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[bookmark: _GoBack]Spring Basketball Rules
     			(UPDATED 12/19/17)

Please refer to the IM Handbook for comprehensive eligibility guidelines, policies, and procedures. The following rules provided by Michigan Tech IM-Rec Services are not meant to be all encompassing. These rules last updated: 12/1/2016.


The rules of the National Federation of State High School Athletic Associations will apply in all cases except where special intramural rules apply.

Any student whose physical condition or health status is such that playing IM Basketball might be detrimental to himself/herself is ineligible to play unless written permission has been attained from the University Student Health Service before playing.  Determining his/her health status and getting permission is the responsibility of the player and must be arranged by the player.  The IM Office, staff and Michigan Tech University are not responsible for any injuries, health problems, or otherwise that might occur to any person playing IM Basketball.  It is recommended that all players have a recent medical examination before playing.

I.	RESPONSIBILITIES OF TEAM MANAGER
A.	All managers and participants should be familiar with the Intramural Eligibility Rules and Regulations.  These rules are listed in the Intramural Handbook.  The handbook is available in the Intramural Office and on the Intramural Web-site.  Participants must be currently enrolled students and be prepared to show MTU identification before entering the Multi-Purpose Gym area.
	B.	Read and know the rules. Have a team meeting to cover the rules and schedule.
	C.	Team managers are responsible for the conduct of their players and fans.
D.	ONLY the team manager may address the official on matter of rule interpretation and for information.
E.	Anyone physically accosting an Intramural Official will be immediately and automatically suspended.  The suspension will remain in effect throughout the time necessary to clarify and verify the facts surrounding the action.  Permanent suspension may follow.  Team and players have further responsibility in acting to prevent their fans from abusing the officials and to help the officials control their spectators so that the game is not disrupted.  In instances where student officials are threatened or physically abused by spectators, those teams that are identified with the spectators will be suspended indefinitely, and the game will be forfeited (double forfeit if necessary).
F.	Anyone ejected from a basketball game may be suspended from his or her team's next game.  Any further action will depend on the severity of the incident.  Suspensions are determined by the Assistant Intramural Director.  Any manager, coach or player ejected from the game may be asked to leave the gym area.  If he/she returns to the gym area for any reason, the opposing team will be credited with the win by forfeit and game will be terminated.  

II.	EQUIPMENT
A.	Basketballs will be furnished by the Intramural Department.  You may use your own ball, if both teams agree.  Men’s games will be played with a regulation size (29.5 inch) basketball. Co-rec and women’s games will be played with an intermediate (28.5 inch) ball. 
B.	Teams must wear shirts with the same shade of color, and each shirt must have a different number (numbers greater than 2‑digits are not allowed). The size of each number must be at least six inches. Pennies will be furnished by the Intramural Department. 
C.	All players must wear non‑marking rubber‑soled athletic shoes.
D. No hats, bandanas or jewelry of any kind (earrings, wedding bands, other rings, necklaces, bracelets and metal barrettes.) may not be worn. If you refuse to remove your hat or jewelry you will not be allowed to participate. Penalty: Technical foul.
E. Casts (plaster, metal or other hard substances in their final form) or any other item judged to be dangerous by the supervisor or official may not be worn during the game. Knee braces made of hard, unyielding substances covered on both sides with all edges overlapped and any other hard substances covered with at least 1/2 inch of slow recovery rubber or similar material will be allowed.


III.	PLAYERS AND SUBSTITUTES 
A. A team consists of 5 players on the court.  A team must have at least 3 players to start and finish a game. CO-REC:  A team consists of 3 men & 2 women or 3 women & 2 men on the court.  A team must have 2 men and 1 woman or 2 women and 1 man to start and finish a game.  Exception: Three players are allowed if an individual cannot continue due to an injury or he/she has fouled out of the game. However, in co-rec there must always be at least one member of each sex represented on the team.
B. When a team has forfeited, the opposing team must have at least three players checked in with the supervisor to receive a win. (2/1 ratio for co-rec)
 C.	Substitutions must report to the scorer before entering the game. Substitutes may enter the game only when the official acknowledges them. 
D.	If a player enters the game illegally, it shall be a technical foul, two free throws, and loss of ball.
E.	Any player that is bleeding must leave the game immediately. The bleeding must be stopped and the wound securely covered with a bandage before that player can continue playing. If there is blood on an Intramural jersey, you must get a clean one before resuming play.
F.	Full Names and jersey numbers of all of the players expected to play that game must be on the score sheet at game time.
G.	A player may participate on one men’s or women’s team and one co-rec team. 

