
SOSU Intramural Basketball Rules

The Intramural office reserves the right to make amendments to these rules deemed essential to the success of the program.
I. General Eligibility

1. Participation is limited to currently enrolled, fee-paying SOSU students, faculty members, and full-time staff.  Members of the community are not eligible. 

2. In order to participate in an intramural contest, each player must present his or her current, valid SOSU ID Card.  Exceptions must be directed to the Intramural Office for consideration by the coordinator during regular business hours (8:00am-5:00pm).  Bring a photo ID to obtain a waiver.  No such waiver will be granted on the court.

3. No alcoholic beverages will be permitted in any recreation or athletic facilities; smoking is prohibited in all recreation and athletic facilities (indoor and outdoor).  Violations will result in forfeiture of the game by the team in violation.

II. Team Composition

1. Players can compete on one men or women’s team.

2. Each team consists of 10 players, one of whom is the captain and one whom is the co-captain.

3. You must have four players present for the game to begin. 

4. Substitute players reporting into the game should move along the sideline of the court to the scorer’s stand.  Substitutions are not made until a dead ball.

III.  Game Time and Length

1. Games are divided into two halves of 20 minutes each.  There will be a 5-minute halftime between halves.

2. No shot clock will be used.

3. (35 at 5 Mercy Rule) If a team is leading by 35 points or more at the 5:00 mark of the 2nd half, or a team attains a lead of 35 points or more during the final 5 minutes of the game, the game will end.

4. (25 at 2 Clock Rule) A running clock will be used during the final 2 minutes of the 2nd half if a team is leading by at least 25 points.

5. If a team is not leading by 25 points, the clock will stop in the final 2 minutes for the following:

a. Ball out of bounds

b. Fouls

c. Free throw

d. Jump ball

6. Intramural basketball games will use “running time” which means the clock will not stop with one exception being “timeouts”.  The clock continues to run on fouls, violations, and out of bounds situations.  After timeouts the clock will start when the ball is touched inbounds, or becomes live on a free throw attempt.  The clock continues to run after a made basket.

7. Each team receives 3 one-minute timeouts per game.

8. Regular season games can end in a tie.  Exceptions to this rule are playoff games, which will be played until a winner is determined.  There will be a three-minute overtime with the clock stopping in the last two minutes. All timeouts and fouls will carry over from the second half and each overtime period.  Each team will receive an additional timeout in each overtime period.  

IV. Equipment and Jerseys

1. Each team is responsible for supplying their own ball for warm-up.  The game ball will be provided.  

2. Participants may not wear any headgear while playing. Players may not wear baseball style caps or other rigid headwear.  Knit and stocking caps are permitted.  Players may wear a headband no wider than two inches and made of non-abrasive cloth, elastic, fiber, permitted.  Bandanas with knots are prohibited (no do-rags). Rubber or cloth elastic bands may be used to control hair. 

3. Jewelry, casts, or any items deemed dangerous by the official, MAY NOT BE WORN during the game. Each team will receive only one warning without penalty.  Following the warning, any player from a warned team in the game found to be wearing prohibited equipment will be assessed a technical foul.  This foul will count towards the player’s personal foul and will be a team foul; the opposing team will shoot two free throws and receive the ball at the division line for a throw-in. 

4. Each team MUST have matching, numbered jerseys for every player.  Legal numbers are 1-99.  Please try to wear similar colored shirts; if you do not have any numbers on the shirts, you are to tape a number on the back.  

V. Protest

The intramural supervisor, on the court, will accept protests of rule interpretation only.  The supervisor is not an official and should not be treated as such.  Protests must be filed immediately after the play in question, once the ball is put back in play after the play in question, no protests will be honored.  To file a protest, the team captain should ask the game official to get a supervisor, at this point the supervisor will hear the scenario, explain the rule that applies, and render a decision.  Decisions made by intramural supervisors are final.  There is no further appeals process.  Supervisors will not listen to protests of official’s judgment calls or competency.  It is important to remember that the team captain is the only one who should address the officials and the court supervisor regarding protests.

