	
	
	



Basketball 3 on 3
Intramural basketball games will be conducted under the rules of the NFHS – National Federation of High Schools – with the following modifications: 

Eligibility
1. Current varsity/JV/redshirt basketball athletes are ineligible for participation.
2. Teams may have one (1) ex-varsity/JV/redshirt basketball player on their intramural roster. 
a. Redshirt – an athlete who is not currently playing but is still working with the team to develop skills. 

Team Captain Requirements
See general information for the team captain responsibilities. 

Format of Play
1. Games consist of two ten-minute halves with a running clock
2. Halftime will be two to three (2-3) minutes in length
3. Overtime will be two (2) minutes in length
a. If the score remains tied at the end of overtime, the game will be determined by free throws. 
b. Each team will pick one player to shoot a free throw. 
c. The team that makes their free throw after the opposing team misses will be determined the winner. 
4. The clock will stop during the last minute of regulation and overtime play per NFHS rules only if the winning team is up by less than 10 points. 
5. Time-outs: two (2) per game and shall be 30 seconds in length. 

Players/Roster
1. A team roster must consist of a minimum of three (3) players and a maximum of five (5) players.
2. Game must begin with a minimum of two (2) players.

Forfeit
1. Starting at game time one (1) point will be awarded for every minute a team fails to show. After ten (10) minutes, the game is 10-0 and a forfeit. 
2. When no members check in, the losing team will receive 0pt for sportsmanship and a score of zero (0). The winning team will receive 4pt for sportsmanship and a score of thirty (30). 

Equipment
1. Team Jerseys – Teams shall wear shirts of the same color and numbered 0-99. Jerseys may not be tied in a manner that creates any type of knot. Pinnies will be provided to the visitor’s if teams are wearing the same color. 
2. Shoes – Player’s must wear tennis shoes or basketball shoes that do not mark up the floor. 
3. Jewelry – Jewelry or hard hair control devices will not be allowed. This includes but is not limited to necklaces, earrings, facial piercings, rings, bracelets, and watches. Individuals will not be allowed to tape over any jewelry item. If you cannot remove the item, you cannot play. 

General Rules
1. NO DUNKING ALLOWED AT ANY POINT DURING WARM UPS OR THE GAME. 
a. Dunking will result in one (1) technical foul for each dunk and automatic 2 points for each technical foul. 
b. If the dunk is during the game, the player will be assessed one (1) technical foul and the points scored are not counted.   
2. The winner of rock, paper, scissors shall take the first possession.
3. Sportsmanship rule shall be when a team is ahead by 30 points anytime during the 2nd half. 
4. Substitutions may be made after a basket, a foul, or stoppage of play. 
5. There is a 3 second in the lane rule and the violation will result in the loss of possession. 

Check Line
1. The check line shall be the 3-point line.
2. A player must pass the ball in from the check line to start each half, score, or after a foul is awarded. 
3. Both feet must touch behind the check line in order to be called a legal check. 
4. On defensive rebounds, steal, or defensive change of possession, the ball and both feet must touch behind the check line.
5. After a made basket, the ball must be inbounded by checking it to the opposing team and passed in.  
6. First warning will result in the play being reset. 
7. Second warning will result in loss of possession. 

Stalling
1. Stalling consists of any offensive player with possession of the ball not making an attempt toward the basket to score. 
2. Deliberately stalling or attempts to freeze the ball shall result in the loss of the possession. 
3. If a team is warned for stalling, the official will administer a 8-second count during which a shot must be attempted. 

Fouls: On the 5th personal foul the player will be removed from the game. 
1. Prior to the fifth (5th) team foul: 
a. Any common foul will result in loss of possession for the offending team. 
b. Any offensive foul will result in disallowing a converted basket and loss of possession. 
c. Any shooting foul with a missed basket shall result in retained possession. 
d. Any shooting foul with a converted basket shall result in the basket being awarded and a change in possession. 
2. On or after the fifth foul:
a. Any common foul (non-shooting foul) will result in a one and one scenario with a change of possession after the first miss.
b. Any offensive foul will result in disallowing a converted basket and loss of possession. 
c. Any shooting foul with a missed basket will result with two foul shots with the lane cleared and retained possession, 3 point shot gets three (3) foul shots.  
d. Any shooting foul with a converted basket will result in the basket being awarded along with retained possession. 

