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This rulebook contains all of the rules for 

Action Netball and outlines exactly how 

games are ruled and managed at the Scales 

Sports Arena. 

 

As with all sports, it is the participants 

responsibility to learn the rules. Rules are 

not made to hinder players, but to allow a 

fair and equal opportunity for either team 

to win a game. 

 

 

 

 

 
  



Page | 3  
 

TABLE OF CONTENTS  

 PAGE 

GENERAL ARENA RULES  

1. Game fees 4 

2. Late Starts 4 

3. Uniforms 4 

4. Umpires 4 

5. Final Qualifications 5 

6. Misconduct/Suspensions 5 

7. Illegal Court Entry/Exit 5 

PLAYING EQUIPMENT  

8. Ball 6 

9. The Court 6 

10. Net Abuse 6 

PLAYERS & SUBSTITUTES  

11. Team Captains 7 

12. Arrivals/late arrivals 7 

13. Stoppages 7 

14. Player Interchange 8 

15. Player Substitution 8 

16. Blood Bin 8 

17. Substitutes 9 

18. Emergencies 9 

RULES OF THE GAME  

19. The Team 9 

20. The Game 9 

21. Start of Play 9 

22. Centre Pass 10 

23. Playing the ball 10 

24. Short Pass 11 

25. Over a Third 11 

26. Footwork 11 

27. Scoring a Goal 12 

28. Obstruction 12 

29. Contact 13 

30. Penalties 13 

31. Free Pass 14 

32. Penalty pass or Shot 14 

33. Toss-up 14 

34. Announcing a penalty 15 

35. Discipline 15 

36. Coaching 15 

37. Supporters 15 

38. Stoppages 15 

39. Penalty Shot 15 

40. Boundary 15 

41. Position of Players & Start of Play 15 



Page | 4  
 

42. Position Changes 17 

43. Offsides 17 

44. Spirit of the Game 18 

LEAGUES SCORING SYSTEM  

45. Wins & Points 18 

46. Ladder Position 18 

47. Drawn Quarter, Semi and Finals 18 

48. Mixed Games 18 

INTERRUPTIONS  

49. Interruptions by power failure 19 

50. Interruptions by bad weather 19 

UMPIRE HAND SIGNALS 20 

 

GENERAL ARENA RULES 

1. Game Fees 

a) For pricing please revert to the Scales Sports Arena Price List 

b) No Games will commence until full game fees have been paid by both teams/individuals, unless 

previously approved by the duty manager or tournament organiser. 

c) Full game fees must be paid, even if a team is short of players. Team penalties for non-payment 

of game fees may apply at the discretion of the duty manager or tournament organiser. (Applies to 

Leagues only) 

 

2. Late Starts 

a) All Players must arrive a minimum of 15 minutes prior to the start time of their match. 

b) Generally, the start of the game will only be delayed by a maximum period of 10 minutes. Failure 

to arrive by this time may result in a forfeit. 

c) Team penalties for late starts may apply at the discretion of the duty manager or tournament 

organiser. 

 

3. Uniforms - Teams must be dressed as follows:  

a) Jeans: Are not permitted.  

b) Footwear: Rubber soled sports shoes that will not mark the court surface. (Players In socks, 

barefoot or in leather-soled shoes or studded shoes are not permitted).  

c) No player may wear jewellery, or any other accessories deemed dangerous 

d) Tops: Matching colour shirts (leisure shirt or T-shirt), styles and logos. (Leagues only) 

e) All players must wear bibs identifying their court position. Playing initials are to be included on both 

the front and back of the bibs. Bibs can be supplied by the arena. 

 

4. Umpire  

a) The umpire(s) shall have sole control of the game.  

b) The decision of the umpire shall be final and shall be given without appeal. 

c) The umpire/s shall officiate within the court and endeavour to move into position to see play and 

make decisions without interfering with play.  

d) The ball shall be played live if it comes into contact with a Umpire during play.  

e) The umpires whistle shall:  

1) Start and re-start the game at the beginning of each half.  

2) End each period of play.  

3) Indicate when a goal has been scored.  
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4) Indicate when an infringement of the rules has been made.  

f) The umpire shall:  

1) The umpire shall call advantage to indicate that an infringement has been noted whenever 

possible, to ensure that play is continuous and to avoid unduly penalising the non-offending team. 

If the whistle is blown for any infringement the penalty must be taken. 

2) Not criticise or coach any team while a game is in progress.  

3) State the infringement and penalty and may use hand signals to clarify decisions.  

4) Answer questions regarding clarification of rules from team captains only and only at the break 

or at the conclusion of the game.  

5) Advise each team of the correct score at half time.  

6) Adjudicate the rules contained in this book both consistently and without bias. 
 

PENALTY: Free pass to the team, or if two opposing players have been unduly penalised the decision 

shall be a toss-up between the players concerned. 

