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Positioning

Positioning in broomball follows the lead-trail system.  The lead official is in the offensive zone while the trail official is behind the play, passed center ice.  The five basic positions are illustrated below.  Positions are not in any specific order.
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Position A
This is the initial face off position.  It is the duty of A1 to become the lead official while A2 is administering the face off.  The only exception is when A1 becomes trapped when the ball moves along the boards on his side.  In this case, A1 drops back and allows A2 to take the lead.  NOTE: Face off control is very difficult for many teams and a battle in the neutral zone is likely to ensue, in these cases, it is the duty of A1 to take the lead in covering the ice.
Position B
TRAIL; this position is the traditional trail position, at least one foot behind the center line.  This official is responsible for calling the ball “out” of the zone or staying in the zone (“good”).  They also watch away from the ball play such as positioning in front of the net.  The trail official may also make primary calls in the yellow zone, which could be a blind spot for the lead official on the other side of the ice.  This official also clears the shooter, meaning they do not follow the ball on the shot, but ensure the shooter or passer does not get fouled after the attempt.  During power plays or when a ball does not fully clear into the other offensive zone, this official may also need to call on or offisides for a lead official who is still in position D.
Position C
TRANSITIONAL; an official should never be caught in the C position.  This is a transitional position between lead and trail when the attacking team is moving the ball into the offensive zone on your side.  The purpose of this position is to clear the offsides call as the ball crosses the blue line.  The official should be in the attaching zone, at least one foot ahead of the blue line, before moving to position D and becoming the lead official or back to position B if the ball is turned over.

Position D

LEAD; the official in this position has the primary duty to call goals and officiate the majority of the play in the offensive zone.  Follow the ball, but a good rule of thumb is that when the ball is moving up and down the boards, watch the players instead (since your primary reason to watch the ball is following shot attempts).  It is important that the official in this position always take an active role in avoiding the ball and be constantly moving.  If a ball comes into their area, the official shall move as quickly as possible.  If not able, they will remain completely stationary and allow players to play around them.  In the worst case scenario, a ball will end up under or between the official’s skates, do not move, and keep both skates on the ice.  If on the boards, lift one skate to the advantage of the player in control.
Position E
CREASE PLAY; this is a position of extreme importance.  Officials must get to this position when the ball is within the red polygon in the illustration on the previous page.  From this position the official’s principal concern is crease play and/or eliminating the blind spot that the goal cage creates on the opposite side of the ice.  This position is essential and officials’ must be capable of moving quickly to avoid being hit by shot and/or sticks.  Typically it is only from a position close to the net that an official can truly tell what is a near goal or a near save.
Movement outside of these positions will occur.  Officials must always remember to keep open their lines of sight and to keep an eye on their partner as you may have to cover their blind spots or watch for play on secondary areas on the ice.  The following are some general dos and don’ts for officiating broomball.


Do

· Cover for your partner when they are obstructed or moving out of the way of a ball that is being played.

· Get to the goal line quickly during scoring opportunities.

· Listen to and look at your partner to see if they are making a call, assist them with a whistle if needed (they may not be bale to see ball control to whistle for delayed calls).


Do Not

· Take a position along the boards at any time, especially when a ball is being shot into or cleared out of the attacking zones.

· Straddle the center or blue lines, make sure if you are hit by a ball, it has entered or cleared the zone completely (be one foot passed the line, away from the ball).

Common Whistles
The following are common whistles or stoppages in play during the course of a game.  They result in face offs as indicated in the upcoming section.


High Sticking (non penalty)
Contacting the ball with the stick above the shoulder level, if the ball is played by another teammate, goes out of play, or scores a goal for the offending team, high sticking is called.  NOTE: if the high stick creates contact with the body of an opponent, at least a minor penalty shall be assessed, see the upcoming section on penalties.  If the ball is legally played by an opponent without pressure from the offending team, the call is washed out.

Offsides
When the offensive team enters the attacking zone (both feet) prior to the ball entering the attacking zone, this is a violation resulting in a faceoff.  The attacking zone begins with the blue line.  However, once the ball crosses the blue line, a ball must clear center ice to leave the attacking zone.  As such a ball that passes back over the blue line, but does not pass the center line is still in the zone and players do not have to leave the attacking zone to get back onsides.  This is the “floating blue line” concept.  The ball must be touched in the attacking zone for the call to be made.

