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Thank you for volunteering to coach a DYB basketball team this season.  DYB is a non-profit, volunteer-

driven organization, whose goal is to provide a safe, enjoyable recreational activity for youth in the 

Town of Dedham.  It is the overriding consideration of the organization to promote an atmosphere of 

fun and fair play.  The two primary goals of our program are that the children have fun and that they 

are introduced to the fundamentals of the game of basketball.  Below are some of the ways these goals 

can be accomplished, as well as our league policies and standards of conduct.  As a volunteer coach, 

you are expected to be familiar with the contents of this manual and set a positive example for your 

players.  Thanks again for your time and effort and enjoy your season! 
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I. Priority One:  Have Fun 

A. Be positive and supportive—children need encouragement to excel 

B. Playing time—all players must play equal playing time 

C. Touching the ball—all players must have a chance to dribble the ball up the court—

defensive team is not allowed to defend in the backcourt through the fourth grade level, 

so this is a good opportunity to give less experienced or less confident players a chance 

to handle the ball. 
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II. Fundamentals 

A. Dribbling and Ball Handling—bend knees, feet about shoulder width apart, push ball 

down using fingertips, and low hard dribbles (waist level or below), protect ball with 

opposite hand—as children improve, teach them to dribble with their heads up (not 

looking at ball) and with each hand. 

 

 
 

Drills:  (1) candy cane—move ball around head, then waist, then knees, then back to 

waist, head, waist, knees again; continue up and down; (2) dribble to spot on floor (or 

cone) and return—as players improve, can have relay races; (3) zig zag through series of 

cones, switching hands; (4) play red light, green light while dribbling; (5) play tag in a 

defined space while dribbling; (6) play “dribble knockout” in defined space—while 

dribbling, players try to tap ball away from other players, and the last player still 

dribbling wins. 

 

B. Passing—passer steps toward the teammate, teammate steps to receive the pass, 

hands should follow through to the target, and arms should extend fully—advanced 

players should snap the pass quickly, as hands rotate so that thumbs point downwards 

at release of the ball; in addition to chest, bounce, and over the head pass, there is a 

one hand push pass (used to quickly release ball off the dribble), a step around pass 

(when closely guarded, take one step around defense to pass), baseball pass (used for 

long outlet or full court inbounds passes). 

Drills:  (1) each player pairs off with a partner and practices chest, bounce, and (when 

ready) overhead passes; (2) pairs compete against one another to see how many times 
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the children can pass it back and forth without losing control of the ball; (3) keep 

away—in a defined area, players try to pass with one another while another teammate 

attempts to steal the pass—players should be taught to move to open spaces, while 

passers should be taught to anticipate where the teammate is going and lead the 

teammate with the pass. 

 

C. Shooting (jump shot)—proper technique is dominant hand under the ball (preferably 

with seams running horizontally), ball resting on finger tips, off hand is guide hand only. 

 

 
 

Feet should be shoulder width apart with dominant foot slightly forward.  Player should 

bend knees, jump, and release the ball just prior to reaching the top of the jump so that 

momentum is maximized.  Power of shot comes from the legs.  Concentrate on the front 

and center of the rim (do not follow flight of the ball).  Follow through by fully extending 

elbow.  Index and middle fingers are last to leave the ball, which rolls off the fingertips.  

Snap wrist toward the basket, which puts back spin on the basketball.  You can check 

proper balance and technique by referring to “Tony Elbowrist”—player’s dominant side 

“toe, knee, elbow, and wrist” should align on a jump shot. 

 

Shooting (layup)—first teach footwork without the ball—on right side of basket, take 

two steps, jump off left foot, right knee up toward the basket, right hand up to the 

basket, use backboard (as depicted below). 
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On left side of basket, take two steps, jump off right foot, left knee up toward the 

basket, left hand up to basket, use backboard. 

 

Triple Threat Position—when players receive a pass from a teammate, they should first 

square and face the basket, holding the ball at the dominant side hip—from this 

position, a player can quickly choose to shoot, pass, or dribble—it is important to teach 

players to face the basket because it ordinarily forces the defender to back off a little 

(out of fear that the offensive player may dribble drive quickly around the defender) 

which allows the offensive player to see his or her teammates and the basket (triple 

threat position depicted below). 
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Drills:  (1) throw passes to players and have them practice getting into Triple Threat 

Position, then yell out an option for the player to execute; (2) two lines:  players are 

divided into two lines near each side of the foul line; one line practices layups and/or 

jump shots, while the opposite line rebounds and passes to the next person in the 

shooting line; rebounder follows the pass and joins the back of the shooting line, while 

the shooter joins the back of the rebound line; turns continue, then the shooting line 

and the rebound line are switched to the opposite side so that players learn to shoot 

and practice layups from both sides of the basket; (3) partner shooting:  have partners 

stand about 10 feet apart and practice “shooting” back and forth to each other; (4) 

knockout:  several players line up near the foul line and the first two players in line are 

given balls; the first in line shoots a jump shot and must make the jumper or gather the 

rebound and lay it in before the next player in line makes the jumper or gathers his or 

her own rebound and lays it in; after you make a shot, you must pass your ball to the 

next player in line; if the player behind you makes a shot before you do, you are out; 

play continues until only 1 player remains; (4) spot shots:  players are divided into three 

groups and scattered in three spots around the perimeter at an appropriate distance for 

the skill level; first team to make 5 baskets wins. 