5. Final Qualifications 

a) To become qualified to play any league finals with a team, a player must have played at least 50% 

of minor round games to the nearest whole game. 

b) A player must not be registered more than 1 league team. 

c) In general, the use of fill-in players will be at the discretion of the duty manager. 

d) Players who become ineligible through injury may be exempted at the discretion of the duty 

manager. 

 

6. Misconduct / Suspensions 

a) Foul and abusive language or behaviour will not be tolerated under any circumstances at any time. 

Such behaviour will be penalised by the umpire in charge of your game and repeated offences could 

result in a player or team being ejected from a competition or tournament and being further banned 

from any future participation. To gain full enjoyment out of any sport, regardless of your reasons for 

participating, the game must be played in good spirit and with a degree of self-control.  

b) Any game may be stopped and awarded to either team if infringements of the above nature 

escalate to a point where the game has ceased to be under control.  

c) A Player may be removed from League for any Physical Abuse on Equipment, Official or Opposition.  

 

Note: If two players get red-carded, and there are only THREE players left, the game will end and the 

points will be awarded to the non-offending team. 

 

d) Player Abuse  

i. Any personal abuse is a most serious offence under our rules and will subsequently be dealt with 

extreme severity.  

ii. Any player heard personally abusing an opponent/ umpire will be red carded and possibly suspended.  

e) Behaviour: For the enjoyment of all, games are expected to be played in a sportsman like manner. 

The Arena reserves the right to dismiss any team or member thereof for threatening, offensive or 

abusive behaviour. The team shall be held responsible for the action of its members and spectators 

both on and off the court.  

 

7. Illegal Court Entry/Exit  

a) Illegal Court Entry  

Any player, who enters the court during a game without permission being given from an umpire, can 

be ordered off and refused further participation in the game. They may be subject to further 

disciplinary action by the duty manager or tournament organiser if there is additional misconduct.  
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Note: Common sense should be applied in circumstances such as when a player is injured and requires 

immediate attention. This does not however entitle the assisting players to say or do anything 

intimidating towards the opposition. 

 

b) Illegal Court Exit  

Any player who leaves the court during a game must request permission from the umpire and provide 

a legitimate reason before being allowed to leave. Any player leaving the court without permission 

will be refused any further participation in the game.  

 

Note: If sufficient players violate this rule, the game may be forfeited. 

 

PLAYING EQUIPMENT 

8. Ball  

The ball shall be a universally accepted Netball or Association Netball size 5 and shall be supplied by the 

Arena.  

 

9.  The Court  

a) The long lines shall be called 'side lines' and the short lines, 'End lines'. Two transverse lines parallel 

to the End Lines shall divide the court into a 'centre third' and two 'goal thirds'. The side line, End 

line and ceiling nets shall form part of the court and the ball shall be in play off any net.  

b) Use of Nets  

1) Players may use the nets to direct the ball to another player. They may bounce the ball off any 

of the side nets or the ceiling net obeying the 'over a third' rule. See Rule 25. 

2) The one exception is the centre pass: The pass must be directed to a player allowed in the 

centre third. It may not be bounced off the nets or in any circumstances touch any of the nets 

before being touched by a player.  

 

PENALTY: Free pass to the opposing team where the infringement occurred. 

NOTE: The nets must NOT be construed as another player. 

 

c) There shall be a circle in the exact centre of the court. This shall be the 'centre circle'.  

d) In each goal third a semi-circle shall be drawn with its centre the mid-point of the End line. These 

shall be called the 'goal circles'.  

 

10. Net Abuse 

a) A player may not abuse any of the court equipment, this includes the nets.  

b) A player may not jump into the net in any way that may cause damage to the net or create a 

danger to players. 

c) A player may not hold any net to maintain balance or use the nets to ‘push off’ to gain advantage. 

d) A player may not step, land or jump in the nets  

e) The nets may not be used to 'pin' a player in such a manner as to prevent movement by said player. 

This shall be called “Pinning”.  

f) A player may not deliberately hold the ball into the net or push off with the ball to gain an 

advantage.  

 

PENALTY: The infringer that has caused the Net Abuse will now be placed out of play against the net 

and must stand beside and away and take no further part in play until the ball is released including any 

forward movement or verbal direction or instructions. If the ball was released or a goal was scored, 

the advantage rule shall apply. 
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PLAYERS & SUBSTITUTES 

11. Team Captains  

a) One player of each team must be appointed as captain.  

b) Team captains will assist in collecting game fees and pay full registration fees when registering 

their team if applicable. 

c) Only the team captain has the right to approach the umpire during an interval or at the conclusion 

of a game for clarification of any rule. 

d) Captains are responsible for the behaviour of all players on their team including spectators and for 

ensuring that substitutions of players on their team are carried out correctly.  

e) A replacement captain must be appointed when a captain is suspended.  

The captains shall: 

f) Toss for the first centre pass. This will be done prior to the commencement of the match with 

the winning captain notifying the umpires of the result of the toss.  

i) Notify the umpire and the opposing captain of any changes in position or substitution of players 

which may take place during any interval or after any stoppage for injury or illness.  

