23 points. No blitzing
will be allowed under the mercy rule. (2019)

B. PENALTIES

1. Participating players will wear a mouthpiece at all times. Failure to do so will result in a 5-yard
penalty.

2. All facemask violations are 10-yard penalties from the point of the foul and result in an automatic
first down.

3. All unsportsmanlike conduct penalties are 10-yard penalties, and may include ejection at the
discretion of the official. “Receiving 2 unsportsmanlike penalties in 1 game will result in
ejection with all ejection rules enforced. (2016)

4. Overzealous celebrations, “showboating” and any effort to taunt or intimidate through word or
gesture will be considered acts of unsportsmanlike conduct.

5. Penalties will be assessed as either minor (5 yards) or major (10 yards). (2016)

6. Videotaping or recording on the field/sideline or use of audio on the field/sideline will not be

allowed.
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7. Some typical penalties are:
a. MINOR:
i. Offside, encroachment, illegal motion.
i. Delay of game
iii. lllegal formation
iv. lllegal substitution
v. Ineligible receiver down field
vi. Intentional grounding (also, loss of down)
vii. lllegal forward pass (also, loss of down)
viii. Improper equipment (no mouthpiece, etc.)
b. MAJOR:
i. lllegal use of hands; hands to head, holding.
ii. Pass interference
iii. Clipping, chop block, blocks below the waist
iv. Unnecessary roughness, piling on, late hit.
v. Unsportsmanlike conduct by player or coach
vi. Facemask violation — from point of infraction.
vii. lllegal participation — too many players on the field

C. END OF SEASON PLAY: Head to head play will be used as a tiebreaker to determine standings and seeds.
Tournament play will be determined based on league size.

D. 7-9 LEAGUE SPECIFIC RULES

1.

2.
3

10.

11.

Restricted players (QVER 95 LBS) must play in the offensive line on offensive and defensive line on
defense. (End to End). A restricted player may line-up as a tight-end on offense but as a blocker only.
Restricted players must be stationary at the time of the snap.

First offensive possession will be determined with a coin toss. At the start and after halftime and after
scores the ball will be spotted at the 30 yard line. There will be no punts or kickoffs. (2013)

Teams will have the option on 4th down inside their own 15 yd line to place the ball 20 yards downfield or
go for it. (2018)

The offense must have at least five linemen (Tackle - Tackle) down in a 3 point stance on the line of
scrimmage.

Defensive players lined up heads up with a guard or tackle must be in a down (3 or 4 pt stance) position.
(clarified 2019)

Each Team must play with 6 defensive players on the line of scrimmage (End-to End). These players
must line up “heads up” with an opposing offensive linemen when the offensive line lines up in a
traditional way E, T,G,C,G,T,E. (2013) Exception: No one on the center.

No blitzing - Linebackers cannot move forward and must remain at least 3 yards (5 yards for 8 man)
behind the line of scrimmage until the snap. Once the snap occurs players can pursue.

A maximum of 5 restricted players shall be allowed on offense.

a. In cases where there are 5 or fewer non-restricted players available to play the day of your game, you
may take the lightest restricted player on your roster and place them on the offensive line.

A maximum of 5 restricted players shall be allowed on defense.

a. In cases where there are 5 or fewer non-restricted players available to play the day of your game, you
may take the lightest restricted player on your roster and place them in a linebacking position.

Quarters will be 9 minutes long.

E. 10-12 LEAGUE SPECIFIC RULES

1.

PODN

Restricted players (QVER 135 LBS) will not be able to advance the ball in any manner. On defense they
may intercept a pass or recover a fumble but they cannot advance it. On offense they may not carry,
catch, pass or advance the ball.

Restricted players must be stationary at the time of the snap.

Quarters will be 8 minutes long.

No Kickoffs/Punt Return - After the coin toss, halftime,after scores and touchbacks the ball will be
spotted at the 20 yard line. Punts will not be returned and the ball will be spotted where the returning
team downs the ball.(2016)

Blitzing will be allowed.
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F. 8-Man football rules (if applicable) and in addition to rules above (2014)

The offense must line-up with at least 5 players on the line of scrimmage, 3 of those must be a center and
2 guards no more than 2 yards away from the ball.