 

D. Defense and Rebounding—players should keep their knees bent, arms up to interfere 

with passing lanes, and feet moving quickly while defending—players should 

shuffle/slide feet side-to-side and forward-and-back in order to remain between 

offensive player and basket; when offensive player shoots, defender should contest shot 

by raising arm in attempt to block the shot and then “box out” by quickly turning toward 

the basket and taking a step back toward the offensive player (butt to gut), so as to seal 

off the offensive player behind the defender—defender must then quickly catch or 

retrieve any rebound—go strong after the ball and be strong with the ball once you get 

it (boxing out depicted below). 
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Drills:  (1) all players spread out around floor, coach points in various directions as 

players shuffle/slide in response (coach could also dribble a ball in various directions)—

players should concentrate on moving feet quickly and keeping hands up; (2) individual 

rebounding:  form line in front of backboard; toss ball up and have each player gather 

the rebound; for advanced players, add in pivot and outlet pass, protecting the ball and 

turning away from the middle; (3) box out:  place ball on floor in middle of circle; player 

must box out to prevent opponent from entering the circle and getting to the ball; (4) 

group rebounding:  players are divided into two teams and each team lines up along 

each side of foul line facing the basket, coach stands in between on the foul line—as 

coach shoots, first player in each line competes against one another to collect 

rebound—players keep track of how many rebounds they gather and the top two 

rebounders compete against one another at the end; (5) 3 on 3 rebounding:  keep score 

to encourage teams to work hard; if offense gets ball, can try to score; if defense gets 

ball, then pivot and outlet pass to coach. 

 

E. Team Concepts—(1) Offense:  spacing—players should be taught to balance the floor, 

keeping sufficient space between one another; extra pass—players should be taught 

that making one extra pass will often provide a teammate with an even better shot 

(closer or more open from defenders); follow your shot—after shooting, players should 

try to anticipate where the rebound is going and try to gather it; give and go—

ballhandler passes to teammate on a wing, then cuts to the basket; teammate then 

passes back to the cutting player who lays it in or pulls up for a close shot; (2) Defense:  

hands up, active feet; always know where the ball is; when the person you are guarding 

does not have the ball, position yourself closer to the location of the ball in order to be 

ready to help other defenders, but still close enough to your player that if the ball is 

passed to him or her, you can quickly recover to guard. 

 

F. Conclusion—Above all, coaches should emphasize: 

(1) Have fun!! 

(2) Good sportsmanship 

(3) Try your best 

(4) Support your teammates 

(5) Listen to coach 
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III. Policies and Guidelines 

A.  League Philosophy:  Fun and Fundamentals (see above). 

B. Sportsmanship:  Coaches must set an example for the players and must always treat fellow 

coaches, players, spectators, and officials with the utmost dignity and respect.  Under no 

circumstances is any coach to strike, or threaten to strike another coach, player, spectator, 

or official.  Any such action shall result in immediate expulsion from the league. 

All players, coaches, and spectators are expected to adhere to league policies.  Penalties are 

assessed for unsportsmanlike behavior and flagrant fouls, including foul shots, loss of 

possession and/or ejection of player.  In the event a player uses excessive physical contact 

on another player, the coach should immediately instruct the player about the appropriate 

level of physical contact for the age division, and warn that continued excessive contact will 

result in ejection from the game.  If Coaches have the responsibility to remove a player who 

commits a flagrant foul from the game before the situation gets out of control. 

Players and coaches must respect game officials.  Coaches must recognize that officials may 

make an occasional error, and coaches must accept this as part of the game.  Our referees 

have the most difficult job in the entire league and must have our unqualified support.  If 

you must communicate with a referee during the game, it must be done in a civilized, 

respectful manner.  No foul or abusive language will be tolerated, and its use may result in 

expulsion from the league by the board of directors. 

Any issues or grievances of a serious nature with a referee must be brought to the attention 

of the director of referees and the division director. 

Under no circumstances is a coach to enter the playing area except in an emergency 

situation, i.e. player injury. 

Parents and other spectators are also expected to conduct themselves in a sportsmanlike 

manner.  Abusive conduct or language shall not be tolerated.  Any failure to adhere to these 

standards may result in the removal of the parent or, spectator, and/or child from the game 

or league. 

C. Playing Time:  All players must receive equal playing time at every game during the season.  

Every player, regardless of skill level and athletic ability, must receive equal treatment from 

the coaches. 