 

PENALTY: The penalty for a breach to (refer Rule 11i) will be a free pass to the opposing team 

immediately any player enters an area that was offside prior to that player being changed or 

substituted. This is the responsibility of the controlling umpire in that area of the court. 

 

The free pass shall be taken:  

1) From the place in the offside area where the player was first deemed to be offside by any player 

allowed in that area.  

2) After the opposition captain has been given the opportunity to re-arrange her/his team if 

desired. The offending player is allowed to remain in the position now being played.  

 

12. Arrival/Late Players  

a) Late arriving players may not enter the court while the game is in progress unless; 

1) after a goal has just been scored, OR 

2) immediately after the interval, OR 

3)  play is stopped for injury/illness.  

b) No latecomer may take up a position on court already occupied by an existing player.  

c) The late comer must notify the umpire and the opposing captain before entering the court.  

 

PENALTY: If any of the above conditions are infringed there will be a free pass to the opposing team 

where the infringer entered the court unless this is a disadvantage to the non-offending team in 

which case the free pass shall be taken where the ball was at the time of the infringement. 

 

d) The infringer shall leave the court until able to comply with Rule 12a, b & c. 

 

13. Stoppages  

a) During Semi-Finals or Finals, play may be stopped for injury or illness. A time limit of two (2) 

minutes will be allowed while team officials decide whether the player is fit to continue, and to deal 

with the injury, keeping in mind that coaching is permitted during at this time. 

b) Play may be stopped for any emergency relating to the equipment, court, nets and openings or 

interference by outside agencies, a players' person or clothing or officials in charge of the match.  

c) To stop play the umpire shall blow the whistle and, in the event of the match being a semi-final 

or final, instruct the timekeeper to hold time whilst using the agreed hand signal.   
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d) Play will be re-started when the umpire blows the whistle after first notifying the timekeeper of 

the intention to do. The umpire who blew the whistle to stop play or time, will be responsible to re-

start the play.  

e) Play is continued with the same player and from the position where the ball was when play was 

stopped, except: 

1) When the umpire is unable to say who was in possession of the ball, or the ball was on the ground 

or in flight when play was stopped. Decision: A toss-up between any two (2) opposing players 

allowed in that area and as near as possible to where the ball was when the play was stopped. 

2) When the stoppage was due to an infringement in which case the infringement shall be penalised 

and play continued.  

 

14. Player Interchange  

a) Player interchange is the action of alternating players on and off the court.  

b) A maximum of five interchange players are permitted to be used by any team at any game and for 

the mixed, a maximum of six interchanges.  

c) Interchanges will be allowed at any interval.  

d) Included in these interchange players shall be any player who is utilised as a substitute in the 

event of an injury/illness.  

 

15. Player Substitution  

a) A substitute player is one who joins the game after the game has officially commenced to replace 

an existing player who is incapable of completing the games due to injury or illness. This may occur on 

the approval of the umpire. A maximum of two (2) minutes (per quarter) can be taken in order to 

determine whether a player is fit to continue and to deal with the injury or illness. If further time is 

required, the captain may appeal to the umpire for additional time. 

b) An injured player may leave the court and be replaced by another player. The injured player must 

remain off court until the commencement of the next quarter whereby the interchange rule can be 

applied. Changes are offered to the opposing team when injured player is replaced during the quarter 

in which the injury/illness occurred.  

c) If a substitution has NOT been made for a player who leaves the court due to injury/illness, that 

player may return to the vacant position at any time later in the match, abiding by the following 

rules:  

(i) Play must be stopped for injury or illness OR following the scoring of a goal or at any interval.  

(ii) Removed  

d) Included in these interchange players shall be any player who is utilised as a substitute in the 

event of an injury/illness.  

e) A maximum of 2 minutes can be taken in order to determine whether a player is fit to continue 

and to deal with the injury/illness. Any subsequent injury time within that quarter will be 30 seconds. 

Discretion will be applied regarding injury/illness by the umpire/s.  

 

16. Blood Bin  

a) Play must be stopped if the umpire notices or is made aware of any player who is bleeding. The 

player MUST immediately leave the court to be treated.  

b) The wound must be securely covered and any blood-stained clothing or footwear replaced to the 

satisfaction of the umpire. 

 c) The player may be substituted as per Rule 15b.  

d) If the team elects not to utilise a substitute, neither team may make positional changes. If the 

player concerned is the centre (C), one (1) positional change is permitted by that team. When the 

centre (C) returns to the court, all players must return to the playing position they occupied prior to 

the injury unless there has been an interval or another stoppage for injury or illness.  



Page | 9  
 

e) Before play can re-commence the umpire must ensure that there is no blood on the ball, the court 

or any other player.  

 

17. Substitutes  

After stoppage for injury or illness, when no substitute has been made for a player unable to continue 

when play resume, that player may return to the vacant position at any time later in the match, abiding 

by al the substitution rules 15 and after notifying the umpire. 