2. The defense must line-up in a heads-up position with the G-C-G (with no one on center 7-9 League)
with an option to line-up in a heads-up position with the remaining offensive players on the line-of
scrimmage. All players not lining up in a heads-up position with an offensive player must remain 5 yards
back from the line of scrimmage until the snap of the ball. Cornerbacks may line up (heads up) at the
line with wide receivers. (clarified 2019)

3. 4 max coaches will be allowed on the roster.

1.

G. Pee-Wee Flag Football Rules

Each team’s coach(es) will be on the field to guide the players into formation and in running plays.
Games are played with 8 players on the field for each team at most. If less than 8 are present, the
game can be adjusted to use an equal number of players per team.

Games will be four 10-minute quarters with a 5-minute halftime. Each team will alternate entire
quarters playing offense and defense. In the event of a touchdown, the ball is returned to the 30-yard
line and they attempt to score again. The score will not be kept.

The use of cleats is recommended though not required.
Play is ruled dead if the ball carrier’s knee hits the ground, their flag is pulled or if a fumble occurs.

When a flag is pulled, the defender is to drop the flag immediately at the spot it was pulled. In the
event of a fumble, the ball cannot be recovered and advanced in either direction.

Players are prohibited from flag guarding. This is defined by any illegal action by the ball carrier to
prevent a defender from pulling their flag belt. This can involve using their hand, arm, or even the
ball to block access to the flag, such as stiff-arming, covering the flag with their hand, or lowering
their arm or shoulder to shield it.

Intentional contact cannot be made between opposing players. When blocking for a ball carrier, the
goal is to create space and get in the way of opposing players without pushing them. Defenders
must run around blockers instead of forcing their way through.

1.
2.

o~

o

Offense:

a. All players on the offensive line must start in a “three-point stance”.

b. Offensive possessions will begin on the 30-yard line. Offense has an infinite amount of
downs to advance the ball and score a touchdown.

c. Coaches will rotate ball carriers or receivers to allow each kid a chance to advance the ball.

d. Every player on the offense is eligible to catch a pass once the ball is snapped, including
those on the offensive line.

e. If a player is unable to snap the ball between their legs to the quarterback, they are permitted

to hike the ball to their side (also known as a side snap).

9. Defense:

a.

The defense must start 5 yards out from the line of scrimmage. Those on the defensive line
must start in a “three-point stance”. Other players may spread out in the defensive backfield.
Before the ball is snapped the defense is allowed to shift on their side of the field as long as
they don’t get closer than 5 yards from the offense.

Once the offensive ball carrier crosses the line of scrimmage, the defense is then allowed to
attempt to pull the flag.

In the event of flag guarding, illegal contact, tackling or tripping, coaches may enforce 5-yard
penalties. Those penalties are entirely at the coach’s discretion.

Penalties in the nature of unsportsmanlike conduct will be handled by Parks & Recreation staff.
The Code of Conduct will be used for any further consequences.
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TEE-BALL RULES

1.

wn

N O

10.

Games will be two innings and both teams will bat all of their players in every inning. Both
teams will also have all their players on the field while on defense. If the game is over before 40
minutes another inning may be played if both coaches agree.

The last batter will be announced and will be allowed to clear the bases.

The pitcher must stay in the pitcher's circle during an at-bat and must be the closest player to
the batter.

After the ball is hit fair, play stops when the ball is returned to the pitcher’s circle, or in a
manner normal to baseball.

Base coaches must be adults.

Coaches are allowed on the field to coach, but cannot become involved in the play.

All base runners and batters MUST wear a helmet.

Each coach needs 3 parents/coaches during games (one at the bench, and one at 1st and 3rd
base).

Catchers are not allowed, and players should be placed at different positions at least

every game so participants can learn many positions.

