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UWSP INTRAMURAL CO-ED BASKETBALL RULES

1. Games shall consist of 40 minutes divided into two halves of 20 minutes each.  Time will run continuously throughout each half except for: time outs, last 30 seconds of the first half, and the last two minutes of the second half (unless a team is up be 20, then in the second half the clock will run continuously), when the clock will be stopped for any dead ball.  Time will be kept by the Intramural official timekeeper.
2. Coed teams will be allowed to play with any of the following:

 
3 females/2 males    2  females/3 males    2 females/2 males    

3. If a team is not ready to play 5 minutes after the scheduled time, a forfeit shall be declared and the other team will receive a win unless waived by official.  Four players are needed to start a game and are needed for a game to continue, you can not play with three people.  There will be no fee charged to any team that starts a game with four players with one of them fouling out causing the discontinuation of the game.
4. A team who forfeits in any way will be charged a $15 fee charged to the team captain.
5. Before play begins, all players must show their student ID and number to the Intramural official scorekeeper at their designated court. Any player with out an ID will not play that game. If player is not checked in on the official score sheet enters the game, the team will be assessed an automatic technical foul.
6. There is no alcohol and tobacco products allowed at any intramural event anyone who is under the influence will not be allowed to play and will be removed from the playing area.
7.  Score will be kept by the Intramural official score keeper, located at center court.  His/her figuring of the final score is official and may not be challenged by any participant.
8. All players will receive a play jersey before each game.  They will be required to wear a T-shirt AT ALL TIMES under the jersey.  The jerseys will be numbered, thus making it easier to keep track of fouls.  All players must turn in their jersey in good condition or they will be charged replacement cost.

9. Players are only allowed to play on one intramural basketball team.  They will not be allowed to play on more then one team, even if they are in different divisions. Any question about eligibility should be directed to the Intramural policy webpage. YOU are responsible for looking over these rules and understanding them before forming your roster.
10. TEAMS ARE NOT ALLOWED ONTO THE GYM FLOOR UNTIL THEIR SCHEDULED GAME; ALL PARTICIPANTS MUST WAIT ON THE BALCONY.  ALL PARTICIPANTS MUST BRING A UNIVERSITY ID TO PARTICIPATE.  THERE IS A LIMIT OF 10 PEOPLE ON THE ROSTER.

11. Teams will be allowed 2 time outs.  The time outs will be one minute long.  The clock will not continue to run during the time out called by the team.  The disqualification or injury of a player is also included.

12. If the score is tied at the end of regulation playing time, a 2 minute overtime period shall be played. Each team will have 1 time out during an overtime period.  Time outs will not carry over from regular time to overtime, nor shall they carry over from overtime to overtime.  If the score is tied after 3 overtime periods, the game will result in a tie.

13. During the first 38 minutes of play the ball is handed to the offensive player at the out of bounds spot nearest to the spot the foul occurred as the result of any non-shooting foul.  Shooting fouls, technical fouls, and intentional fouls are administered throughout the game and in overtime periods.  All non-shooting fouls will be bonus in the final 2 minutes of the game if WIAA team possession rule applies.

· In the final 2 minutes of the game, a “one and one” bonus situation will occur after a foul is committed.  If the defensive team has committed 7 or more team fouls in the second half, a “double bonus” will be rewarded for each defensive foul.

14. A player is disqualified after they commit 6 personal fouls in one game, or after committing two technical fouls.  All technical fouls will be count as personal fouls for disqualification.  Also, an Intramural Official or Supervisor may disqualify any player for any reason they feel is excessively inappropiate, disrespectful, or disruptive.

15. Any team involved in a team fight will forfeit the game and may be suspended from the remainder of the season depending on the review of the incident by the Director of Intramurals.

16. Any player who hits, strikes, or attempts to hurt an official, supervisor, or player will be suspended at least three games and may be suspended from intramural play for one year depending on the review of the incident by the Director of Intramurals.  Also, any player ejected from a game for any reason other than committing 6 personal or 2 technical fouls in one game automatically receives a 1 game suspension.

17.  Other situations at the official’s discrepancy:

-Harassing the officials or swearing will result in a technical.

-If harassment continues a technical or ejection may occur.

Possible consequences for misconduct (all situations are handled on a case by case basis so these 
are subject to change):
FIRST OFFENSE EJECTION:  Results in missing the remainder of that game and the next game that team is scheduled to play.

SECOND OFFENSE EJECTION:  Results in missing the remainder of that game and the next two games that the team is scheduled to play.

THIRD OFFENSE EJECTION:  Results in missing the remainder of that block.  If the third offense happens at the end of block play, the penalty will be carried over to the next block.  The penalty will then be a suspension from that game and the next four games that individual is involved in.  A meeting with the director of intramurals may be required.

FOURTH OFFENSE EJECTION:  Banned from all Intramural play for one calendar year.

18.  Dunking (defined as snapping or pulling down the rim) before, during, or at half of a game will result in a technical foul and will result in the player missing the remainder of that game as well as the following game.  If dunking occurs during the last week of regular play before the tournament, the player will not be allowed to play in game one of the tournament.  If dunking occurs during the tournament, the player will not be allowed to play in the remainder of the tournament.
19. On defense, a male may not be in the lane for longer than five consecutive seconds.  If he is, play will be blown dead, a team technical foul will be called, and the opposing team will be awarded two free throws and the ball out of bounds.  (Note: Since this is a team technical, the player at fault will not be personally penalized and may still receive two individual technical fouls before being ejected.)
20.  Questioning a call made by the referee can only be made by the team captain.  Any other team member questioning the referee will receive a warning.
21. A jump ball at half-court will start the game and each overtime period.  The jumper may not touch the ball more than twice.  All other jump ball situations will result in alternating possessions.  The ball will be put into play at half-court to start the second half for the team receiving the next alternating possession.

22.  There will be a 10 second line at half court, a three second rule is in effect in the free throw lane, and a five second closely guarded (defined as one arm length of the defender) front court rule.
23.  Player substitution is allowed during dead ball situations only.  All players must check in with the official scorekeeper at their court before they will be allowed into the game.  Players may only enter the game from the score table, and at the beckon of the officials.  
24.  Goaltending, when a player touches the ball while it is in a downward flight, when the entire ball is above the level of the basket ring, when the ball has a possibility of entering the basket in flight, when a player slaps the backboard in an attempt to block the basketball, or the ball is not touching an imaginary cylinder which has the basket ring as its lower base, is illegal.  It will result in the awarding of a field goal.
25. There will be 6 players allowed in the lane during a free throw situation. Players may enter the lane once the ball has been released from the shooters hands. The shooter and anyone outside the three point line cannot enter play until the ball has made contact with the rim.

26.  All other calls and rules will be consistent with those of WIAA Basketball Rules.  A copy of the rules is available at the Intramural Office.
27. Under no circumstances may a participant be under the influence of alcohol or illegal substances while at or in an Intramural sponsored event. Participants and spectators may not bring any alcoholic beverages, illegal substances, or tobacco products to an Intramural sponsored event. Any individual/team that fails to adhere to this rule will be banned from Intramural play immediately and subject to further suspension upon consideration by the Intramural staff. Ejections will be handled on a case by case basis and will be handled by Intramural staff.
The Intramural department reserves the right to eject and ban any individual/team that fails to follow this policy.
The Intramural department has written these rules and reserves the right to interpret the rules as they see fit.  Rules are created with fair play in mind.  Therefore, the Intramural department reserves the right to alter rules for circumstances that may arise.
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