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Score Book – (Scorekeeper)

1. Rosters – When you first arrive fill in the rosters for both teams. Left side of scorebook for team on left, right side for team on right (do not worry about home & away). Each team should provide a list of players and numbers. But some teams are not prepared and you will be expected to get this information before the game. You must get the numbers into the book before the game can begin. We are under a very tight schedule and this can cause delays. Get to your game early to record roster information. The only thing critical is numbers, if you can put in first and or last names that only helps. It is best to get a coach from each team to provide the information to avoid not listing all of the players. This is the OFFICIAL roster. If a player enters the game that you did not have in the book to start the game notify the referee immediately, this is a technical foul. If there are two players with the same number correct this before the game begins, after the game starts notify the referee; this is a technical foul. Hint: it is best to put the players in numerical order not alphabetical order as this will help you find the individual more easily when recording scores or fouls. Also, at the beginning of the game at the jump ball the referee will assign a color to each team, record this at top of scorebook for your reference. They will refer to these colors (not names) when assigning fouls & timeouts. 
2. Job Description – You work for the referees and no one else in the gym. You are considered an official performing a critical function to ensure accurate recording of the game score. 
3. The Score – This is obviously the most important part of the job. The score book is the OFFICIAL score, NOT the electronic display on the clock. If there is any question the referee will speak to the scorekeeper. During the game you must concentrate and record accurately. The clock operator must help to identify player number for scoring or fouling player. Record the score as follows: 

· Team – The team score is recorded as a running tally on the top of the score book. This is MOST IMPORTANT, do this first. At the end of each quarter the team score is recorded in the “score by quarters” section. This is used to double check that the team score is same as the total of the individual’s scores at the end of each quarter. 
· Individual – The score for each individual needs to be recorded as they score, but do this after the tally. This is to be sure that the running tally is correct, NOT for statistics for the team. (If you happen to record the score under the wrong individual it is NOT critical, as long as someone on the team gets credit). Record (2) points, (3) points, or (1) point foul shots under the correct player. For foul shots write an open circle for one or two foul shots. Put an X through circle if it is made, leave open if missed. This way you should be able to reconstruct the scoring if required. Hint: Use your clock operator to help spot who scored as identifying can get hectic. 
· General – You are the official scorer, not anyone else in the gym. Do not be distracted with an assistant coach questioning your official score. If the referee asks if the score is correct you should be able to say “absolutely”. 
4. Fouls – Team and Individual fouls are very important. 

· Team – Team fouls are recorded for each half. At the beginning of the second half the team foul number is reset to zero. Like the score this is a running tally. At the (7th) team foul of the half you MUST notify the referee. This will signify that the opposing team would be in the BONUS or “one and one” situation. At (10) team fouls again notify the referee, this is the “double bonus” in which the opposing team would shoot (2) foul shots. 

· Individual – The referee will always report directly to you the foul, the player number, and what team (a team color will be assigned before the game ex. Blue & White. Some teams have the same color uniforms, be sure you know what color the referee is going to use for each team). Be sure to ask if you did not understand the information. The fouls for each player must be recorded. At (5) fouls the players “fouls out”, notify the Referee. Note: the coaches may ask you for the number of fouls on individual players. Only answer when you get the opportunity and only if it does not effect your concentration on the game. 

· Technical Fouls – If it is against the player record this under the player information. Technicals against the coach are recorded in a separate area of the score book. ALL Technical fouls are team fouls, Technical fouls to a players are ALSO a personal fouls. If you ever are unsure ask the referee.   

5. Time Outs – Record the timeouts in time-out section of the book. Be sure to note who took the time out in case there is a question how many have been taken. Put in the player’s number, or a “C” for the coach. Indicate the time on the clock it was taken, this will remove all doubt as to time outs taken. If a team calls more than (4) immediately notify the referee, this is a technical foul. 
6. General Information – 

· Pencil – Bring a pencil to your games. They tend to get misplaced at the gym. Pens are not recommended, even if you are a NY Time crossword ace. 
· Concentration - Do not let yourself be distracted by people around the score table, coaches in front of you, or players looking to check in. You can ask people to move! You are very important to the game and need to be able to do your job.