After the second game, your child will have the option for their coach to underhand pitch to
them. This option is available primarily to players who have experienced Tee-ball before. Each
batter will receive 3 under-handed pitches. If the batter does not hit the ball after 3 (good or
bad) pitches the ball will be placed on the tee. For the first two games of the season, players
will only be allowed to hit off the tee.

Coaches remember: These children are out here to learn & have fun!
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ADULT COED SOFTBALL RULES

1. LEAGUE FEES
a. The league fee for each team will be determined by Dare County Parks & Recreation. The amount
will depend upon the number of teams, games played and umpire expenses.
b. The total amount must be paid the business day before the first game.

2. ROSTERS
a. Rosters are limited to thirty (30) players. You can add players to your roster until the 3rd game. After that,
no more additions to the team will be allowed. If a team is in jeopardy of forfeiting games due to lack of
players, the coach must petition the Leisure Services Supervisor listing players who are no longer playing.
Parks and Recreation will then contact team members who are unable to play and at that time others may
be added to that team.
b. Players must be eighteen (18) by May 1. Proof of age will be required, such as a driver’s license. Parks
and Recreation has the right to verify age if necessary.
c. Ateam must have at least 8 players to start a game. A team will have 5 minutes after the scheduled
start time to furnish 8 players or it is considered a forfeit. If a 9" or 10" player arrives they must be
entered at the bottom of the line-up, if not when the 9" and 10" position comes up it is an automatic out
No more than 6 men can play in the field at once.
Your catcher/pitcher must be 1 man and 1 woman.
You must have at least 1 woman in both the infield and the outfield.
No more than 7 men can be in a team’s batting lineup.
3 men can never bat consecutively.
You can either bat 10 players or 12 players. No more or no less.
If the male batter walks, and another male batter succeeds the walked male batter in the batting order, the
walked male would only be awarded one base. If a female batter succeeds the walked male batter, the
male batter will be awarded two bases.
k. Scenarios:
i. If your team decides to play with 5 men and 5 women in the field and plan to bat 10 players, then
they must alternate in the batting order.

ii. If your team decides to play with 5 men and 5 women in the field and plan to bat 12 players, then
your additional 2 batters can either be 2 men, 2 women or 1 man and 1 woman, as long as there
are no instances in your lineup where 3 men bat consecutively.

iii. If your team decides to play with 6 men and 4 women in the field and only plan to bat 10 players,
then you will have 2 occasions in your lineup that will bat 2 men back to back. 3 men can never bat
consecutively.

iv. If your team decides to play with 6 men and 4 women in the field and plan on batting 12 players, then
your additional 2 batters can either be 2 women or 1 man and 1 woman, as long as there are no
instances in your lineup where 3 men bat consecutively.

v. When playing 7/5, all women must play the field on defense.

T TTe oo

3. LEAGUE STANDINGS

1. Teams will receive two (2) points for a win and one (1) point for a tie.

2. Ifteams are tied at the end of the regular season, head-to-head competition will determine the
tiebreaker. The tiebreaker procedure will be used to determine the seedings for the end of season
tournament.

3. Regular season final standings will determine tournament seeding.

4. The tournament champion will be awarded a trophy.

5. There are no league standings or a tournament for Fall League.

4. REGISTERING PLAYERS
a. All participants must register for the program online before their first game. Staff must be given time to
verify they have registered and submitted the appropriate forms.
i. https://dcpr.recdesk.com/Community/Home
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b. When registering for the program online, each player must sign and submit the_Liability Release
and Code of Conduct forms.

c. Captains are responsible for ensuring that all players are registered online and that the proper
forms have been reviewed and submitted.

d. If a player participates in a game without signing the Liability Release and Code of Conduct form,
that game will be forfeited.

e. All players and captains play at their own risk. The League, League officials, nor County or schools
will be held responsible for any injuries sustained while playing, practicing or watching the games.