Hand Pass
Hand passing is allowed in the defensive zone only provided the ball is played by a teammate before the blue line.  Outside of this provision no teammate may bat or pass a ball with their hand to another teammate.  If this occurs a whistle is blown for a hand pass.  If the ball is played by an opponent who is not pressured by the offending team, the call is washed out.

Goaltender Play (hand pass & drop kicks)
When a goaltender makes a hand pass it falls under the same restrictions as any other player.  However, a goaltender cannot use their right to pick up a ball to create an advantage by drop kicking the ball down the ice.  If the goaltender drops the ball, it must roll on the ice or be on the ice surface when he contacts it with their stick or foot.  If the ball is played by an opponent who is not pressured by the offending team, the call is washed out.
Goalie Freeze
Goaltenders may “freeze” the ball or hold it within their hands or body to cause a whistle.  If a goalie is not pressured and has control of the ball within their glove, the goalie must play the ball (or release it) within 3 seconds or face a possible delay of game.  A verbal warning by the official telling the goalie to “play the ball” should be issued.  If the goalie is pressured the official shall call for a freeze immediately once the ball is secured or if they are unable to play the ball within 3 seconds due to pressure.


 Indicate with delayed call signal when applicable – washout when no longer being called
Face offs
Face off procedure is essential to the game.  Face offs will only be administered from the center ice circle, the four defensive/attacking circles, or the four “offsides” face off zones.  Face offs will be administered at the nearest appropriate spot, if a ball goes out of play from a zone in between two designated circles.  Officials shall administer face offs following proper procedure.

Face off Procedure
1. Indicate the spot the face off will occur.

2. Take position at the face off spot; give 5-second warning with whistle.

3. Position ball directly over the spot of the face off.

4. Make sure both players are “square” in face off (not shooting) position.

5. Make sure both players have their sticks down, on their side of the ice, outside of the face off spot, and their sticks are stationary.

6. Players who do not or will not follow 4 & 5 shall be issued one warning and then be kicked out of the face off.
7. The official should not indicate they are dropping the ball prior to releasing the ball into the face off.  With the ball above the spot, quickly push the ball down (without bringing it up first) to administer the face off.  The ball should fall straight down on to the spot.

8. It is the responsibility of the official to ensure the ball fall straight down and not on an angle and hits or comes close to hitting the ice before being played.


Important Notes

· Face offs should be administered within 15 seconds of the dead ball whistle.

· Face offs should be administered within 5 seconds of the warning whistle.

· Substitutes must immediately come on the ice to prevent delaying the progress of the game.

Basically when a face off is caused by the defending team, the face off is in the defensive zone of the offending team.  When the face off is cause by the attacking team, the face off occurs at least outside the attacking zone.  The idea is to penalize or at least not reward the offending team.  

For more specific information regarding the proper location to administer face offs, see the chart on the next page.
Face off Spots by Occurrence
	Occurrence
	Face off location

	Disallowed Goal
	Nearest neutral zone spot, side of origin

	Goal
	Center Ice

	Goal Tender Freeze
	Defensive zone, side of origin

	Hand Pass
	The nearest spot (either pass origin or touch by teammate) further from the offensive zone of the violating team, not in offensive zone

	High Stick (violation)
	The nearest spot (either pass origin or touch by teammate) further from the offensive zone of the violating team, not in offensive zone

	Inadvertent Whistle
	Nearest Spot

	Injury Timeout
	Nearest Spot

	Net knocked off by Defense
	Nearest Spot (may be penalty for delay of game as well)

	Net knocked off by Offense
	Nearest neutral zone spot, side of origin

	Official’s Timeout
	Nearest Spot

	Offsides
	Nearest neutral zone spot, side of origin

	Penalty, coincidental
	Nearest neutral zone spot, side of origin

	Penalty, normal
	Defensive zone of offending team, side of origin

	Shot, Defensive player deflection
	Spot nearest where the ball is deflected, cannot be shooter’s defensive zone

	Shot, Goalie deflection
	Defensive zone, side of origin

	Shot, no deflection
	Spot nearest shot origin, cannot be the offensive zone of the shooter

	Start of each period
	Center Ice


Face off Spots by Location
	Face off location
	Occurrences

	Center Ice
	Goal, Start of each period

	Defensive Zone, side of origin
	Penalty (normal), Goal Tender Freeze, shot with goalie deflection

	Nearest neutral zone spot, side of origin
	Disallowed Goal, Net knocked off by Offense, Offsides, Coincidental Penalties

