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Larry Osborne  --  Email = oz@sdhsaa.com  --  Cell = 605-381-4108 

 
Here are a few recent observer comments that have been provided that need to be adhered to for continuous 

improvement down our home stretch of regular season games: 

 Call your area – unless the play is of the “save the crew” variety trust your partners 

 Move with purpose, a step, or a few steps to get the best angle.  Make every step meaningful 

 Continue to find the pivot foot, improvement has been noted but continue your effort 

 Pre-game conferences are a must, regardless of experience we owe all involved a complete 

pre-game conference.  Do not lag with this important responsibility 

 Invest the time to re-read Rule 4, Section 19, pages 33-34 regarding intentional, flagrant, 

and technical fouls.  Let’s be prepared to call and properly administer these plays as they 

occur.  Being surprised or not knowing the rule is not a reason for passing on the play    

 Stay diligent with the perimeter hand-check.  Continuous hand or arm bar or two hand are 

fouls 

 I have witnessed and heard of several great examples of proactive crew communication 

during dead balls, coming together as a crew to discuss end-of-game situations within the 

last minute – excellent work! 

 

Officials:  Continue to be open and receptive to the insight offered and work to improve your game on the 

areas being suggested.  Ask yourself and be honest with your answer, what are the areas in which I have 

progressed?  Should you have any questions or need further clarity, please reach out to the SDHSAA office 

or myself.  Our goals are clarity and consistency across our entire state.  Always, continued progress, not 

perfection is expected. 

 

SPECIFIC ATTRIBUTES APPLY TO CONTINUOUS MOTION 

The concept of continuous motion helps prevent committing a foul from penalizing the wrong team. Its 

purpose is to allow a player to complete an attempt to score after being fouled and not favor the offending 

team with an immediate dead ball. We usually see it applied as a player is hacked on a drive to the basket, 

but it applies in other situations, too; therein lies the problem for some officials and many participants. 

Many players still seem to reserve their five fouls to mug opponents before they can make easy baskets. 

NFHS rule 4-11-1 states: 

“Continuous motion applies to a try (1) or tap (2) for field goals and free throws (3), but it has no 

significance unless there is a foul by any defensive player (4) during the interval which begins when the 

habitual throwing movement starts (5) a try or with the touching (6) on a tap and ends when the ball is 

clearly in flight (7).” 

Play 1A: A1 dribbles toward the basket, picks up her dribble while running and is fouled by B1 before or 

after leaving the floor. It appears to the covering official that A1 was looking to dump the ball to A2, rather 

than shooting. Ruling 1A: If the official decides A1 isn’t initiating a try for goal, continuous motion doesn’t 

apply. This is a common foul, and no free throws may be awarded unless the bonus is in effect. Notice that 

the rule refers to “… the habitual motion of shooting ….” This means the official must decide if A1 was 

passing or shooting when fouled; in the circumstances, what was she apparently trying to do? Too many 

officials go for the “protect the shooter” mantra and lean toward defaulting toward continuous motion, even  
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when the player hasn’t tried a layup since the fourth grade. They shouldn’t. This leads to the following 

variation. 

Play 1B: A1 dribbles toward the basket and jumps to pass to A2 but is fouled by B1 while airborne. Feeling 

the contact, (s)he tosses the ball toward the bucket. Ruling 1B: Since A1 wasn’t in the act of shooting when 

fouled, (s)he can’t initiate a try after being fouled. Common foul, again, to B1. 

Play 2: A1 and B1 are rebounding after a missed try by team A. A1 is (a) attempting to tip the ball away 

from B1 to a teammate, or (b) catches the rebound and is fouled by B1 while airborne. Ruling 2: Common 

foul to B1 in both cases. Tapping for goal is an attempt at a goal without gaining player control. In (a), A1 

isn’t tapping toward a goal, just tapping. In (b), A1 is holding the ball and, therefore, can only initiate a try 

and not a tap. There is no indication A1 was going to throw the ball toward the basket when fouled, so the 

habitual motion of the try had not started. Many officials want to call a shooting foul in (b) when it isn’t 

justified. 