5. CODE OF CONDUCT
a. Unsportsmanlike conduct by players or captains before, during, or after a game will not be tolerated.
b. If a player or captain is removed by the umpires or DCPR supervisor because of bad conduct, they will
be required to immediately leave the ball field and cannot return for the duration of the nights’activity.
i. That individual must sit their next two (2) games and possibly more games depending on the
severity of the behavior.
ii. If you are ejected from a game you will have to pay a $50 fee before you can participate in any
more games.
iii. Any player or coach that is ejected twice in one season will be expelled from league play and
tournament.

c. All other incidents will be handled accordingly based on the Public Services Code of Conduct.

d. Anyone under the influence of alcohol or drugs, or having alcoholic beverages or drugs in their
possession will be immediately asked to leave and not be allowed to participate for the remainder of the
season.

e. Captains and players are prohibited from recording games, other captains and other players. Captains
and players may not use electronic devices (phones, GoPros and other recording devices) or drones on
or around the field for recording purposes.

f. ALL TEAMS MUST CLEAN UP DUGOUTS AFTER GAME!

. No music in the dugouts.

Dogs (leashed or unleashed) are not allowed at any county owned recreation area (Family Recreation

Park). It is not just our rule, but a county ordinance. Violators will be asked by the site supervisor to

remove the dog from the area. If they do not do so the police will be notified immediately.

i. All players and any party associated with the team are required to abide by the Public Services Code of
Conduct.

JoQ

6. THE DCPR SOFTBALL LEAGUE WILL PLAY BY NSA RULES WITH THE FOLLOWING EXCEPTIONS:
a. Only players and coaches on the official roster are allowed inside the dugout.

b. Umpires and League Officials have the authority to remove anyone at any time from the fields or
grounds.

. All protests must be made immediately after the violation. This must be followed by a written protest

and submitted to the Leisure Services Supervisor by 5:00pm the next business day.

. There will be open substitutions of defense at any time.

i. A substitution will only count when there is a change in batting order, and then the
re-entry rules are in effect.
ii. A team must notify the other team when a substitution is being made.

e. A courtesy runner of the same sex may be used unlimited times during an inning. It may be a different
player for that runner each time. The courtesy runner can be any player on the team roster who is
present, eligible and not been ejected. If the courtesy runner comes to bat while on base, the courtesy
runner's spot in the batting order becomes an out and the next batter listed in the batting order comes
to bat.

f. Uniforms are not required.

o

o

7. ADDITIONAL GAME RULES AND PROCEDURES

a. Each batter will start each at bat with one ball and one strike.
b. After the second strike, no matter how you get there, the next batted ball must be fair.
i. Example: Start with 1-1 count. The next pitch is a foul ball. The count is now 1-2. Next pitch is
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fouled off. The batter is out.
c. Any questions about rules and regulations should be addressed before the game with the umpire
and site supervisor.
d. During any close play the runner must attempt to slide. Failure to do so will result in the player

being called out. Intentionally “running over” a player will result in an ejection. This is at the umpire’s
discretion.

e. Mercy rule:

i. 10 runs after five innings

ii. 15 runs after four innings

iii. 20 runs after three innings

f. Home Runs - Each team will be allowed to hit (2) home runs a game. Before they can hit their third one,
the opposing team has to hit one. If a team hits a home run before their turn, those home runs will be an
out.

i. Home runs are considered balls batted over the fence. (Not in-the-park home runs)

g. No metal spikes allowed.

h. If a player is injured and cannot return or be replaced it is an automatic out at their spot in the batting
order.

i. Safety base at home plate - There will be a “safety base” positioned 8 feet from home plate. ALL
BASERUNNERS WILL USE THIS SAFETY BASE WHEN SCORING. If you do not use the safety base at
home plate, you will be called out at the umpire’s discretion.

i. Commit line - The “commit line” will be marked on the field 40 feet from home base on the 3rd
base foul line. Once both feet of the runner touches the ground past this line, the runner is
committed to advancing to the safety base and may no longer be tagged out.

ii. Once a runner passes the commit line, all plays at the home base will be a FORCE OUT.

ii. Defensive players may only make plays at the regular home base, while the offensive
runners only use the safety bag.

iv. If tagged beyond the commit line, the runner will be called safe, the ball remains live and
the runner is not required to touch the scoring plate.