	Nearest Spot
	Inadvertent Whistle, Injury Timeout, Official’s Timeout

	Nearest Spot

(may be penalty for delay of game as well)
	Net knocked off by Defense

	Nearest Spot, of deflection

(cannot be shooter’s defensive zone)
	Shot (deflected by a defensive player)

	Nearest Spot, of shot origin

(cannot be the offensive zone of the shooting team)
	Shot (no deflection)

	The nearest spot (either pass origin or touch by teammate) further from the offensive zone of the violating team, not in offensive zone
	Hand Pass, High Stick


Penalties
The difficulty of calling penalties in broomball tends to stem from the concept of trying to run and balance yourself on ice.  Many times, players will use their hands and lightly push other players to keep their own balance.  Most of the time, this is merely legal contact since the player initiating the contact does not gain a significant advantage.

With most sports, the key is to remember before signaling a call, “Did the situation create an advantage for the offending player (or a disadvantage for the fouled player)?”  Some penalties should always be called due to their dangerous nature.  Some of these include high sticking and slashing.  Below are some common penalties, interpretations, and comments.
High Sticking
This is a dangerous play penalty that should be enforced at all times.  The definition of a high stick is when player A creates contact with player B when player A’s stick is above THEIR shoulder level.  An acceptable call would also be when a player A contacts player B’s head (helmet, face, neck, etc) with their stick while player B is still standing.
The important item to remember is that high sticking penalties are always called, regardless if the player in question made a legal play on the ball.  A player in a backswing or follow-through is still subject to a high sticking penalty.
Slashing
Slashing penalties tend to come in three varieties; swing and a miss, overly aggressive play, or bad stick checks.  The swing and a miss slashing calls tend to apply to situations in front of the crease where they are many players.  
Swing and a Miss

A player will swing at an airborne ball (legal) and miss, but on the follow-through strikes another play in a dangerous fashion (full speed).  If this occurs above the waist, it tends to be a slash.  NOTE: if the offending player’s stick is deflected (by another stick) this is not a slash.
Aggressive Play
Overly aggressive slashes occur when a player over plays a ball or situation and brings their stick down from a bad angle creating some form of contact to the body of an opponent.  Best examples are usually over the shoulder or from across the body.

Illegal Stick Checks

A stick check is when a defending player comes down or lifts up the stick of another player with their stick.  This is legal and prevents the other player from playing the ball properly.  A Bad Stick Check is when a player comes down on the other player’s stick around the hands or arms; this is illegal and warrants a slashing call.  Stick check contact should occur by the broom head, away from the hands.  NOTE: Stick checks that create arm contact from below can be called hooking penalties if they obstruct the ball handler from making a play.
Interference
Interference is a common, yet tricky penalty to call, especially on small ice surfaces.  The basic concept of interference is impeding (or interfering with) the progress of a player to the ball by taking an illegal position or making an illegal action.  The key is the “illegal” action or position.  
Illegal Stick Check 
For example, a stick check is legal when the ball is being passed or in control of the person being stick checked, but a stick check is illegal when it is intended to impede the progress of another player.  For example:
A1 just received a pass and is preparing to shoot, A2 (teammate) stick checks B1 while A1 prepares for their shot.  If B1 was thrown off balance, delayed, or prevented from using his stick to make a play on A1.  In this case A2 has interfered with B1.

Body Interference

Similarly interference with the body can be called.  Players are entitled to maintain or move to position where they can make legitimate attempts to play the ball.  A player is not required to move out of the way of an opponent who moves the ball past them or is chasing a loose ball.  However, if a player moves to screen (intentionally or unintentionally) another player from a loose or controlled ball while not attempting to make a play on the ball, then this player shall be called for interference.
One of the keys to remember with interference is whether or not the offending player “cuts down” the intended lane of the offended player by committing the stick check or moving into a new position.
Roughing
This is a generic penalty for being too rough.  It usually applies to pushing and shoving, intentionally and unintentional.  This also applies to “playing through” another player to get to the ball.
One of the most common yet most difficult to call occurrences is when players coming in fast to play a ball on the boards.  Players must use common sense and slow down to avoid contact and a penalty.
Players who engage in rough actions intentionally shall be assessed a double minor and/or misconduct penalties.

Holding
Holding is self explanatory; there are two types of holds; holding the player and holding the stick.  A player must be restrained (or disadvantaged in some way) to call a holding penalty.
Tripping
Tripping is using the stick or body to trip an opposing team member.  Typically the opposing player must fall to warrant a tripping penalty.  Though this sounds simple there are many important interpretations to this rule.