 

18. Emergencies  

Any player who wishes to leave the court for an emergency:  

a) Must get the umpire's permission  

b) May only re-enter the court as per Rule 12 

 

RULES OF THE GAME 

19. The Team 

a) A team consists of seven (7) players, including the goalkeeper, with a maximum of two (2) 

substitutes.   

b) No team can start with less than 5 players.  

c) All teams must be registered before being eligible to take part in any competition. A team may 

register up to 10 players per side. However, only 7 players may participate per game  

 

20. The Game  

a) Social or friendly game is played in two halves of 15 minutes each with a break at half time. Teams 

will change halves (i.e. change the direction of scoring) at the end of the first half.  

b) League game is played in four 12-minute quarters, with 2 minute intervals at quarter times and 

3 minutes at half time. Teams will change halves (i.e. change the direction of scoring) at the end of 

each quarter. 

c) The team compiling the highest number of goals is the winner.  

d) A game shall be deemed to be over when the prescribed number of minutes have passed or after 

the umpire’s call or at their discretion.  

 

21. Start of Play  

a) The umpire shall blow the whistle to start and re-start play. 

b) The pass made by the centre is the 'centre pass'. 

c) Play shall be re-started after the scoring of every goal and after each interval and shall be taken 

alternately by the opposing centre players throughout the game. The centre pass is not deemed to 

have been taken until the ball is released from the centre players hands. 

d) Any team not ready for play, provided that the opposition team is on court and ready for play, shall 

be penalised at the rate of one (1) goal per minute for up to twelve (12) minutes, when the game 

shall be awarded to the non-offending team. The match will then be regarded as a forfeited match.  

e) If a player/s delay in taking their position in their playing area prior to the commencement of the 

centre pass the umpire may penalise.  

 

PENALTY: Free pass shall be awarded to the opposing team after the commencement of the centre 

pass. 

 

22. Centre Pass  

a) When the whistle is blown the centre player will throw the ball within three (3) seconds, obeying 

the footwork rule.  
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b) The centre pass must be caught or touched by a member of an attacking team who lands wholly 

in the centre third. 

c) A player who lands with the first foot or on both feet simultaneously wholly in the centre third is 

deemed to have received the ball in the centre third.  

d) An attacking player who lands both feet simultaneously astride the transverse line shall be deemed 

to have taken the ball in the goal third.  

 

PENALTY: Free pass shall be awarded to the opposing team, to be taken in the goal third close to the 

point where the player grounded across the transverse line. 

 

e) If a member of the opposing team touches or catches the centre pass in the centre third play 

continues or if a member of the opposing team touches or catches the ball in the goal third with feet 

astride the transverse line, the advantage rule shall apply. If the ball touches the net after first 

being touched by a member of the opposing team, play continues. 

  

23. Playing the Ball (Including Replay)  

a) A player may:  

1) Catch the ball with one or two hands. 

2) Catch the ball if it rebounds from the goal rings or net attached.  

3) Bat or bounce the ball to another player.  

4) Tip the ball in an uncontrolled manner any number of times in an effort to gain control or to 

direct it to another player. 

5) Bat the ball once and then catch it or direct it to another player. 

6) Bounce the ball in an uncontrolled manner then catch it or direct it to another player. 

7) Roll the ball to oneself to gain possession. 

8) Fall while holding the ball but must keep the grounded foot on the ground before regaining their 

footing and dispose of the ball in a legitimate manner within 3 seconds. 

9) Lean on the ball to gain possession including an offside area.  

10) Bounce the ball off any of the nets to another player.  

b) A player may not:  

1) Deliberately kick the ball or deliberately use the leg to influence the direction of the ball. 

2) Punch the ball. 

3) Fall on the ball.  

4) Attempt to gain possession of the ball whilst lying, sitting, kneeling or in contact with the nets.  

5) Throw the ball whilst lying, sitting, kneeling or using the nets to gain advantage.  

6) Regain possession of the ball after it has rebounded from the nets unless it has been touched 

by another player or make contact with the goal ring or net attached either before or after 

striking the net.  

Held Ball Rule:  

c) A player in possession of the ball must dispose of it in a legitimate manner  

within three (3) seconds.  

d) A player in possession of the ball may not:  

1) Roll the ball to another player. 

2) Throw the ball and replay the ball before it has been touched by another player or some part 

of the goal ring or net attached.  

3) Toss the ball in the air and replay it. 

4) Drop or bounce the ball and replay it. 

5) Replay the ball after an unsuccessful shot at goal unless it is touched by another player or some 

part of the goal ring or net attached. 

6) Replay the ball after it has rebounded from the net.  
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PENALTY: for Rule 23 b, c and d: Free pass to the opposing team where the infringement occurred. 

 

24. Short Pass  

When the ball is released there must be room for a third player to move between THE HANDS of the 

thrower and the receiver.  

 

NOTE: This includes the use of a bounce pass. 

PENALTY: Free pass to the opposing team where the infringement occurred. 

