
 

VALLEY OF THE SUN JCC ADULT BASKETBALL 

LEAGUE RULES 
 

Team Captains are ultimately responsible for their team and spectator conduct. They are also responsible for their 
players knowing the following information:  
 
Rosters:  

 Roster sizes for all leagues shall be a minimum of 7 and a maximum of 10 players.  

 Rosters must be submitted in typed format and are frozen after the 3rd week’s game at this point in time, 
no refunds are given for individuals or for teams.  

 Individuals shall be responsible for league payments. Cost is based upon $85.00 for non-members and $40 
for members. If payment is made after the first game there is a late fee charge. Cost is based upon $95.00 
for nonmembers and $50.00 for members. No exceptions will be made 

 Additions to the roster can only be made during the regular season only if there is a subtraction to 
correspond. The new player must be a “like” player and must be approved by the Site Supervisor and/or 
Director.  

 The age limit for the “D” league is at 40  

 Leagues are limited to approximately 12 teams and priority is given to the first teams registered by turning 
in their typed roster to the Sports Supervisor, $100 deposit made before game one and greatest 
membership base.  

 
Player Eligibility:  

 All players’ names, email addresses, phone number, birthdate and signatures must appear on the typed 
registration roster. Those that aren’t on the registration roster will be deemed ineligible.  

 All players must be 18 years or over for all leagues. Players may be asked to show proof of age at any time.  
 
Player Identity Challenge:  

 Use of ineligible player(s) may result in captain and/or player suspension for the next league or 
tournament game, and may result in forfeiture of that game.  

 League officials, Site Supervisors and/or Director may question player’s eligibility at any time.  

 Player signatures must be on file. NO EXCEPTIONS. If there is no signature on file or a player is not age 
appropriate for the league, the player is ineligible and all games in which player has participated in are 
forfeited as well. NO EXCEPTIONS.  

 
Teams:  

 A deposit of $100 is to be submitted before the first game to hold a team’s spot and is non-refundable 

 Must have 3 roster players and are allowed to pick up 2 with Site Supervisor’s permission otherwise, it is a 
forfeit. A team may only do this once. If it happens a second time it is a forfeit and the team may be 
removed from the league without refund. In this situation no more than 5 players will play in the game for 
the team that is short players. If there are 4 roster players, one player may be picked up with Site 
Supervisor permission, otherwise you play with 4.  



 24 hours’ notice must be given for there to be an excused forfeit. Captains who have given the proper 24 
hours’ notice will not be penalized towards their team’s removal from the league.  

 Team Captains must submit a forfeit by 5pm on game day. If Site Supervisor is not notified by 5pm the 
team is automatically disqualified from playoffs. 

 Should a team have 2 unexcused forfeits in one season, their team shall be removed from the league 
without refund and schedule adjusted accordingly. 

 Should a team only have 2 players within 5 minutes after their posted game time the time clock will run 
down to 17 minutes, if the team does not have at least 4 players at that time the game is a forfeit. 

 If a team forfeits the opposing team will automatically have everyone on their typed roster counted for a 
game played   

 If a team forfeits the score will be placed as 20 points for opposing team to 0.  

 If a team is down to 4 and a player fouls out, the team must play with 3 players.  

 A player must play in at least 3 regular season games in order to be eligible to play in the playoffs. No 
player may be substituted for another without approval from the Site Supervisor and/or the Director.    

 Teams wishing to enter a new season of basketball must do so before the 1st game of the season. No new 
teams will be allowed to enter the league after the first game has been played.  

Uniforms:  

 Uniforms, jerseys of the same color, with permanent numbers (sewn on, ironed on or silk screened) on the 
front and/or back (preferably both) are required. Each player must have a different number. Tape, magic 
marker, etc. is not acceptable for number designation.  

 A soft Technical Team Foul will be given to those teams who are not dressed in similar or alike uniforms. 1 
Technical Foul per team, not per offense. The foul will be called before the tip off. If the foul is not called 
before the tip off, the foul will be forgiven and not allowed to be called thereafter.  

 
Scorekeeping:  
There will be a staff person at all games to run the clock and keep score. Their score sheet is official. Only team 
captains and officials are allowed to approach the scorekeeper during the game to discuss game time, calls, 
scores, and/or player’s eligibility. Players who shout at or approach the scorer’s table during the game to question 
a call, game time, score, player’s eligibility will receive a warning. If players continue, the team will receive a 
technical foul for each infraction. Players may only approach the scorer’s table to notify scorekeeper of a 
substitution. (ALL PLAYERS MUST CHECK IN AT THE SCORERS TABLE BEFORE ENTERING THE GAME). They will then 
be allowed to enter the game on the next dead ball.  
The halves shall be 22 minutes each.  
 
House rules to be enforced:  

 Clock starts 5 minutes after previous game time (teams are allowed 5 minutes of warm up should 
preceding game go longer than start time for next game) or a scheduled game time whichever comes 
later.  