VI. Sportsmanship

1. Sportsmanship is an important part of intramural sports.  Teams receive sportsmanship ratings at the conclusion of each game on a scale of 0-4 with 4 as an excellent rating.  Teams must average a 3.0 during the regular season to be eligible for playoffs. 
2. Sportsmanship scores will be received from the supervisor and refs of that game. 
3. Teams are responsible for keeping their spectators under control.  Misconduct of spectators and players may result in ejection and/or forfeiture of the game. If at any time a team has 2 players or spectators ejected from the game, the offending team will immediately forfeit the game.  Spectators must remain in the out-of-play areas.  Only players are permitted in the playing area.
4. No player shall commit unsportsmanlike acts during play or intermission including:

a. 
Intentionally kicking the ball 

b. 
Intentionally kicking an opponent or swinging an arm, hand or fist at any opposing player or official.

c. 
Disrespectfully addressing an official or indicating objection to an official’s decision.

d. 
Using profanity, taunting, insulting, or vulgar language or gestures.

e. 
Fighting or leaving the sidelines and entering an altercation.

Two unsportsmanlike fouls by the same player or non-player results in disqualification for the remainder of the game, unless the situation warrants disqualification from the entire season.   The disqualified person may be required to meet with the Dean of Students, if deemed appropriate.  A player or non- player can be disqualified following the first unsportsmanlike foul.

5. Any player who uses foul language, violently protests a call, or curses an official or supervisor, will be removed from the game.  In addition, he will have to meet with the Intramural Coordinator during regular office hours before he is eligible to participate again.  Any player who touches an official or supervisor will be placed on suspension from all intramural activities for an indefinite period of time and must meet with the Dean of Students, after such behavior.  

6. SOSU Intramural Sports does not recognize the use of coaches.  Only the team captain may speak to officials regarding administrative matters. (Protests, ejections, disqualifications, etc.)

7. Teams will remove all trash and equipment from their game areas at the conclusion of the game.

VII. Rules of the game

1. General rules of basketball will apply (traveling, jump ball, double dribble, etc..)

2. Two point field goals only, no 3 point field goals.

3. The game will begin with a jump ball.  The team not gaining possession of the ball will be awarded the ball when the next jump ball situation arises.  Teams will alternate possession thereafter.

4. Game time is forfeit time.

5. After any violation or foul, the ball is always awarded out of bounds at the spot nearest to the violation occurred.  Following double personal fouls, play will be resumed from the point of interruption.

6. The ball becomes live when it is placed at the disposal of the thrower or free thrower.

7. The throw-in count ends when the ball is released by the thrower.  It is a violation if the thrower does not release the ball within 5 seconds.  

8. When a closely guarded five-second count is reached anywhere in the frontcourt, it becomes a violation and the defensive team is awarded the ball out of bounds.

9. During free throw attempts, a maximum of six players are permitted to line up along the lane for rebounding. 

10. There will be no hand checking in intramural basketball.  Penalty: personal foul. 

11. The bonus will take effect when a team has committed their 7th team foul of the half.  All non-shooting fouls prior to the 7th will result in the offended team taking the ball out bounds at the nearest sideline/end line. When team fouls reach 7 a 1 and 1 will be shot.  When team fouls reach 10, two free throws will be awarded automatically.

12. Standing on the block during a free throw will not allowed.  

13. An intentional foul at any time during a game results in two free throws. Possession of the ball out-of-bounds at the spot nearest, to where the foul occurred, will be awarded. 

14. All contact technical fouls count toward a player’s five fouls for disqualification and toward team fouls in reaching bonus free-throw situations.

15.  An airborne shooter who is fouled by an opponent while in the air, but after the ball is released on a try, is considered to be in the act of shooting until both of the airborne shooter’s feet return to the floor.

16. Dunking will be allowed only during a live ball.  Grasping the basket is never allowed.  Dunking during a dead ball or before or after a game, or grasping the basket is a technical foul.  The offender will be assessed a technical foul which will count towards the players personal foul total and the team foul total.  In addition to loss of possession and two free throws for the opposing team, the technical foul will serve, as a warning for the team.

17. Any profanity or degrading of the officials will result in a technical foul and expulsion from the game.  Anyone expelled from a game will be expected to leave the gym.  Failure to comply results in forfeiture of the game by the offending team.

18. Team captains are responsible for the actions of their team members and fans.  Fans must stay behind the team.  NO fans are permitted to stand in between courts with games in progress.