 

25. Over a Third  

a) The ball may not be thrown completely over a third of the court without being touched or caught 

by a player who is deemed to be in that third. The player must be wholly in that third or must land 

in that third to be deemed correctly in that third.  

b) A ball thrown from the centre third which hits the End net of the goal third shall be deemed to 

be over a third if it is untouched by any player deemed to be in the goal third. If the ball hits the 

goal ring or net attached, this is not deemed to be over a third, and play continues.  

 

PENALTY: Free pass to the opposing team just beyond the second transverse line that the ball has 

crossed except when the ball thrown from the centre third hits the end net of the goal third where a 

free pass shall be taken. (On court adjacent to where the ball hits the net) 

 

26. Footwork  

a) A player may:  

1) Catch the ball with one foot grounded or jump to catch and land on one foot - this is the landed 

foot.  

2) The pivoting foot may be lifted but the player must throw or shoot the ball before re-grounding 

the foot.  

3) Step with the other foot, lifting the landing foot, but must release the ball before either foot 

is re-grounded.  

4) A player may pivot completely on their grounded foot, allowing the player to shorten their 

distance between the attacking player and the defensive player.  

b) A player who catches the ball with both feet grounded or who lands after receiving the ball 

simultaneously on both feet may:  

1) Step with the other foot in any direction and lift the grounded foot but must release the ball 

before either foot is re-grounded.  

2) Step with either foot any number of times whilst pivoting on the landed foot.  

3) Jump from both feet landing on either foot but must release the ball before re-grounding the 

other foot.  

4) Step with either foot, then jump releasing the ball before either foot is re-grounded.  

c) The player in possession of the ball may not:  

1) Drag the landed foot.  

2) Hop.  

3) Jump from both feet and land on both unless the ball is released whilst the player is still in the 

air.  

 

PENALTY: Free pass to the opposing team where the infringement occurred. The call may be either 

for “Stepping” or “Footwork.” 
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27. Scoring a Goal 

a) A goal is scored when the ball is thrown or batted or rebounded completely through the goal ring 

and net attached by either the GA or GS who must be wholly within the goal circle. The GA or GS 

may shoot for the goal after winning the ball in a toss-up in the goal circle. When taking the shot for 

goal a player shall shoot within three (3) seconds of receiving the ball and obeying all footwork rules. 

GA or GS must have no personal contact with the ground outside the goal circle whilst receiving the 

ball or in the action of shooting for goal.  

 

PENALTY: Free pass to the opposing team where the infringement occurred. 

 

During the motion of the shooting for goal or after the shooting of the goal, the GA/GS may not 

come into contact with the goal ring or goal net attached. The GA/GS may not net abuse during the 

shooting and completion of a goal.  

 

PENALTY: Goal is disallowed, and GA/GS must stand aside and away and take no further part until 

the ball is released including any forward movement or verbal direction or instructions. 

 

b) A goal will not be scored when:  

1) A player other than the GA or GS throws or bats the ball and it passes completely through 

the goal ring in which instance play shall continue uninterrupted.  

2) The whistle for time or an interval has sounded before the ball has passed completely through 

the goal ring and net attached.  

3) An infringement occurs by a player from the attacking team before the ball passes completely 

through the goal ring and net attached. c) No player may cause the goal ring and net attached, 

to interfere with the shot at goal.  

 

PENALTY: A penalty pass or penalty shot will be awarded if the ball has been released from the 

GS/GA hands, and the GD/GK put their hand/s through the bottom of the net attached to the goal 

ring. If the ball is passing through the goal ring and net attached, an advantage goal will be awarded. 

 

28. Obstruction  

a) A defending player must not be within 0.9 metres of the player with the ball when an attempt 

to intercept or defend is made. The distance is measured from the closest landing foot or in the case 

of a simultaneous landing, from the closest foot of the attacker to the closest point of the nearer 

foot of the defender.  

b) From the correct distance a player may maintain position if the player with the ball steps towards 

the defending player.  

c) A player may be within 0.9 metres of the player with the ball if no attempt is made to defend or 

intercept the ball and no interference is made to the throwing of the ball, or the movement of the 

player with the ball.  

d) A defending player may not shorten the correct distance of 0.9 metres in an attempt to intercept 

or defend the throw.  

e) Obstruction of a player not in possession of the ball occurs:  

1) When a player makes any movement, which may take the arms away from the body, except as 

an attempt to catch or intercept, to gain a rebound, or to momentarily signal for a pass.  

2)When a player makes an intimidating movements or sounds, this includes inside/outside the goal 

circle during the release of the ball whilst taking a shot for goal.  

3) When a player 'pins' an opponent against the net or in the corner of the court in such a manner 

as to prevent the opponent from moving in any direction without causing contact.  
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4) A defensive player may not lift another player to defend a goal being taken. f) When a player 

with or without the ball intimidates an opponent, it is obstruction.  

 

PENALTY: Pass or penalty shot where the defending player was standing. The infringer must stand 

beside and away and take no further part in play until the ball is released including any forward 

movement or verbal direction or instructions. Unless this places the non-offending team at a 

disadvantage, in which case the penalty will be taken where the contacted player was standing. If 

the ball is released cleanly or a goal is scored, then the advantage rule shall apply. 