Dedham Youth Basketball will make every effort possible to limit the number of players on 

each team to ten.  In the kindergarten to grade two divisions, substitutions can be made at 

any time at the coach’s discretion. 
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For grades three through eight, on ten player teams, each player must play two complete 

periods.  Substitutions during the period are permitted in cases where the full team is not 

present, or there are more than ten players on the team.  In those cases, every effort should 

be made to ensure all players receive equal playing time. 

When substitution is necessary, it must only be done during an official timeout, and the 

referee must be notified before substitutes may enter the game.  Coaches must notify 

opposing coaches of substitutions prior to the commencement of play after the timeout. 

D. Officiating:  For kindergarten through grade two, the coaches serve as referees for the 

games.  The rules of basketball are not strictly enforced, but rather the coaches are 

encouraged to act as mentors during the games.  The coaches are encouraged to blow the 

whistle for unsafe conditions, and in the event of a serious rule infraction. 

For grades three through eight, each game will have two referees, with one on the court, 

and one at the scoring table.  Dedham Youth Basketball may use high school players as 

referees.  The referees do not receive any formal training from the organization.  The 

coaches must understand that they do the best that they can, and occasionally mistakes will 

be made. 

E. Team Size:  To the extent possible, the league will assign a maximum of ten players per 

team.  Teams for kindergarten through grade two may deviate from this rule, depending on 

total enrollment. 

In general, teams should be divided into two five-player groups, and play alternating 

periods during the game. 

F. Game Length:  Teams in kindergarten through grade two will play eight periods of five 

minutes running time.  The only exception is when one teams has eleven players or more, in 

which case nine periods of five minutes each will be played. 

Grades three through eight will play four quarters of ten minutes running time.  The 

referees will control the clock during the games.  There will be no stop time except in the 

event of player injury.  Under certain circumstances, the top grade division may be allowed 

the option of twelve minutes running time. 

G. Foul Line Location:  Kindergarten through grade two—no free throws; grades three and 

four—use arch under the free throw line; grades five through eight—use high school 

location. 

H. Game Ball:  Grades kindergarten to grade two use a youth basketball; girls grades three and 

four use a youth basketball; remaining boys divisions use a regulation basketball; remaining 

girls divisions use a regulation women’s basketball. 
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I. Basket Height:  The basket height for the kindergarten is seven feet; grade two girls division 

is seven feet; boys grade two division is eight feet; grades three and above use ten foot 

baskets. 

J. Penalties:  Coaches who fail to follow the league rules and philosophy are subject to 

removal by the board of directors. 

Any player in grades three through eight who commits a flagrant foul is subject to: 

First flagrant foul: 

¶ The player fouled will be awarded two free throws 

¶ The team  fouled will retain possession of the ball 

¶ The referee may eject the responsible player from the game 

 

Second flagrant foul: 

¶ The player fouled will be awarded two free throws 

¶ The team  fouled will retain possession of the ball 

¶ The referee shall eject the responsible player from the game 

 

Any player or coach who is ejected from a game is banned from coaching or playing in the 

team’s next game.  A second ejection during the season will result in expulsion from the 

league. 

 

Players in grades three through eight shall foul out from the game after five fouls. 

 

K. Time Outs:  One timeout per half is permitted for all games involving referees.  Time outs 

should only be used in the event of a player injury, or to calm down players if the game gets 

too aggressive or sloppy.  Coaches should use discretion and good sense for situations 

requiring a timeout. 

L. Possession:  Grades three through eight, a jump ball will be used to start the game; 

thereafter, including at the start of each quarter, the possession arrow will determine 

control of the ball. 

M. Defense:  Grades kindergarten through grade two play zone in designated areas.  Grades 

three through eight play man-to-man defense only; no zone is allowed.  No full court press 

or double-teaming is allowed through the fourth grade division.  For grades kindergarten 

through fourth grade, defenders cannot begin guarding opposing players until they cross 

the half-court line. 
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N. Schedules:  Schedules and team rosters will be provided to each coach at the coaches’ 

meeting.  Coaches should distribute copies of the team schedule to all parents whose 

children are on your team.  The first two weeks on the schedule will be for practices.  There 

are no other practice times available in the high school gym, but the Dedham Community 

House gym is available on a first-come, first-served basis for practice. 

O. Uniforms:  Games shirts will be delivered to each team before the start of the season. 

P. Inclement Weather:  In the event of inclement weather, the division director will notify the 

coach that the games are cancelled.  The coach shall inform all parents.  Cancelled games 

are not rescheduled. 

Q. Player Evaluations:  Coaches may be asked to complete player evaluations for his or her 

team.  Evaluations are to be completed accurately and returned to the designated person 

promptly.  Any misrepresentation or misuse of the player evaluation or draft system by a 

coach is grounds for immediate removal by the board of directors. 

 

 

 

 

 

 

 