IV.	LENGTH OF GAME AND TIMING 
A.	A game will consist of two 15-minute halves of continuous running time, with a three‑minute intermission between halves. Clock stops for time outs or official time outs (e.g. for injuries or retrieving a ball). Clock is not stopped for violations. The clock will only stop for the last 2 minutes of the 2nd half of the game, technical fouls, and time-outs.  (Either team or officials)  This includes injuries, conferences with scorers, etc.  SAME AS HIGH SCHOOL RULES.
B.	When a team is shooting free throws and a time out is called, the clock will start when the ball is touched after a throw‑in on a made basket or when the ball is touched in bounds on a missed basket. 
C.	Overtime (Playoffs Only): If necessary, a 2‑minute period shall be played to determine a winner. Clock stops on all dead ball situations. During the regular season only one‑overtime period will be played. In the playoffs, there will be a one‑minute break between overtime periods. The overtime period will be repeated until a winner is declared. Regular season games will end in a tie!
D.	MERCY RULE: If a team is leading by 20 points or more in the final two minutes of the game, the clock will not stop. Then, if at any point in time the score is less than 15 points, the stop-cock will be reinstated.
E.	Forfeit Time: Game time is forfeit time! At game time the clock timing the contest will be started. At this time, the offended team is given the option to take the victory or wait up to 10 minutes for the other team and play the game.  Once the offended captain makes the decision, it may not be reversed and the outcome of the contest will stand. Any time consumed by waiting for a team shall be taken off the time allotted for the game. 
F.	GAME OVER: At the completion of the game each captain must sign the score sheet.
G.	Three Point Play: The three-point play will be in effect the entire game.  The shot must be taken from behind the 19 foot 9 inch line on the court.

V.	TIME-OUTS                    
A.	Each team will have three (one‑minute) time outs per game (no limit per half). After each time out, the official should record the number of the player who called the time‑out and the time it was called.  
B.	Time‑outs may only be called by the team with possession of the ball or during a dead ball situation. Any player or coach/team manager may a call time‑out.
C.	Time‑outs in excess of the allotted number may be requested and shall be granted during regulation playing time or during any overtime period at the expense of a technical foul. The technical foul must be given even if the official was unaware that the time‑out was excessive.
D. One (one-minute) time‑out per overtime period is allowed. Time outs from regulation play do not carry over into the overtime.
VI.	PUTTING THE BALL IN PLAY
A.	Each game will begin with a jump ball. Every jump ball called from then on will be an alternate possession call. The team NOT gaining possession on the jump will receive the initial alternate possession.
B.	The ball will be put into play with alternating possession under the following conditions:
1. 	Held ball situation.	
2. 	Beginning second half	
3. 	The ball goes out‑of‑bounds and was last touched simultaneously by 2 opponents.
4. 	A double free throw violation occurs.
5. 	A live ball lodges on the basket support.
6. 	A double personal or double technical foul occurs.
7. 	Opponents commit simultaneous personal or technical fouls.
C. 	The direction of the possession arrow is reversed immediately after an alternating possession throw‑in is completed.
D.	If a technical foul occurs before the start of the game, the opposing team will get two shots and the ball out of bounds. The possession arrow will then go with the team that was called for the technical foul.

VII.	OUT OF BOUNDS
A.	A player with the ball is out of bounds when he/she touches the floor or any object on or outside the boundary line.
B.	A player without the ball may run out of bounds provided he/she does not return at a more advantageous position.
C.	The ball is out of bounds when it touches the floor or any person or object on or outside the boundary line, the supports (cable), back or top of the backboard.  The other 3 edges of the backboard are inbounds.

VIII.	LIVE BALL 
A.	The ball is alive when on a:
1.    Throw-in, the ball is placed at the disposal of the team making the throw-in.
2.    Free-Throw, the ball is placed at the disposal of the free throw shooter.