 

29. Contact  

a) Personal contact  

1) No personal contact with an opponent shall be allowed, deliberately, or accidentally if it interferes 

with an opponent's movement.  

2) No player shall hold an opponent, feel for an opponent or charge an opponent.  

3)No player shall deliberately move into the path of an already moving opponent. A player may not 

move into the natural landing area of an airborne player after that player has left the floor.  

b) Contact with the ball  

1) No player shall push the ball into an opponent or touch an opponent with the ball in order to 

interfere with that opponent's position or movement.  

2) A player shall not either accidentally or deliberately, place a hand or hands on, or remove from 

an opponent’s possession, a ball held by an opposing player in such a manner as to interfere with 

that opponent's position or movement. 

3) Where simultaneous contact occurs, a toss-up is taken between those two players.  

 

PENALTY: for infringement of all contact rules: Penalty pass or penalty shot to the opposing team 

where the infringer was standing except where this places the non-offending team at a disadvantage, 

in which case the penalty will be taken where the contacted player was standing. The infringer must 

stand beside and away and take no further part in play until the ball is released including any forward 

movement or verbal direction or instructions except where if the ball is released cleanly or a goal is 

scored the advantage rule shall apply. 

 

30. Penalties  

a) The penalties awarded are:  

1) Free Pass  

2) Penalty Pass  

3) Penalty Pass or Shot  

4) Advance Penalty 

b)Penalties are taken where the infringement occurred, for a free pass where the infringer was 

standing for a penalty, penalty pass or shot unless the advantage rule is applied: (where the 

advantage rule applies, i.e. the umpires shall refrain from blowing the whistle to penalise the 

infringement when by so doing the offending team would be placed at a disadvantage.) The footwork 

rule still applies whilst taking a penalty pass or shot.  

c) All penalties are awarded to the team, except for the toss-up. 

  

31. Free Pass 

a) Free pass is awarded for all infringements except obstruction, contact and 'net abuse'.  

1) Net Abuse rule: Penalty pass or Penalty Shot, to the opposing team where the infringer was 

standing.  

c) The infringer must stand beside and away and take no further part in play until the ball is released 

including any forward movement or verbal direction or instruction, expect where this places the non-
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offending team at a disadvantage, in which case the penalty will be taken where the contacted player 

was standing. If the ball is released or a goal is scored, then the advantage rule shall apply. the 

vacant position at any time later in the match, abiding by all the substitution rules 15, and after 

notifying the umpire.  

 

NOTE: Where an infringement occurs simultaneously from both teams a toss-up will occur. 

 

32. Penalty Pass or Shot 

a) Penalty pass is awarded for all obstruction, contact and 'net abuse' offences.  

b) Penalty pass or shot is awarded to the attacking team when obstruction, contact and 'net abuse' 

occur in the goal circle.  

c) A player penalised for obstruction, contact and 'net abuse' must stand beside and away from the 

player taking the penalty and shall have no further part in play until the ball has been released, including 

any movement or verbal direction or instruction prior to or on the release of the ball.  

d) Advance Penalty can be applied for Disciplinary issues or Misconduct. Advance penalty can only be 

advanced to the next traverse line or to an area of play chosen by the umpire in their controlling half.  

 

PENALTY: Penalty Pass or Shot is awarded in the circumstances described in Rule 4.4. 

 

33. Toss-Up  

a) A toss-up is necessary when:  

1) two opposing players gain possession simultaneously.  

2) opposing players are simultaneously offside, and one of the players is in possession of the ball or 

touches it.  

3) opposing players make simultaneous contact only when either or both players are disadvantaged.  

4) after a stoppage and the umpire is unable to say where the ball was prior to the stoppage.  

5) when the umpire interferes with two opposing players striving for the ball. .11.4.2 Toss-Up 

Procedure 

b) The toss-up is taken between two opposing players who shall stand facing each other and their 

own goal line with arms straight and at their sides, there shall be a distance of 0.9 metres between 

the nearer foot of one player and that of their opponent, they shall not move until the whistle is 

blown. The umpire shall release the ball midway between the two players from just below the shoulder 

level of the shorter player's normal stance, momentarily the umpire shall be stationery and hold the 

ball and flick it vertically not more than 600mm in the air as the whistle is blown. A goal shooter or 

goal attack may shoot directly for a goal after winning a toss-up inside the goal circle.  

 

PENALTY: Free pass to the opposing team where the infringement at the toss-up occurred. 

 

34. Announcing a penalty  

After blowing the whistle, the umpire shall announce the infringement, penalised player and the penalty 

awarded. This shall be done by setting the penalty clearly by indicating the infringement as well as the 

direction of play.  

 

35. Discipline  

a) The breaking of rules and/or the employment of any action not covered in the rules which is contrary 

to the spirit of the game is not permitted. This includes: 

1) The breaking of rules between the scoring of a goal and the restart of play and between the 

awarding and taking of any penalty on court. 

