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We build strong kids, strong families, strong communities.




Adult Basketball League Rules
The game shall be played between two teams of five (5) players each, under the supervision of two officials, one score keeper and the site supervisor. A representative or coach from each team shall meet with the game officials prior to each game to cover boundaries, sportsmanship, rules and any pending issues. All players must play during the regular season to play in the Tournament. Rosters are final after the first game, if injury occurs you may sub a player.

 All teams must provide a bookkeeper for their respective team.
Start of Game

A jump ball will start the game, with alternate possessions on subsequent jump balls.

Points

All baskets or scores count as 2 or 3 points depending on the location of the shooter.

Shot Clock

A shot clock will not be utilized. Because of the facilities utilized – shot clocks – at facilities are not set up or designed to accommodate this function of the game.

· Length of Game

· 2 –twenty minute (20) running clock halves with a 5-minute half time:

· The clock will run the entire game except for team time outs, official time outs and the last two (2) minutes of the game providing 16 points or less is maintained.

· Point spread for 2-Minute stop clock:

a) If the point spread is 16 points or less at the 2-minute mark in the second half, the game clock will stop on all dead ball situations.

b) Clock will NOT STOP within last minute of game after made baskets (field goals).

c) If there is NOT a 16 point or less spread at the 2-minute mark of the game, the clock will continue to run and only stop on time outs, officials time, injuries.
d) Should the point spread reach below 16 points under 2-minutes the clock will not stop, it will continue to run. The key is at the 2-minute mark remaining in the game will determine stop or running clock for the remainder of the game depending upon the point spread of 16 points.

· Each team is allowed, two (2) time outs per half. Unused time outs do not carry over into overtime. One (1) time out per team is given during overtime period. Unused overtime time outs do not carry over to overtime period.

· Overtime period is a 5 minute running clock period. Overtime will begin with a jump ball. Teams are given one time out in over time. Time outs from regulation DO NOT carry over into Overtime. Team Fouls and Personal Fouls will carry over into Overtime.
Game Cancellations

Up-to-date information will be available online at www.quickscores.com/rosscountyymca. If cancellation information is not posted, teams will be required to report at their scheduled game times. In situations when weather changes occur, team representatives are notified immediately (by phone or email) and are responsible for notifying their team members.

Rescheduled/ Make- Up Games

The sport manager will advise team representatives regarding rescheduled/make up games, and the team representatives will be responsible for notifying their team members. Rescheduled/make up games may be played in the evenings or on weekends. Teams will not be excused from playing rescheduled/make up games.

Forfeits

Forfeits may be declared for one or more of the following infractions:

· team does not appear at game site

· team does not have at least 4 players to start or finish a game

· participation by “illegal” players, (i.e., players not on the team roster, players using another name or ineligible players)

· Misconduct by players, coaches or team managers before, during or after the game. (see Player Code of Conduct)

· failure to submit a legal roster prior to the team’s first scheduled game

· A team with 2 forfeits may be dropped from the league without a refund.

Protests

Because protests are contrary to our program goals, they are not accepted; however, your constructive comments concerning rules, officials, ejections or other specific situations are welcome. Your comments are used to evaluate every aspect of the program and may have an impact on future policies/procedures. Only written (mailed, hand delivered or emailed)

statements will be accepted, and must be submitted to the Sports Office within 24 hours or the next business day after the game.

Player Code of Conduct

Bad behavior and foul language will NOT be tolerated in the YMCA. There are other members and kids that will be watching. Technical fouls will be issued to those using foul language and demonstrating poor sportsmanship. Arguing with officials and other players will result in a technical foul. 2 technical fouls in 1 game will result in a 1 game suspension. If a player returns from suspension and get 2 more technical fouls, the player will be removed from league and facility permanently. 

Team representative/coach is responsible for ensuring that team members abide by the rules and regulations, decisions of the officials and sport manager or be subject to the penalties and disciplines for violating the Player Code of Conduct. (See: Player code of Conduct)
GAME RULES

Spirit of the Game

Unfortunately physical play and illegal contact often replace the skill and finesse that previously defined the game. At the Ross County YMCA, we want to return the game to a higher standard of skill and penalize rough & physical play.

Competitive play is encouraged, but good sportsmanship and fair play should never be sacrificed. We expect team representatives, players, coaches and spectators to abide by the strict interpretation of the rules, and respect the decisions of the game officials and site supervisor. A concentrated effort on the part of all involved will help us reach our goal. 
NCAA rules and this Basketball Rulebook will govern league play; the rules will be enforced. To access NCAA rules, go to http://www.ncaa.org; select Rules and Eligibility.

Officials Jurisdiction 2-4.4

When all officials leave the confines of the playing area at the end of the game, the officials’ jurisdiction has ended and the score has been approved.

Goaltending 4-34.3

When the entire ball is above the level of the ring during a field-goal try and contacts the backboard, it is considered to be on its downward fight. In such a case, it is goaltending when that

ball is touched by a player.

Points of Emphasis (POE)

Illegal Contact; Screening

Rough physical play and illegal contact must be addressed in the following areas:

1. In the low post by players with and without the ball.

2. Off the ball or on the defensive weak side.

3. In cutting situations.

4. During hand checking anywhere on the playing court.

5. In screening situations.

Illegal action by the screener:

a. Makes contact while moving in an attempt to set a screen.

b. Causes contact as a result of establishing a stance outside his vertical plane (feet no wider than shoulder width apart).

c. Makes contact by leaning into the path of the opponent or extending the hip, shoulder or knee into that path even though the feet are stationary.
d. Causes contact with the illegal use of hand(s), arm(s), leg(s) or body that pushes or holds an opponent from his/her intended path around the screen.