IX. 	VIOLATIONS 
A.	Ball handling violations:
1. 	Kicking the ball intentionally.
2. 	Striking the ball with a fist.
3. 	Traveling with the ball.		
4. 	Palming the ball, permitting the ball to come to a rest in one hand while dribbling.
B.	Back‑Court Violation: Teams will have ten seconds to cross the half‑court line. Once the ball has been established across the half‑court line (both feet and the ball), it is a violation to cross back over into the back‑court.
C.	Three Seconds Violation: An offensive player cannot be inside of or in contact with the free throw lane (known as the key) for more than three seconds while the ball is in his/her team's front‑court.
D. Five Seconds Violation: If a player is closely guarded (within six feet) in the front‑court and holds the ball for more than five seconds, or dribbles the ball for more than five seconds then a violation will be called.
E.	Throw‑In Violations 
1.   The thrower shall not leave the designated throw‑in spot until the ball has crossed the plane of the boundary.  
2.  	The thrower must pass the ball into the court within five seconds of the start of a throw‑in.
3.	The thrower may step on but not over the sideline.
4.  	The opponent of the thrower cannot reach through the throw‑in boundary plane and foul the thrower. Penalty: Intentional foul
5.  	The opponent of the thrower cannot reach through the throw‑in boundary plane and touch or dislodge the ball Penalty: Technical foul. 
6. 	The opponent of the thrower cannot cross the end line or its imaginary plane. This is a delay of game. The team should be warned on the first offense and then penalized with a technical foul on each subsequent offense.
F. 	Free Throw Violations
1. Players who wish to occupy the marked lane spaces must do so quickly, and must alternate lane spaces if their opponents wish to occupy the space nearest them. 
      	These players may not enter the lane area until the ball has been released.
2.	Any player other than the free thrower, who does not occupy a marked lane space, must be behind the free throw line extended and behind the three‑point line. These players may not enter this area until the ball has touched the rim.
3.	The free thrower must not touch the free throw line. He or she cannot fake a try, and must release the ball within ten seconds.
a. 	In a one and one situation this will result in a turnover.
b.	If this occurs on the first attempt of a two shot foul, the first shot is void and the second will be administered.			
c.  	If this occurs on the second attempt of a two shot foul, it will result in a turnover.
4.	Failure to cause the ball to touch the rim will result in a dead ball.
a. 	In a one and one situation this will result in a turnover.
b.	If this occurs on the first attempt of a two shot foul, the first shot is void and the second will be administered.
c.	If this occurs on the second attempt of a two shot foul, it will results in a turnover.

X. 	FOULS 
A.	A player shall be allowed 4 personal fouls per game. On the fourth personal, that player shall be removed from the game. A personal foul is a player foul that involves illegal contact with an opponent while the ball is live, which hinders an opponent from performing normal defensive and offensive movements.
B.	A double foul is a situation in which two opponents commit personal fouls against each other at approximately the same time. In the case of a double foul, fouls are recorded, no free throws are awarded, and possession is awarded based on the alternating possession arrow.
C.	An intentional foul is a personal or technical foul designed to stop or keep the clock from starting, to neutralize an opponent’s obvious advantageous position, and contact away from the ball or when not playing the ball.
D.	When a player control (charging) foul is committed, no points can be scored.
E.	A technical foul is a foul by a non‑player, a non‑contact foul by a player; an intentional or flagrant contact foul while the ball is dead.
F.	Two technical fouls against a player or coach result in immediate ejection from that game and subject to a disciplinary hearing.
G.	An official may call an unsportsmanlike technical foul for any reason in his judgement where he feels the situation or play merits calling a technical foul.  (Example:  unnecessary roughness, dirty play, foul language, abusive language from players, coaches, managers, or crowd, coaches running on court during play, intentional tripping, fighting, intentional delay of game other than by regular play, etc.)  Any official has the authority to eject from the game or gym a player, players, coach, IM Manager, or fan any time in his judgement he deems such action is necessary in order to maintain a wholesome playing situation for the other participants in the game.
H.	Slapping either backboard or grabbing the rim with intent to interfere the shot is a technical foul. Exception: a player may grab the rim to prevent injury.
I.	A technical foul on a spectator or coach is charged to the team captain. Any two players and/or coaches and/or spectators ejected from a game will result in an automatic forfeiture of the game by the offending team. A technical foul will also be recorded as a personal foul of the offender; also included in the total team fouls.
J.	A team leading by 20 points or more during the second half may not use full court pressure. Penalty ‑ Team captain will be given a warning on the first offense and a technical foul on the second offense. 




XI.	FREE THROWS (see chart below) 
A.	All common fouls will be taken out of bounds until the last 2 minutes of the second half.  The one and one will be shot on the 7th, 8th, & 9th  foul against the team and two shots will be awarded on the 10th foul in the last 2 minutes of the second half. Prior to the last 2 minutes of the second half, the offended team will receive the ball out of bound plus 1 point if the offended team has committed 7 or more fouls.
B.	All fouls will be shot per normal rules during the last 2 minutes of the second half. Prior to the last 2 minutes of the second half, shooting fouls will be handled as follows:
1. 	If the shot goes in, the shooter is credited with 3 or 4 points accordingly, no free throw is taken, and the ball goes to the other team.  If the shot does not go in, the shooter is credited with 1 or 2 point, no free throw, and his/her team keeps the ball and takes it out of bounds.
2. 	During the last 2 minutes of the game, Players will be allowed two free throws when fouled in the act of shooting. If the basket is made, then it counts and the player is allowed one free throw.
3.  	During the last 2 minutes of the game, if a player is fouled while attempting a 3 point shot, he/she will be awarded three free throws. If the basket is made, then it counts and the player is allowed one free throw.
4.  	The only case in which any free throw will be shot before the last 2 minutes of the second half is on a technical foul.  All technical, intentional or flagrant fouls will be two shots.  The team receiving the tosses then gets possession of the ball at mid-court after the two free throws.  Any one of the opposing team may shoot the free throws.
5. 	Each of the lane spaces adjacent to the end line must be occupied by an opponent of the free thrower unless the resuming of play procedure is in effect.