2) Deliberate delaying of play.  
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b) An umpire may send a player from the court - but only when the Umpire/s are sure the original 

penalty is insufficient, except in extreme cases. A warning should be given in minor cases.  

 

PENALTY: Warning to the infringing player. 

'Penalty pass' or 'Penalty pass or shot' or advancement of penalty up court within that third, from 

where the infringer was standing - unless this places the non-offending team at a disadvantage. 

Offending player removed from the court for a period of time or number of goals scored. 

 

c) When a player is sent from the court:  

1)No replacement is permitted  

2)No team changes are permitted, unless the player is in the centre position, in which case one on 

court player only may be moved to the center position.  

 

36. Coaching  

Coaching will be permitted only in the designated area allocated. Derogatory comments or directions to 

officials, players or spectators will not be permitted. The umpire has the authority to warn and further 

award a penalty against that team if these actions continue.  

 

37. Supporters  

Supporters of a team will not be permitted to heckle or intimidate the opposing team's players or the 

umpire in anyway whatsoever. The umpire will warn the supporters and may penalise the team if this 

action is deemed necessary.  

 

PENALTY: Free pass to the opposing team where the infringement occurred. Goals or penalty pass can 

be awarded to the opposing team is this keep occurring. 

 

38. Stoppages  

Time shall NOT be added to compensate for any time lost because of an accident or injury/illness or any 

other cause except in finals matches when the time lost for a stoppage shall be added to the quarter 

in which it occurs. 

 

39. Penalty Shot  

Extra time shall be allowed to take a penalty shot in any game if a penalty has been awarded just prior 

to the whistle indicating the end of the period or game.  

 

40. Boundary  

The transverse lines bounding each area are included as part of that playing area. Player Position Bib 

Areas allowed (refer to diagrams)  

 

41. Positions of Players & Start of Play  

a) Players positions and areas of play are as follows:  

Player Position Bib Areas Allowed (Refer to Diagram) 

Goal Shooter GS 1, 2 

Goal Attack GA 1, 2, 3 

Wing Attack WA 2, 3 

Center C 2, 3, 4 

Wing Defence WD 3, 4 

Goal Defence GD 3, 4, 5 

Goal Keeper GK 4, 5 
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b) The attacking centre, the rule was that the player must stand wholly in the centre circle and the 

other foot must travel through the cylinder. The change is now that the player is permitted to place 

one foot ONLY, completely in the centre circle before passing the ball for the centre pass. This will 

allow the game to flow and alleviate any grey area with players who play outdoor netball. If the foot 

is on the line, that is still okay as the line forms part of the playing area. If the foot is out of the 

circle area i.e. over the line in the centre circle, that will be deemed as an incorrect centre pass as the 

player is not wholly within the circle and a free pass will be awarded to the opposing team where the 

foot was out of the circle. 

c) The opposing centre shall be in the centre third and shall be permitted to move freely.  

d) All other players shall be in whichever goal third is part of their playing area and shall be permitted 

to move freely within it.  

e) No other player shall enter the centre third until the whistle has been blown to start or re-start 

the game. 

f) The usual defensive distance must be kept from the player with the ball.  

 

PENALTY: Free pass to the opposing team where the player entered the centre third. The call shall 

be for “breaking.” If two opposing players simultaneously enter the centre third before the whistle 

and either player is in contact with the ball, the offside rule applies. If neither player is in contact 

with the ball, no infringement has occurred, and play continues. 

 

42. Position Changes  

Player positions may be changed at any interval or at any stoppage for injury or illness. The injured or ill 

player, who is not removed from court, may change positions with another team member. In the event 

of this happening, the umpire must ensure that both teams are given the option of changing positions. 

If team changes occur, due to injury/illness, the injured/ill player must be involved in the team player 

changes.  

 

PENALTY: Free pass to the opposing team immediately any player enters an area that was offside 

prior to that player being changed or substituted. The free pass shall be taken from the place where 

the player was first deemed to be offside by any player allowed in that area, and after the opposing 

captain has been given the opportunity to make positional changes if desired. The offending player is 

now allowed to remain in the new position. 

 

43. Offsides  

a) Areas; A player shall be offside if they enter any area other than their designated playing area 

whether they are in possession of the ball or not. (refer Rule 40)  

b) Notifications: A player shall be offside, despite the positional bib worn, if the captain fails to notify 

officials of positional changes or substitution. That player is deemed to be still in the original playing 

position.  

c) Boundaries; A player may take the ball from an offside area or lean on the ball to gain balance but 

shall not be deemed offside unless body contact is made with the floor or net in the offside area. If 

the player illegally uses the net, the net abuse rule shall be applied.  

 

PENALTY: Free pass to the opposing team where the offside occurred. 

 

d)Simultaneous offside: When two (2) opposing players are simultaneously offside:  

1) If neither is in contact with the ball and no advantage is gained by either side play will continue 

with no penalty. 