j- Encroachment line in outfield - There will be an “encroachment line” marked in the outfield from the left
field foul line extended to the right field foul line. (200 ft away from home plate)

i. When a female is at bat, all outfielders must have both feet BEHIND the line. No
outfielder positioned behind the line can cross the line to make a play until the ball is hit.

ii. If an outfielder crosses the line before the ball is hit, an official timeout will be called and

the batter will be awarded an option of 1st base. This is at the umpire’s discretion.

k. The batting order shall alternate in sexes.

i. If a male is walked with LESS THAN 2 outs, he will go straight to second base, and a
female MUST hit.

ii. If a male is walked and there are 2 outs, the following female batter has the option to bat or
take the walk.

I. Position requirements: two male and two female in the infield positions, two male and two female in the
outfield positions, one male and one female in the pitcher and catcher position.

m. Failure to play the required number of players in their proper position in the field, alternate the sexes in
the batting order, and start the game with the proper number of players will end the game in forfeit.

n. Each team is responsible for retrieving the foul balls hit to their side of the field.

8. GAME BALLS & BATS
a. DCPR will supply game balls for each game

b. The 12 inch ball will be used for males (female may hit 12” if she chooses) @
i. Only .52/275 NSA stamped approved softballs will be allowed.
c. The 11 inch ball will be used for females ONLY. firm "

i. Only .44/400 NSA stamped approved softballs will be allowed.
d. THE PITCHER IS RESPONSIBLE TO CHECK THE BALL BEFORE PLAY

e. Only NSA approved bats will be allowed. It MUST have this stamp on it = I

f. If DCPR receives a valid complaint that a player is suspected of having a bat that is “shaved” or
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“altered”, the bat will be confiscated by staff. DCPR will determine which bats are suspected to be illegal
prior to manufactured inspection. The team making the claim must pay to have the bat sent off.
That team has 24 hours to make payment to DCPR. If it is determined the bat was legal, the
team that made the claim must replace the bat. If the bat is determined to have been “shaved” or
“altered”, that player will be immediately dismissed and banned from participation in any and all DCPR
leagues indefinitely and will pay for the cost of the inspection. If a player refuses to surrender a
suspected bat, such player will not be able to participate until further notice.

9. GAME LENGTH, CANCELLATIONS, AND RESCHEDULING

a. Game length will be seven (7) innings OR one (1) hour, whichever comes first (unless a run-rule is
in effect. See rule 7f).

b. If the game is tied after an hour or seven innings, play will continue for one more full inning. If the game
is still tied after one extra inning, the game will end in a tie. If there is a significant delay, the game will
be stopped by the umpire.

c. There will be no time limit for the tournament.

d. When games must be canceled or postponed due to weather or other unforeseen circumstances
every effort will be made to notify every coach via phone or email. Each team will be notified when the
makeup games are scheduled.

e. If you realize you will not have enough players and will need to forfeit, please notify Parks and
Recreation staff immediately so we can notify all respective parties.

f. Make up games will be played on Wednesdays.
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Adult 30 & Over Basketball Rules

The Dare County Parks and Recreation Department (DCPR) Adult 30 & Over basketball program will be governed
by the National Federation of State High School Association Rules and local rules established by the department.

The program will be administered within these rules and at the discretion of the Director of the DCPR. Where local
rules have been established they will take precedence.

1. TIMING

a. Playing time shall be two halves of twenty minutes duration. The clock will run continuously
except for timeouts, and the last two minutes of each half, and all-extra periods.

b. During the regular season, overtime shall be no more than three extra periods to break a tie at the
end of the second half. The first two extra periods shall be two minutes in length and the third extra
period will not be timed. The first team to score (sudden death) in the third period will be declared the
winner.

c. In tournament play, no sudden death. Keep playing two minute periods until a winner is decided.

d. Halftime intermission will be five (5) minutes.

2. TIME OUTS

a. Two timeouts per half and one time out of each extra period (overtime) will be allowed. Any
timeouts not used in the first half cannot be carried over and used in the second half. However,
timeouts not used in the second half or extra period can be carried over to any subsequent extra
period.