Play 3: A1 attempts his/her last free throw of a sequence. B1 is in the lane space nearest his/her. While the 

free throw is in flight, B1 enters the semi-circle and contacts A1. Ruling 3: The free throw is clearly in 

flight, so continuous motion doesn’t apply. This play is only interesting because the official might make 

the wrong ruling on the contact: B1 violates simply by entering the semi-circle before the ball hits the rim 

but the whistle is withheld pending the outcome of the free throw. B1 fouls when (s)he contacts A1 and it 

is treated as a common foul. If A1 misses the free throw, it is repeated because of the violation, with the 

lane cleared, followed by the penalty for B1’s foul. If the original throw is made, the penalty for B1’s foul 

is then applied. 

Play 4: A1 drives to the basket and begins a layup. A2 and B2 are on the weak side of the lane, competing 

for rebounding position. Before A1 releases the ball, (a) B2 fouls A2, or (b) A2 fouls B2. Ruling 4: In (a), 

a foul by the defense, when the try attempt has started but the ball is still in A1’s hand, allows A1 to 

complete the shot through continuous motion. In (b), the offensive player fouls before the try is released so 

the ball is dead. Had A2 fouled after the shot was released, the try could continue (6-7-9 Exc. A). 

Play 5: A1 pulls up and attempts a 14-foot jumper. As (s)he goes up, B1 fouls him, clearly interrupting his 

motion. Before returning to the floor, A1 continues the original try attempt, shoots and scores. Ruling 

5: The score counts. A1 had started a try and because of continuous motion, may score on that try. 

In the previous play, some officials want the ball to be dead as soon as B1 has stopped the original try. It 

seems like a do-over to let A1 double-pump. In reality, two questions should be asked: Had the try started 

when A1 was fouled? Yes. Had the ball left the shooter’s hand yet? No. Continuous motion applies, and 

A1 is allowed to release the ball. Blowing the play dead on the double pump would reward the team causing 

the problem. 

Play 6: A1 and B1 are rebounding after a missed try by team A. A1 is attempting to tap the ball into the 

basket but is fouled by B1, (a) before (s)he touches it, (b) while (s)he’s touching it, or (c) after (s)he’s 

touched it. The ball goes in the basket. Ruling 6: Officials incorrectly equate the start of a try to the start 

of a tap. A try (throw) for goal begins when the shooter’s first muscle contracts while holding the ball. The 

tap begins when the shooter contacts the ball when directing it toward his/her goal; there’s a period — 

however brief — when A1’s hand is moving toward the ball, but before the player actually touched it, when 

continuous motion doesn’t apply. So, in (a), B1 has committed a common foul and the ball is dead. In (b), 

continuous motion applies, and the ball remains live through release. In (c), continuous motion has finished 

but, in (b) and (c), A1 is an airborne shooter and one or two free throws will be awarded. Savvy officials 

might also hold the whistle in (a) until (b) or (c) can apply. 
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What’s the ruling in Play 6 if the opposite happens: A1 fouls B1, who inadvertently taps the ball into the 

basket? In (a), (b) and (c), the ball is dead at the moment of the foul and no basket may be scored. A try or 

tap for goal is only toward a team’s own basket, so the rules of continuous motion and airborne shooter 

don’t apply in this case. Explain that on the last play of triple overtime. 

It’s important, when judging continuous motion, to reduce the play to the basic components: Did a try/tap 

for goal take place and when did the foul occur relevant to the attempt? If the official can make those two 

judgments in quick succession, he or she is likely to call the play properly and reward the correct team. 

 

GUARDS: THEY GIVE OFFICIALS A ‘CRASH COURSE’ 
It is no secret block/charge situations are some of the hardest plays in basketball to officiate. It certainly is 

not uncommon to have two officials watch the same video clip and each arrive at a different outcome. 

Block/charge plays, for the most part, come down to the ability to answer one important question: Who was 

first to legally reach the spot of contact? Even though this may be easier said than done, there is a technique 

that provides a tremendous amount of help in answering it: Referee the defense. But what does that mean? 