2) If one or both is in possession of the ball or touches it, a toss-up is taken between the two 

players in their own area.  
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3) If in different areas and either is in contact with the ball, a toss-up between any two opposing 

players will be taken where the infringement occurred.  

 

44. Spirit of the Game  

All players should assist the umpire who performs an often-difficult task to the best of their ability. A 

rule clarification may be asked for by Team Captain after calling time out, when assistance of 

management may be requested if necessary. All decisions may be applied and must be taken within the  

“SPIRIT OF THE GAME”  

 

This standard shall override all rules detailed and total discretionary power shall be left with the Umpire 

for their final decision after taking “THE SPIRIT OF THE GAME” into account  

 

LEAGUE SCORING SYSTEM 

45. Wins and Points 

WIN: 4 Points 

Draw: 2 Points 

Loss: 0 Points 

0.5 bonus points for every 5 goals 

Forfeit win: 4 Points 

Forfeit Loss: -4 Points 

 

46. Ladder Position 

At the end of the round robin stages the ladder position will be determined by the following criteria: 

1) The team with the highest number of wins in the competition, if equal. 

2) The result of the match between the two teams during the round robin, if equal.  

3) The team with the highest goal average, calculated by dividing the goal for by the goals 

against, if equal.  

4) The team scoring the most goals, if equal.  

5) The team with the least goals against, if equal.  

6) Disciplinary record of the two teams.  

 

47. Drawn Quarter, Semi and Finals  

a) At the end of the competition there will be a finals series for the top teams. To qualify for the 

Playoff finals each player must have played at least 50% of the minor round games.  

b) When a quarter final, semi-final or final is drawn, then extra time shall be played. No team changes 

will be made except for injury/illness.  

1) After one (1) minute break the teams shall change ends and the centre pass shall continue to 

alternate.  

2) Two x Five-minute halves shall be played with a no break at half time for teams to change 

ends. 3) If the result at the end of this extra time is still a draw play continues uninterrupted 

until one team has a two (2) goal clear advantage. 

 

48. Mixed Teams 

To be read in conjunction with rules 1-42.  

a) There will be a minimum of three (3) females and a maximum of three (3) males. A team may 

play a minimum of two (2) males even if three are available to play, but still following by the rule 48 

b.  

b) the male players MUST play in the following positions:  

1) One (1) Goal Shooter OR Goal Attack.  
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2) One (1) Centre court player (either Centre, Wing Attack OR Wing Defence).  

3) One (1) Goal Defence OR Goal Keeper.  

c) Six (6) interchange/substitute players are permitted in any game.  

1) These players may be made up in any ratio of male and female players but can only be used in 

conjunction with 48 (a) and (b) and Rule 15.  

 

INTERRUPTIONS  

49. Interruptions by power failure 

In the event of a game being interrupted by power failure, the duty manager or umpire shall determine 

the most appropriate course of action, being mindful of maintaining equity and may consider applying one 

of the following conditions 

1) If the power is restored quickly, and it is determined that the game can be completed within the 

allocated game time: 

a) The game will re-commence from the same point that it was interrupted. The last delivery 

will be re-bowled if it had not been completed before the power failure. The same players 

must recommence the game. 

2) If the power cannot be restored quickly and it is determined that the game cannot be completed 

within the allocated game time: 

a) A decision may be made to finish the game when the power is restored and amend the starting 

times for all other subsequent games on that day. The conditions of “1.a” would apply. 

b) A decision may be made to adhere to the draw and finish the game at the end of the day’s 

play. The conditions of “1.a.” would apply unless a player was injured in a subsequent game. 

c) A decision may be made to adhere to the draw and finish the game on another day during the 

tournament. The conditions of “1.a.” would apply unless a player was injured in a subsequent game. 

d) A decision may be made to abandon the game and award team’s points for any completed skins 

and halve the remaining points. 

3) A decision may be made to abandon the game and award both teams 4 points.  

 

50. Interruptions by bad weather 

In the event of a game being interrupted by rain or high winds, the duty manager or umpire shall 

determine the most appropriate course of action, being mindful of maintaining equity and may consider 

applying one of the following conditions 

1) If the weather improves quickly, and it is determined that the game can be completed within 

the allocated game time: 

b) The game will re-commence from the same point that it was interrupted. The last delivery 

will be re-bowled if it had not been completed before the power failure. The same players 

must recommence the game. 

2) If the bad weather persists and it is determined that the game cannot be completed within 

the allocated game time: 

a) A decision may be made to finish the game when the weather improves and amend the starting 

times for all other subsequent games on that day. The conditions of “1.a” would apply. 

b) A decision may be made to adhere to the draw and finish the game at the end of the day’s 

play. The conditions of “1.a.” would apply unless a player was injured in a subsequent game. 

c) A decision may be made to adhere to the draw and finish the game on another day during the 

tournament. The conditions of “1.a.” would apply unless a player was injured in a subsequent game. 

3) A decision may be made to abandon the game and award both teams 4 points. 
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Umpire Hand Signals  

Hand signals may be used to clarify decisions:  

 

 

 