· Substitution – Players substituting in must report to the score table. You can ask them to sit in front of the table so that you can see the game. During play the players are waived in by only the referee, they can not go into the game on their own. Notify the referee by sounding the horn. Note: during a two shot foul the substitutions will enter only AFTER the first shot, the referee will waive the player in. After a time-out player's are suppose to “report in” to you, but this will most likely not happen. 

· Problems – If you need help spotting or checking your information use the clock operator for help. You can also use the referee. 

Clock   (Clock Operator)

1. Time – The clock is the OFFICIAL time of the game. Clock stops when referee blows the whistle, starts when referee drops his raised hand called a “chop”. “Start on the chop, Stop on the whistle”. The referee is in charge of time, do NOT look at the game and make clock start / stop decisions on your own. 

· CYO Games 5/6, 7/8, HS- Use 8 minute quarters. Start & Stop. 

· CYO Games 4th grade- This is running time. Check CYO rule for clock stoppage last few minutes of the quarters. 

· MMOG Tournament Games - We use a “10 minute running time” quarters. (10) Minutes must be put on the clock prior to the start of each quarter. Only stop the clock at time outs, or if the referee asks you to stop the clock. Do NOT stop the clock for fouls shots and balls out of bounds until there is (1) minute to go in the 1st, 2nd, and 3rd quarters OR (2) minute to go in the 4th quarter. 

During the last two minute of the game the clock becomes critical. The time is more important than the score; the official score is with the scorebook. If it gets crazy at the end of the game stay calm, the referee will help you if there is a problem. Don’t listen to crazy coaches or fans! The one issue that will hear about is if you do not start the clock during the game – this happens when you become a fan and stop doing your official job. 
2. Score – The OFFICIAL score belongs to the scorekeeper. If you make a mistake on the clock, and the fans start shouting, the book is official. You can help spot players numbers, and work with the scorekeeper to keep the score correct. Scorekeeper & Clock Operator need to work as a team. 

3. Fouls – You do not have to recording team fouls on the clock, it is completely optional. This information is only for the coaches and fans and not critical to the game. The scorekeeper will notify the referee when a team gets into the bonus. 
4. Quarter – Put the correct quarter on the clock. But this is NOT critical, if you don’t get the quarter recorded on a timely basis it is not important, you can always wait until the next quarter. 

5. Possession Arrow – Which team has the possession will be kept by the referee, you do NOT have to keep track of this on the clock.

6. Substitutions – You need to help the scorekeeper keep the players organized. Remember do not let a players report in until the referee waives them in. 

7. Blowing the Horn - You may need to get the referees attention during the game, do this by blowing the horn. Examples of when you may need to blow the horn:

· Substitution – BEFORE a one and one foul shot. AFTER the first shot of a two-shot foul. When the ball is out of bounds. TEAM substitutions for CYO Games are at the 4:00 mark of quarters 1,2 and 3.  DO NOT Blow the horn during play, only after a whistle blows play dead should you use the horn. The purpose of the horn is to alert the referee only. Alert the officials by raising your hand and shouting “4:00 Minutes.”  The referee brings all substitutes onto the floor; do not let players run on the floor without permission. The referee will then decide when to call for subs.  Stop the clock when the referee asks for substitutes.  Do not allow teams to have a “time out” during this stoppage, IT IS NOT A TIME OUT.  

· Scorekeeper  – If the scorekeeper needs to get the referees attention to ask a question or give information to the referee.

· Fouls – After a foul is called putting a team into the bonus (the scorekeeper will let you know). Or if a players fouls out. 

· Time Outs – Time outs should only be (1) minute long. You are responsible for timing the length of a time out.  Use a watch. Blow the horn at 45 seconds and raise your hand indicating “one” – for first horn. Blow the horn again at one minute to signal that the timeout is over and that play is to begin.  

8. Concentration - Do not let yourself be distracted by people around the score table, coaches in front of you, or players looking to check in. You can ask people to move! You are very important to the game a need to be able to do you job.

9. Problems – If there is any problem with the clock or time notify the referee immediately. They will help solve the issue. 
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