Tripping from Behind

These types of trips are dangerous and should always be called.  The purpose is to eliminate contact with the back of the leg resulting in a blind fall onto the back.  Keys to remember include the severity of the trip and if the offending player truly came from a blind angle (as opposed to the periphery).  If a player comes from behind but creates contact in the front of the body this is not tripping from behind, though may still be tripping.

Diving to Block a Shot or Pass

Players will attempt to dive or layout to block shots and passes throughout the game.  Though this is not illegal, players must remain in control of their body at all times.  The following considerations should be taken in to account when players layout in an attempt to stop a shot or pass.
i. Did the offending player have control, in other word, if the offending player were to miss the ball, could they stop before upending their opponent?

ii. Did the offending player completely smother the ball or did the ball go free and remain playable for the offended team?

iii. Did the offending player make any additional motions outside of a basic slide (kicking, lifting the stick, etc) and did this contact cause the trip?

iv. Was the slide toward open ice, in other words, did the offended team KNOWINGLY move into the area where contact was likely to be created?
Tripping with the Stick
Commonly this can occur on many levels.  Tripping with the stick can occur from behind or in front of the offended player’s field of view.  There are two important scenarios to consider with stick trips:

A1 pushes the ball passed B1 while B1 attempts to block the ball with their stick.  B1 misses and A1 trips over the stick of B1 while trying to get by.  This is TRIPPING.

A2 is on a breakaway, B2 comes in from the side and takes a hard swing with the broom directly on the ice surface, trying to hit the ball.  B2 successfully connects with the ball as well as the shin of A2 and A2 falls.  Provided the ball was contacted first, this is NOT tripping.

It is important to remember in both scenarios, when and if there is contact with the ball is the key factor in determining a stick trip.
Tripping with the Legs/Arms
Possibly the easiest form of tripping to call, sticking out the leg or arm to cause a trip is a penalty.  Though some leeway should be allowed for players to try and make a play on the ball (by kicking or blocking with the hand), players should not receive as much leeway as allowed in the tripping with the stick subsection above.

assessing penalties
This section will cover the administration of penalties and the various severities of penalties that can be given to players on the ice.  In the course of a typical game 0-3 minor penalties (0-6 minutes) will be assessed.  Certain teams will play more aggressive than others but this does not always warrant more penalties.  Officials should observe the level of play and aggressiveness of both teams and establish a baseline of expected behavior early in the game.

Players can serve penalties at either their own bench or the scorekeeper’s table side.  The time on the penalty does not begin until the ball is dropped (not when the penalty was called) since the game is played with a running clock.
Remember to constantly talk and warn players when they are getting close to penalties.  Unlike other sports, broomball penalties carry a heavy toll on the offended team by making them play 2 minutes with one fewer player. 

Severity of Penalties
1. Minor Penalty – Two Minutes, basic Penalty.
2. Double Minor Penalty – Two stacked two minute penalties on one player.
3. Major Penalty – Five Minutes and ejection for extremely dangerous play.
4. Misconduct – Ten Minutes off the ice for this player only.  The offending player’s team does not play down a player (though usually is assessed with a minor).
5. Game Misconduct – Ejection for the offending player.  The offending player’s team does not play down a player (though usually is assessed with a minor).

Administration
1. Coincidental Penalties – Two players on opposite teams commit penalties at about the same time, within the same play.  Both players are ruled off the ice for the indicated time frame but substitutes are allowed (neither team plays with less players or an advantage).  The offending players may not return to the ice until the whistle for a stoppage in play after their penalty time has expired.
2. Stacked Penalties – When a team can no longer remove players from the ice or if a player receives multiple penalties the additional minutes are added or stacked on existing penalties.  If a power play goal is scored, the penalty with the LEAST amount of time is nullified and the remaining penalties are enforced.  So if one player has 3:10 left on their penalty when a goal is scored, 1:10 is nullified by the goal and 2:00 remains.
3. Goaltender Penalties – Goaltenders are not required to serve penalties except for Majors and Misconducts.
4. Penalty Shots – These occur only when a defending player falls on the ball in the crease or commits a penalty from behind on a breakaway.  The offended team has the option to take the penalty shot or the minor.
5. Tagging Up – Due to the nature of the ice rink and benches.  Players entering after a penalty on their offensive side must cross the blue line before entering the play.  If the ball has already entered the offensive zone, the player may proceed to the blue line with out interfering with the play and offsides will not be called.  If the ball has not entered the attacking zone but enters as the player comes back on the ice, all members of the team must remain behind the blue line until the penalized player has tagged up.
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