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INTRAMURAL BASKETBALL RULES
NOTE: UNLESS OTHERWISE STATED, THE NATIONAL FEDERATION OF STATE HIGH SCHOOL ASSOCIATIONS’S BASKETBALL RULES WILL BE FOLLOWED

THE GAME, TIMING REGULATIONS, AND SCORING
Pre-Game

   1.   All players must remove all jewelry (including ear rings, rubber bands etc).

   2. Shorts must be worn above the hip, NO SAGGING (will be removed from the game).
   3. Must have sleeves on.
   4. Must have a number on your shirt/jersey.
The Game

1. Only the first game of the night will have a 5 minute grace period from the actual game time. All other games are game time forfeit time. If a team forfeits twice, they are dropped from further competition. Players must be signed in and ready to play at game time. Scorekeepers will not look for you. You must go to them.
2. 5 players constitute a team. A team must start the game with a minimum of 4 players. When the fifth player arrives, he/she must check in with the score keeper before entering the game.
3. A player who strikes either the backboard so hard it can not be ignored because it is an attempt to draw attention to the player or a means of venting frustration, should be assessed a technical. If, in the opinion of the referee, the slapping of the backboard affects the shot, basket interference shall be called and the basket shall count. 

4. During a free throw attempt, all players (including the shooter) may not break the plane of the outside edge of the free throw lane or 3 point line until the ball touches the rim or backboard.

5. A substitute must report to the scorer's table before entering the game. During free-throws, substitutes must wait until the final of multiple attempts before entering the game. 

6. Side goals are considered out of bounds.

7. All participants must wear tennis shoes.

8. The referees (with consultation from the assigned time keeper) will be the sole judge of the game clock. If a timing error is made, the referee will remedy the situation in a fair and equitable manner.

9. The team captain is responsible for both the conduct of team members and his/her spectators.
10. All teams will receive a Sportsmanship Rating of an A - Acceptable or U - Unacceptable. Any team with an unacceptable rating will need to meet with the Intramural Coordinator or Assistant Coordinator before their next game.
11. During a free throw attempt, all players (including the shooter) may not break the plane of the outside edge of the free throw lane or 3 point line until the ball touches the rim or backboard.

12. The referee's decision will be final. Continued complaining and arguing will not be tolerated. NO CURSING! A technical foul or an ejection will be assessed.
Starting the Game

   The game will begin with a jump ball between any two players…one from each team…with possession alternating between each team in all jump ball situations after the opening jump. Each overtime period will begin with a jump ball between any two players…one from each team.

Timing Regulations

1. The game will consist of two halves of 18 minutes. The clock will run continuously (including technical fouls) except during the final two minutes of the second half of a close game in which 10 or less points separate the teams. At this point, the clock will be stopped for all infractions in accordance with High School Rules.

2. Mercy Rule: If a team is 25 or more points ahead anytime during the last two minutes of the game, the game shall end.

3. Halftime will be 5 minutes in length.

4. Each team is permitted 3 timeouts per Game….each one minute in length.

5. If a team calls a timeout during a free throw situation, the clock will start as soon as the ball is in-bounded after the made free throw or as soon as the ball comes into contact with a rebounder. 

Overtime
1. If the score is tied at the end of the second half, play will continue without a change of baskets for one or more extra periods with a one-minute intermission before each extra period. As many such periods as are necessary to break the tie will be played.
2. Extra periods are an extension of the second half…personal and team fouls carry over. The length of the extra period will be 2 minutes.

3. The clock will run continuously until the last minute of each period when it will stop for all fouls, violations, and timeouts.

4. Each team is allowed 1 timeout…1 minute in length for each overtime period. Timeouts not used during regulation play cannot be used during the overtime period(s).

Scoring/scoresheets
1. A successful try from the field by a player who is located behind the 19’ 9’’ line counts three points. Any other goal from the field counts two points for the team into whose basket the ball is thrown.

2. A goal from a free throw counts one point for the thrower’s team.

3. Basketball score sheets should include entire first and last names and players number. As players arrive, they may be added to the score sheet providing they are eligible for that team (see Intramural handbook). 

COED BASKETBALL RULES
PLAYERS

Each team consists of five (5) players (3 male/2 female or 2 male/3 female). 
Teams may play with a minimum of four (4) players to avert a forfeit (2 male and 2 female only). In the event of a player fouls out and there are no substitutes, a team may play with 2 males and 1 female or 1 male and 2 females. A team may never play with only females or only males.
SCORING

Goals that are scored by female players will be worth 1 more point than goals scored by male players. 
1 point basket =
2 points

2 point basket =
3 points

3 point basket =
4 points

DEFENSE

Players may guard any opposing player without restriction by gender.
Men CANNOT steal the ball from a woman who has possession or is dribbling. Men may steal a pass.

It is a violation for a male to block a shot attempted by a female. Blocking of a female's shot by a male will result in a goaltending violation (automatic goal). 
MISCELLANEOUS

Either gender may jump to begin the game or any overtime periods.
The three second rule will be in effect.

Either a men’s or women’s basketball may be used. If both teams cannot agree, a women’s ball will be used in the first half and a men’s in the second half.
FOULS AND PENALTIES
Personal and Team Fouls
1. Any player charged with a fifth foul or a flagrant foul will be disqualified from the game.

2. A bonus free throw will be awarded for each common foul…except a player-control foul…committed by a player of a team beginning with that team’s seventh foul in a half, provided the first attempt is successful. A player-control foul is counted as a team foul for reaching bonus.
3. Two free throws will be awarded for each common foul…except a player-control foul…committed by a player of a team beginning with the team’s 10th foul in a half. A player-control foul is counted as a team foul for reaching double bonus.

4. Two free throws will be attempted for intentional fouls, technical fouls, and flagrant fouls. The offended team gets possession of the ball after the free throws have been attempted.

5. Team fouls from the second half carry over into overtime, if overtime occurs.

6. No slam dunks or attempted slam dunks during the pre-game, during the game, half-time, and/or the post-game period. Any player(s) who dunks/grasps the rim during the pre-game, during the game, half-time, and/or the post-game period. . Penalty: The basket does not count; technical foul; and immediate ejection from game plus one game suspension. 
7. If a team acquires 3 unsportsmanlike technical fouls in one game, the game will be over at that point; the offending team will be declared the loser; and teams will automatically receive an unacceptable sportsmanship rating.

Technical Fouls
1. The opposing team will be awarded two free throws and possession of the ball.

2. Any player receiving two technical fouls for unsportsmanlike conduct in the same game will be ejected from a game.
3. Any team receiving three technical fouls in the same game will forfeit that game.
4. If a double technical foul or double flagrant foul is called, no free throws will be shot and the ball will be put back in play at the point of interruption.

Blood

Any player who is bleeding must leave the game immediately. The bleeding must be stopped and the wound securely covered with a bandage before the player can continue. If there is blood on any clothing or jersey, it must be changed before the player resumes play.

Appeal Process

If a team wants to submit an appeal, captains must stop play immediately and notify supervisor. Supervisor will document appeal and forward it to the Intramural Coordinator and Assistant Coordinator. The Intramural Coordinator and Assistant Coordinator will rule on appeals. Teams cannot appeal officials’ calls.

Forfeit Rules

A team that fails to appear at two (2) the scheduled games will be dropped from further competition. In the case of a forfeit, the team receiving the forfeit will get a win by the score of 2-0.