Why is refereeing the defense important? 

Because knowing the legality of a guarding defender’s position provides the building block to properly 

evaluating a block/charge play. The place to start this understanding is in Rule 4 under the definition of 

guarding. “Guarding is the act of legally placing the body in the path of an offensive opponent,” and “there 

is no minimum distance required between the guard and opponent.” So, if a defender reaches a spot in the 

path of an opponent, even mere inches before contact, that defender arrived first. But how do we know if 

the guard was legal when arriving at the spot? If we read on, the rulebook addresses that, too. 

When determining a defender’s legality, we first must know how a guard is required to obtain “an initial 

legal guarding position (LGP).” The rulebook is quite clear and makes it as effortless as possible for officials 

to understand by listing only two requirements: 

• The guard shall have both feet touching the playing court and inbounds (not touching a boundary). 

• The guard’s torso shall be facing the opponent. 

It really is that simple. There is no provision stating the guard must be stationary or stand between the 

ballhandler and the basket. It does not state the guard must allow the dribbler enough time to move out of 

the way – just two feet on the floor and facing the opponent. In fact, the rules specifically state, “When 

guarding an opponent with the ball … no time or distance is required to obtain an initial legal position.” So 

basically, whomever gets to the spot of contact first is legal. No mention of requiring one step to be given, 

or a half step or even less. A player can literally get to the spot a fraction of a second before the contact 

occurs, as long as the two requirements to obtain an initial LGP are met. 

There is one exception, however. If the opponent with the ball is airborne, the guard must have obtained 

legal position before the opponent left the floor. Admittedly, adding this extra restriction makes our job a 

little trickier because now, with an airborne player in control of the ball, we must be aware of two spots. 

But rest assured, even when this additional spot is in play, the two requirements for an initial LGP remain 

the same. 
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But wait, now that we completely understand what is needed to establish an LGP, the rules change. These 

two straightforward requirements no longer exist, because the player has changed from establishing to 

maintaining, and a new set of allowances are introduced. 

 

When a guard is maintaining LGP, both feet are no longer required to be touching the floor. In fact, both 

feet may be off the floor entirely, being airborne, and the guard should still be considered having an LGP, 

if player has inbound status. Even the rule requiring the guard to face the opponent is eliminated. 

You read that right. The guard “is not required to continue facing the opponent.” Let us stop and digest that 

information for a moment and imagine an example. A ballhandler dribbling down the lane is met by a 

defensive player in his or her path. The defender is facing him or her and has two feet on the floor. After 

establishing this LGP, the guard starts to turn around to face the basket in anticipation of a rebound. If the 

ballhandler continues dribbling in that path and knocks the guard over, it would be a foul on the ballhandler, 

even though the contact may have been on the side or in the back of the defender. This scenario cannot be 

ruled a block because the defender was simply maintaining LGP when contact happened. 

A player moving laterally is moving side to side, and obliquely would be movement at a backward angle. 

So, once again, imagine a defender, who has established an LGP in a dribbler’s path, and as the dribbler 

tries to move around, this guard takes multiple steps laterally, staying in the path of the ballhandler when 

the contact occurs. According to what we just learned; this cannot be ruled a block because the defender 

moved exactly as the rule allows. You may hear coaches argue, “He wasn’t set,” or “She was moving.” 

Officials should never use these words because we know moving in and of itself is not illegal. 

Another argument that seems to commonly be made in favor of a block is, “The guard moved ‘slightly’ 

toward the opponent.” Even though the rule does state a guard is not to move toward the opponent, it is 

important to note some leeway should be given to “slight” movement because “the guard may turn or duck 

to absorb the shock of imminent contact.” Every time a collision happens, we must remember this rule. If 

the guard is indeed turning or ducking with intent to absorb the shock, the fact it was slightly forward should 

not take away from this very important recoil action. Slight movement, in any direction, that is part of an 

effort to protect from injury should be overlooked and not factored into the legality of a guard’s position. 