3. ROSTERS AND FEES

a. Participants must be 30 years of age as of January 1. Proof of age will be required, such as a
driver’s license. Parks and Recreation has the right to verify age if necessary.

b. Each team is allowed three players from out of the county on their roster.

c. Any team found to have played an ineligible player will forfeit all games he participated in.

d. Rosters are limited to fifteen (15) players. You can add players to your roster until the 6th game.
After that, no more additions to the team will be allowed. If a team is in jeopardy of forfeiting games
due to lack of players, the coach must petition the Division Coordinator listing players who are no
longer playing. Parks and Recreation will then contact team members who are unable to play and at
that time others may be added to that team.

e. Liability forms are due at the first game. Each player must sign a Liability Release Form before
being allowed to participate.

f. Once a player is placed on a roster and plays one game with a team, that player is ineligible to
play with any other team for the remainder of the season.
4. FORFEITS

a. If a team forfeits 3 games during the season for whatever reason, that team will be removed from the

league at the Director’s discretion. A team must have five eligible players to start a game. A team will

have 5 minutes after the scheduled start time to furnish five players or it is considered a forfeit.
5. LEAGUE STANDINGS
a. If teams end up in a tie at the end of regular season, head-to-head competition will determine the
tiebreaker. If this procedure is not possible, then a coin flip will be used to break the tie. The
tiebreaker procedure will be used to determine the seedings for the end of season tournament.
Teams tied for first place will all receive first place trophies and be known as co-champions,
tri-champions, etc.
6. CONDUCT, ALCOHOL, DRUGS, PENALTIES
a. No dunking or attempting to dunk or hanging on the rim during practice, warm-ups or games will be
allowed. PENALTY: Automatic ejection and technical foul.
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b. Unsportsmanlike conduct will not be tolerated. If a technical foul is issued to a player or coach for
unsportsmanlike conduct, the player/coach will be ejected from the game and will follow Code of
Conduct violations. If a player/coach receives 2 technical fouls for unsportsmanlike conduct in a
season, he/she will be suspended from the league for the remainder of the season.

c. Any player or coach that receives a technical foul will be charged $50.00 per technical. Player or
coach will not be able to participate in the next game until payment is made in full. If by chance the
player or coach plays and payment has not been made in full, the game will result in a forfeit.

d. In regards to participant, coaches and spectator ejections: Anyone ejected from a game/facility will
be required to: Leave the premises and must be out of sight and sound.

e. All other disciplinary actions regarding participants, coaches and spectators will be carried out in
accordance with the Dare County Public Services Code of Conduct.

f. Anyone who is asked to leave the gym and doesn’t will be suspended from the league for good, and

the team will be given a forfeit.

g. Fighting will not be tolerated. Anyone who swings at or pushes another player, recreation staff or
official will be suspended from the league for the remainder of the season, and the police will be
notified.

h. Alcohol and drugs are not allowed. Anyone under the influence of alcohol or drugs, or having alcoholic
beverages or drugs in their possession will not be allowed to participate in the program as a player or
coach.

i. Once a player or coach has been ejected for the remainder of the year, he must request re-entry into
the league in writing to the Parks and Recreation Director to be reinstated the next year.

j. All other violations will be referred to the Code of Conduct.

7. PROTESTS

a. Any protest of the rules that cannot be handled at the game by the referee or Parks and Recreation
supervisor may be submitted to the Director of the Dare County Parks and Recreation for review.

b. The protest must be in writing and reach the Director by the close of business of the second
working day following the game. A $25 protest fee must accompany the protest and will be
returned if the protest is upheld.

APPENDIX #2 is an affidavit that must be signed by the coach of each team when requesting entry into one of the
Dare County Parks and Recreation Department’s basketball leagues. The signature of the coach acknowledges
that he/she will abide by the rules and the Code of Conduct, and will keep his/her players informed of the rules,
policies, and procedures as presented by the DCPR. Failure to sign the affidavit will render the team ineligible to
participate.
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