Illegal action by the defender:

1. The use of arm(s), hand(s), shoulder or hip to fight or force through a screen.

2. To hold or push the screener and prevent him from performing his normal offensive movement.

3. Causes contact that places the screener in an unfavorable position to perform his normal offensive movements. A defender or screened player is expected to avoid contact by going around the screen.

Warm-Ups

Teams are guaranteed a minimum 5 minute warm-up period. If time permits, teams will be allowed to take the court 10 minutes prior to the start of the game.

Three Point Line

Both feet must be behind the line when the shot is taken, after which the feet may break the plane of the line.

Free-Throws

A maximum of six (6) players (two teammates of the free-thrower and four opponents) shall be permitted on the free throw lane during a free throw. All other players shall be behind the free-throw line extended and behind the three-point field goal line. Enter free throw lane when the ball is released from player’s hands. 
Note: Players are no longer permitted to occupy the first block closet to the end line.
When a player is fouled in the act of shooting, but the ball goes in the basket, the points will count, and the fouled player is allowed one (1) free-throw. If the shot does not go in, the fouled player is allowed two (2) or (3) free-throws.

Technical Fouls

The penalty for all technical fouls will be two (2) free-throws, with no other players in the free throw lanes. The ball will be put back into play at the point of interruption.
NOTE: All technical fouls count toward a player’s 5 fouls that lead to disqualification and toward the team bonus.
Intentional Foul

The intentional foul must be called as defined by the rulebook, particularly in the closing minutes of the game. There is a significant and warranted concern about the use of the intentional foul, especially at the end of the game. The strategic employment of the intentional foul is a classic example of "foul for profit," which is contrary to the rules of the game.

An intentional foul will be called while not playing the ball; a player causes excessive contact (hard foul) with an opponent. Holding and pushing an opponent in order to stop play are common examples of intentional fouls. Grabbing or pushing a player from behind to prevent a score is also intentional. The official must judge the intent and legitimacy of the play and not the severity of the act.

· The basic objective of basketball defense is to prevent the other team from scoring; however, in attaining this objective, the defender must legitimately attempt to play the ball or the player.

· At the end of a game, fouling a player who is far removed and not directly involved in the play is an intentional foul. Also, at the end of a game, a defender who informs the official that he intends to foul and then fulfills his intention by committing the act has fouled intentionally. In both cases, the defender had no legitimate intent to prevent his opponent from scoring.

· At any time during the game, a foul shall be ruled intentional if, while not playing the ball, a player causes excessive contact with an opponent.

· On an intentional foul, two shots are awarded, no players are allowed to line-up on the lane, and the ball is awarded (back) to the offended team at the spot nearest the foul.

Bonus Shots

· Teams will be in the bonus (shooting 1 & 1) on the 7th team foul. (A team foul is any foul committed by thatteam, including technical fouls).
· On the 10th team foul, team(s) will receive 2 free-throws.

Palming (Illegal Dribble)

Since the frequency of illegal movements while dribbling the ball has been significantly reduced, palming the ball is again a point of emphasis. "Palming" is an illegal dribble. When the ball comes to rest in the dribbler’s hand(s), by rule, the dribble has ended. To continue to dribble after the ball has come to rest in the hand(s) is a violation and should be called.

"Palming" or "carrying" the ball puts the defensive player at a distinct disadvantage and, by the same token, gives the dribbler a sizable advantage that is not within the spirit or intent of the rules. The dribbler who, during a high/low or hesitation dribble, causes the ball to come to rest and then pushes or pulls the ball either to the side or in front of him, has committed an indefensible violation which must be called!
Closely Guarded

A 5-second count should be started only when a closely guarded player is holding the ball. The defensive player must be within 6 feet of the offensive player. The 5-second closely guarded count (violation) will expire when the offensive player initiates a dribble drive past the Free-throw line; extended.

Coaching-Box Restrictions

By rule, a head coach/player coach may leave his place on the bench, but in doing so, shall stay within his team’s coaching box. The coach is permitted to coach within the prescribed box but when he leaves the coaching box, he gains advantage that is not within the spirit and intent of the rules. After receiving a warning and when the coach is completely and clearly out of the coaching box, he shall be assessed a technical foul. Legally, the only circumstances a head coach is allowed to leave the coaching box are:
1. To seek information from the official scorer or official timer during a timeout or an intermission.

2. To point out a scoring or timing mistake or to request a timeout for a correctable error.

3. To prevent a fight situation from escalating.

Another concern is the unacceptable forms of behavior by the head coach and other bench personnel. Coaches and other bench personnel who engage in the following behaviors violate the bench decorum rule and shall be assessed a technical foul:

1. Questioning the integrity of an official by words or gestures.

2. Physically challenging an official.

3. Directing personal, vulgar or profane remarks or gestures toward an official.

4. Excessively demonstrating by the use of gestures or actions that indicate displeasure with the officiating

5. Publicly demonstrating officiating signals such as traveling, holding, blocking, etc. that indicate displeasure with the officiating.

6. Voicing displeasure about officiating through continuous verbal remarks.

The coach will be given a technical foul, after which the coach loses his coaching box privileges.