All these rules can be summed up into three easy-to-remember words: Referee the defense. Because when 

a block/charge collision occurs, the guard never comes out of nowhere. He or she always comes from 

somewhere and knowing this information from the guarding definition will help you find the answers 

needed to know when, where and how a guard’s position is obtained and maintained. 

SEEING IS BELIEVING 
I continue to beat the “move with a purpose” drum.  A perfect example is the discussion of an official’s 

positioning on the floor and the effort to obtain the best look at a play or matchup. We as officials know 

exactly what you are talking about when you say you were “stacked” or “straight-lined.”  

Say the offensive player were to lose control of the ball after a swipe at the ball by the defender. Clean play 

with no illegal contact? A foul because she got swiped across the forearm. If the official is straight-lined, 

the official cannot offer a credible ruling.  With 10 players on the floor moving at varying rates of speed 

and quickness, officials are going to get stacked. It’s just a fact of basketball officiating life. The key is to 

recognize when you are and take a step or two or “position adjust” to create an open look, develop an angle 

and put yourself in the best position to officiate. 
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START AHEAD, STAY AHEAD – PREGAME SETS STAGE FOR SUCCESS 

Done well, it brings confidence to the crew and helps gain the confidence of the participants.  Invest the 

time for a great pregame.  Share in the responsibilities of what and how things will be done correctly tonight.  

We are well into the season, continue towards a strong finish with great pregame discussions throughout 

the season.   

 

DON’T SWALLOW THE WHISTLE COME CRUNCH TIME 

As officials, we hear all the time from coaches and fans that we need to “let players decide the game.” Some 

officials have allowed that train of thought to morph into an “anything goes” brand of chaos, especially in 

the closing moments of a quarter, period, or half, afraid to put air in the whistle and risk influencing the 

outcome. Instead of fulfilling their responsibility to keep the game safe and fair, they allow these moments 

to become nothing more than a “survival of the fittest.” 

This is problematic on multiple levels. First, and most important, the officials are the guardians of the game. 

We are the only ones on the floor who do not have a vested interest in the outcome, and as already 

mentioned, our two primary responsibilities are to keep the game safe and fair. We have been given a 

rulebook to help us accomplish those means, and those rules do not suddenly go on hiatus just because there 

is less than a minute remaining and the score is tied. 

Second, by deciding not to enforce fouls and violations at certain points of the game, we are doing exactly 

what coaches and fans do not want us to do — we are influencing the outcome. If an official chooses not 

to call a clear shooting foul committed against a player launching a possible game-winning three pointer in 

the final seconds, that official has made the decision that the rules do not matter in that situation. The official 

has, in effect, decided the game, and that is not what he or she is being paid to do. 

If one of them steps on the lane line before the shooter has released a free-throw attempt, said player has 

decided to commit a violation. If one of them commits the foul described in the previous paragraph, said 

player has decided to commit a foul. If one of them spikes the basketball to the floor in frustration and it 

bounces to the rafters said player has decided to commit a technical foul. 

7 QUARTER RULE – REMINDER FROM THE SDHSAA HANDBOOK 

Individual athletes shall not participate in more than seven quarters of basketball in a given day against any 

common opponent, regardless of site in which the contests are played. Under this provision a student will 

be able to participate in a “B”/Jr. Varsity/Varsity” game the same night but is limited to a total of seven 

quarters total. Participation in any quarter regardless of length of time, counts as one quarter of 

participation.  A substitute becomes as player when he/she legally enters the court.  If entry is not legal, the 

substitute becomes a player when the ball becomes live. If an athlete participates in more than seven quarters 

the penalty is a direct technical foul charged to the head coach (unsporting act/conduct) and removal of the 

player from the game. 

Please refer to the SDHSAA website (basketball sport specific) for complete details. 

 

OFFICIALS – WE ARE THE ONLY ONES ON THE FLOOR WHO DO NOT HAVE A VESTED 

INTEREST IN THE OUTCOME, AND AS ALREADY MENTIONED, OUR TWO PRIMARY 

RESPONSIBILITIES ARE TO KEEP THE GAME SAFE AND FAIR. 

 