 Clock stops only on timeouts, last minute of first half regardless of score, and the last 2 minutes of second 
half (provided it is a deficit of 15 points or less)  

 Overtime will begin with a jump ball, and a two minute clock will be in effect. If still tied after two 
overtimes, sudden death will be invoked. All fouls carry over into the overtime period and/or sudden 
death; the next scoring possession wins in sudden death.  



 Four time outs per game will be awarded but only three will carry over to the second half of the game. 1 
time out is awarded per overtime period (timeouts do not carry into overtime).  

 Players are disqualified on their 6th individual foul of the game  

 Technical fouls count as individual fouls and a player is disqualified on their 2nd technical foul. A player 
may be disqualified without a technical foul if they are involved in fighting or physically abuse an official.  

 Grabbing or hanging on the rim is not allowed. Intentionally grabbing the rim, net or intentionally slap the 
backboard will result in a Technical Foul.  

 The losing team is allowed to call the end of the game while the winning team cannot make this call.  
 
Free throws - Fouls:  
Teams will be awarded free throws as follows:  

 Fouled in the act of shooting - 2 shots. Clock continues to run.  

 Fouled in the act of shooting behind the 3-point line - 3 shots. Clock continues to run.  

 Any deliberate or flagrant foul - 2 shots. Clock continues to run and possession goes to shooting team.  

 Any technical foul - 2 shots. Clock stops and possession goes to shooting team,  

 On the seventh team foul in the first or second half, teams will be awarded a one and one bonus, Clock 
continues to run. On the tenth foul, teams will be awarded a two shot bonus and the clock continues to 
run.  

 Players are allowed in the key on the release, shooter on the rim  
 
Protests:  
To protest, the official and the Site Supervisor must be notified, and a notation made on the score sheet, at the 
moment of the infraction, prior to the ball being put back into play. Protest must cite specific rules, not judgment 
calls.  
 
All other rules are the standard high school rules.  
General:  
The first and last place teams from each league will be encouraged if at all possible (and if appropriate) to move 
down or up a league. Any player who is not evenly matched participate will be encouraged by the Site Supervisor 
and/or Director to switch leagues if possible. The Site Supervisor and/or Director reserve the right to rule against 
a player to team if encouragement is not enough to maintain a competitive balance.  
Tournament seeding; Ties (1) Head to head, (2) Total Points For, (3) Total Points Against, (4) Average Point 
Differential, (5) Coin Flip  
A player who is bleeding, or has an open wound, or has excessive amounts of blood on his/her uniform shall be 
directed to leave the game.  
Player should be in good physical condition to participate in this league. The JCC does not carry insurance for 
league participants. Players participate at their own risk.  
***All of the rules are at the discretion of the Site Supervisor and/or Director.  
 

CAPTAIN AND PLAYER CONDUCT:  

 Obscene and abusive language, threats and other unsportsmanlike conduct are grounds for player 

ejection, suspension or game forfeiture. Further action may be taken as deemed appropriate by the Site 



Supervisor. League Supervisors may forfeit a game for poor sportsmanship, foul language, threats, or 

flagrant fouls.  

 Player(s) threatening or physically assaulting another player, spectator, official, league supervisor or 

scorekeeper will be immediately ejected from the game and must leave the JCC grounds. Additionally, the 

offending player will be suspended for a length of time to be determined by Site Supervisor and/ or 

Director and will not be eligible for a refund. 

 Player(s) ejected from a game for poor sportsmanship may be suspended for a minimum of one league 

game or tournament game. Further action may be taken if deemed necessary and will not be eligible for a 

refund.  

 Player(s) ejected from a game will be asked to leave the gym. Failure to comply will result in game 

forfeiture and suspension and will not be eligible for a refund.  

 Captains are responsible for controlling their players on or off the court. The captain or acting captain is 

the only person that may confer with the official(s).  

 Three flagrant/conduct related technical fouls received by any combination of team members or captain 

will result in game forfeiture and the captain and players may be suspended for a minimum of one game 

and will not be eligible for a refund.  

 Two technical fouls of any kind, received by a single player or captain, will result in that person being 

ejected from the game and may result in a minimum of a one game suspension and will not be eligible for 

a refund.  

 Players given a technical foul AFTER the final horn has sounded will be suspended from league play until 

they have a conference with the League Coordinator/ Sports Director and Adult Basketball Committee and 

will not be eligible for a refund.  

 During league and tournament games, drinking of alcoholic beverages by coaches, managers, players 

and/or spectators is prohibited. NO EXCEPTIONS and will not be eligible for a refund.  

 Players noticeably under the influence of drugs or alcohol will be ejected from the game and gym. 

Violation of this rule may result in game forfeiture and player suspension and will not be eligible for a 

refund.  
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