FREE THROW CHART

	        FOUL			         BEFORE LAST 2 MINUTES          AFTER LAST TWO MINUTES
	Shooting foul on a 2 point field goal - basket is no good
	Offense will receive 1 point and the ball out of bounds
	Offense will shoot 2 foul shots

	Shooting foul on a 2 point field goal - basket is good
	Offense will receive 3 points and defense’s ball out of bounds
	Offense will shoot 1 foul shot

	Shooting foul on a 3 point field goal - basket is no good
	Offense will receive 2 points and the ball out of bounds
	Offense will shoot 3 foul shots

	Shooting foul on a 3 point field goal - basket is good
	Offense will receive 4 points and defense’s ball out of bounds
	Offense will shoot 1 foul shot

	Common before bonus
(7th foul)
	Offense will get ball out of bounds
	Offense will get ball out of bounds

	Common foul after bonus 
(7th foul)
	Offense will receive 1 point and ball out of bounds
	Offense will shoot 1 foul shot and the bonus if made.

	Common foul after double bonus (10th foul)
	Offense will receive 1 point and ball out of bounds
	Offense will shoot 2 foul shots



XII.	OFFICIAL SCORE
A.	The official score will be that kept by the official.  In the event of a discrepancy, his/her score will be considered official.  It shall be the running score at the bottom of the sheet.

XIII. PROTESTS 
A.	No protest on a judgement call by the official is to be allowed.  In the event a team feels that an official has misinterpreted a rule, they must protest at the time of the incident.  The official should stop the game and contact the Basketball Supervisor.  The supervisor will then hear the protest and make a ruling.  If the team feels the Supervisor ruling is incorrect, they may lodge a written protest by 12:00 p.m. the next working day at the IM office.  If the team wishes to file a protest, be sure to indicate on the score sheet:  
		1) game time remaining, 
		2) the score, 
		3) game situation (1st or 2nd half, free throw shooter, team poss. and arrow, etc.), 
		4) the rule that is being protested.

XIV. SPORTSMANSHIP RATING
	The Intramural Sports Program is committed to providing a safe, fair and enjoyable environment during IM contests.  Unsportsmanlike behavior occasionally causes games to become unenjoyable, unfair and, in some cases, unsafe.  In an effort to maintain the proper playing environment for IM games, the Sportsmanship Rating System has been established and will be in effect for regular season and playoff games in basketball.  Awards will be given to one team with the highest rating.

1.	GENERAL RATING SYSTEM CRITERIA:

"A"	4.0 EXCELLENT RATING:  Players cooperate fully with the officials and supervisor.  An open and calm rapport exists between the captain and the officials.  The captain has full control of her/his teammates and fans.

"B"	3.0 GOOD RATING:  Some players dissent verbally with the officials decisions but, in general, the captain and players cooperated well with the officials and supervisor.  The captain had good control of team.

"C"	2.0 AVERAGE RATING:  Players more verbal in disagreeing with officials calls.  The captain may have failed to control her/his team.

"D"	1.0 POOR RATING:  Dissent is open among team members.  Players arguing with officials and themselves.  The captain fails to assist the officials in game control.

"E"	0.0 UNACCEPTABLE RATING:  The team displays little or no sportsmanship.  A team causing a game to be terminated due to unsporting behavior will receive an "E" rating.  Use of an ineligible player will automatically result in an "E" rating.  Managers of teams receiving an "E" rating must meet with the Assistant IM Director.  The outcome of the meeting will determine further league participation.

2.	METHOD OF RATING:

The officials (two referees and scorekeeper(s)) will rate each team in each contest on a sportsmanship basis.  The supervisor can also assist in the rating.  The rating will be noted on the score sheet.  Officials are not to discuss ratings with the teams.  Teams are not to question the officials about the ratings.  Teams can check their ratings at the IM
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