Basketball 5 on 5
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/redshirt basketball athletes are ineligible for participation.
2. Teams may have two (2) ex-basketball players 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
1. See general information for the team captain responsibilities. 

Format of Play
1. Games consist of two fifteen-minute halves with a running clock.
2. The clock will stop during the last minute of regulation and overtime play per NFHS rules.
3. Halftime will be two (2) minutes in length.
4. Overtime will be two (2) minutes in length.
5. Two overtime’s will result in sudden death.
a. Each team will be allowed one (1) timeout per overtime period.
6. Time-outs: Three (3) per game and shall be 60 seconds in length. 
a. Only players on the court can request a timeout.

Players/Roster
1. A team roster must consist of a minimum of five (5) players and a maximum of ten (10) players.
2. Game must begin with a minimum of four (4) players.
3. If a team has 6 players from the roster they can not have a nomad. Allows the team to have 1 substitute. 

Forfeit
1. Starting at game time two (2) points will be awarded for every minute a team fails to show. After ten (10) minutes, the game is 20-0 and a forfeit with 10 minutes off the game clock. 
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 twenty (20). 

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. 
4. Misc. - No hoods, hats, and/or headgear with a knot besides a headband.

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 (No free throws awarded). 
i. If the dunk is during the game, the player will be assessed one (1) technical foul and the points scored are not counted.   
2. Sportsmanship rule shall be when a team is ahead by 30 points anytime during the 2nd half. 
3. Substitutions must check in with the scorekeeper before the officials beckon players to enter the game during a dead ball situation.

Fouls/Free Throws
1. Individual players will be out of the game on their 5th personal foul per game.  
2. Bonus free throws (1 and 1) will begin on the seventh (7) team foul in each half. 
3. Double bonus free throws (2 shots) will begin on the tenth (10) team foul each half. 
4. During free throw attempts, players are allowed to occupy only marked lane spaces or are required to be behind the 3-point line and the free throw line extended to the sides of the court. 
5. All players occupying a marked lane space will not break the plane of the free throw line until the ball is released.
6. Personal fouls and technical fouls are combined for player disqualification and to reach bonus. 

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 free throws being awarded.
a. Any player that receives two (2) technical fouls will be ejected from the current game and will receive a one (1) game suspension.
b. All technical fouls will be reviewed for possible further disciplinary action by Campus Recreation staff.
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 are three technical fouls given to the same team, the game will be forfeited.
3. If team receives 5 total technical fouls, 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. Intentional Foul Rule shall be in effect with the individual getting 2 shots and the ball out of bounds where the foul occurred.  