Conduct/Technical Fouls
1. Technical fouls can be charged to any coach, fan, or player resulting from bench and/or court misconduct. Technical fouls will result in 2 points being awarded.
2. If there is a technical foul on the team, a definite warning will be given to the team captain at the time of the foul. If there is a second technical foul given to the same team, the game will be forfeited.
3. If a team receives 4 total technicals the team will be removed from further play of league and the playoffs.
4. Only the team captain has the right to talk to the officials.
5. Each technical foul will carry a label of misconduct. 
a. The most severe are considered felonies and include the following:
i. Inappropriate language
ii. Any fighting, taunting, or a show of bad sportsmanship
b. A misdemeanor is a less severe type of technical foul, and includes the following:
i. Any pregame or postgame dunking
ii. Slapping the backboard
iii. Incidental hanging on the rim
c. A flagrant foul can result in an automatic suspension from the league. This type of foul is at the discretion of the IM-Rec supervisor.
6. Different levels for the punishment is based on the severity and/or amount of incidents. The following chart will be used to determine punishment for acts seen as inappropriate.
a. Any two technicals in the same game, that participant is done for the night and the next game. 
b. 2 felonies = automatic 2 game suspension and “Orange Suit Probation.”
c. Any combination of 3 technical fouls = automatic 2 game suspension and “Orange Suit Probation.”
d. 3 felonies = automatic suspension from league
e. Any combination of 4 technical fouls = automatic suspension from league
f. One felony plus one misdemeanor equals one game suspension
7. “Orange Suit Probation” is a punishment following 2 felony, technical, or a combination of any 3. The following criteria must be met for the punishment:
a. Individual must officiate one full night of intramural basketball
b. At least one of those games is required to be their team
c. Individuals are required to wear a special uniform provided by the IM-Rec office.
8. Intentional Foul Rule shall be in effect with the individual getting 2 shots and the ball out of bounds where the foul occurred. This call should only be made if a player is fouled going for an obvious shot. Intentional fouls are personal fouls.


	Sport/Event
	Min # to avoid forfeit
	Min # to use Nomad rule
	MAX # of Nomads
	Position of Significance

	3v3 Basketball
	2
	2
	2
	Jumper and Tech Shooter



Men’s Champions	Women’s Champions
2021-2022	Rims	2021-2022	Washed Up
2018-2019	Tune Squad	2018-2019	Show Stoppers
2017-2018	Feline Control	2017-2018	Show Stoppers
2016-2017	Boston 3 Party	2016-2017	Intensity
2015-2016	Boston 3 Party	2015-2016	Triple Threat
2014-2015	Practice?	2014-2015	En Fuego

















































Basketball 3pt Contest

Eligibility
1. Current varsity/JV/redshirt basketball athletes are ineligible for participation.
a. Redshirt – an athlete who is not currently playing but is still working with the team to develop skills. 

Team Captain Requirements
1. See general information for the team captain responsibilities. 

Format of Play
1. Opponents will be set up in a 1v1 showdown style - each player being allotted a rim on one half of the court.
2. Players will be given sixty seconds to make as many three-point shots as possible on a running clock
a. Shooters must have both feet fully behind the 3pt arc to be considered a legal 3pt, any shots that are made but fail to meet this requirement will not be counted
b. Men will use a men’s regulation basketball, women will use a women’s regulation sized ball.
c. Depending on registration numbers per gender, the contest will or will not be divided into a mens & womens division - however, the usage of gender specific basketballs will remain regardless of combined or split divisions. 
3. No timeouts will be allotted, and no stoppage of the clock will occur under any circumstances
4. Players will be given one-two basketball(s) to use for their 3pt round
a. Players will be required to provide their own rebounder for the contest
b. Players who fail to provide their own rebounder will be given one campus rec official rebounder
      5. Players will be required to move designated positions around the arc shot every three shots 
          (cannot take 4+ consecutive shots at one location)						
a. Players must move in order throughout 5 assigned locations 
a. Locations will be marked with an identifier (tape, cone, etc.)
b. Locations will include: 2 corners, 2 elbow extendeds, center court/head on
c. Players will start at spot of their choice and work direction of choice to start as well
 Scoring
1. Each legal 3pt made will be counted as one point
a. If implemented, a bonus ball (properly marked) will be given to be used at any point during the round for one shot - counted as two points if made. Once used once, regardless of miss or make, the bonus ball will no longer be eligible to be used a second time.
      2. Shots released after time expiration will count as a legal make, but shots still in contact with 
          the shooter at time expiration will not count as made.  
      3. At the end of sixty-seconds, the player with more points in the showdown will be considered    
          the winner, and advance to the next round
  Overtime
1. Overtime will be a 3 shot showdown, all occurring from the head-on center position on the 
           3pt line
                 a.  Players will rock, paper, scissors for first shot
                 b.  Shots will occur on the same rim for each player in alternating fashion
                 c.  The player who makes the most out of the three shots will be considered winner

2. If still tied after three shots, it will go into sudden death one-shot style, staying in the same order as the first overtime
a. If the first shooter makes their shot, and the second shooter misses following, the first shooter will be considered the winner
b. If the second shooter makes their shot after the first shooter misses their shot, the second shooter will be considered the winner
c. If both shooters make or miss their shot, the process will be repeated until a winner is declared


	
	
	



