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RECREATION AND INTRAMURAL SPORTS




5-on-5 Basketball Rules – Spring 2013
All participants, male and female, must be current students, faculty or employees.  Alumni are not permitted to participate in intramurals.
· All participants must present a current HofstraCard.  NO CARD = NO ENTRY
· A team consists of five players. A minimum of four players can start the game
· Forfeit time is 5 minutes after the scheduled game time
Game time – Clock

A. All games will consist of 2 –20-minute halves with a 3 minute halftime

B. The clock will stop when the ball is dead only in the last 2 minutes of the second half
C. The game and each overtime period will be started by a jump ball in the center circle. 

D. In jump ball situations, teams will alternate taking the ball out-of bounds at the spot nearest to where the held-ball situation occurred. 

E. The clock shall run continuously except when the following occurs: time-outs. During the last 2 minutes of the second half the clock will stop on fouls and whenever the ball is declared dead by the official.  Note:  The clock will not stop for a made basket in the last minute of play in either half. 

Time-outs –

A. each team is allowed three time-outs, each up to 1 minute in duration, per game. 

(Players cannot call timeout while in air or in process of leaving court)

B. Only players on the court may request a time-out. 

C. A player’s visual or oral request for a time-out during a live ball will be granted when: 

a. The player’s team is in possession of the ball, 

D. A player’s visual or oral request for a time-out during a dead ball will be granted unless the ball is in possession of a player on the opposing team, and that player is positioned out-of-bounds to attempt a throw-in. 

a. The clock will resume at the official’s signals time-in.  

E. Each team is granted only ONE timeout per overtime period. Timeouts will not carry over from regulation. 

Fouls

*Every foul prior to the 7th team foul that is NOT a shooting foul will result in the opposing team inbounding the ball from the sideline closest to infraction

A. Foul shots are awarded as follows: 

1) When a team commits its 7th team foul, the opposing team will be awarded a 1 and 1 attempt. 

2) When a team commits its 10th team foul, the opposing team will be awarded 2 free throws. 

3) The 5th personal foul on a player will cause that individual to foul out. 

B. Flagrant fouls (at referee’s discretion)

1) Technical fouls result in 1 free throw and possession. They will count towards both the personal and team foul tallies

2) The 2nd  technical foul for a player results in that player’s ejection and a 1-game suspension. 

3) Flagrant fouls result in 2 shots plus possession.  The player is ejected and must serve a 1-game suspension. 

Personal fouls 

A. Five personal fouls disqualify a player. 

B. If a common foul is committed (no shot was being attempted by the offended player), the ball is taken 

out at the designated out-of-bounds spot nearest the infraction unless: 

a. The offending team has committed its seventh, eighth, or ninth team foul – the offended player 

                  shoots one-and-one; or 


b.  The offending team has committed its tenth or greater foul – the offended player takes two foul 

 

shots. 

C. If a shot was being attempted by the offended player: 

a. And the try is good – the basket counts, and the offended player takes one foul shot; or 

b. And the try is no good – the offended player takes one foul shot for every point that would have been scored had the try been good.

Game Play

Traditional Basketball Rules Will Apply 
· Back court violations will be enforced
· No shot clock 

· Possessions will be alternate jump balls and half
· Subs must be recognized by officials before entering the game and check in at the scores table before entering the game
· Subs may only be made on a dead ball
· If a game ends in a tie, a three minute (running time) overtime period will be played. Each period will begin with a jump ball.

· A team with a lead of 40 points at any point during the game will result in a mercy
1. Kicking the ball 

1. Kicking the ball includes any contact of the ball with any part of the leg or foot. 

2. Kicking the ball is a violation only when it is an intentional act. 

2. Three-second rule – a player will not remain in the free-throw lane area while his/her team is in control of the ball in the front court for more than three seconds.  The three-second count is not terminated during an interrupted dribble.  Note:  The free-throw lane boundary lines are considered within the free-throw lane area in their entirety. 

3. Ten-second rule – a team will not be in continuous control of a ball in its backcourt for more than ten consecutive seconds.  

4. Traveling – Running with the ball (traveling) is moving a foot or feet in any direction in excess of 

prescribed limits while holding the ball: 

1. A player who catches the ball with both feet on the ground may pivot, using either foot as the pivot 

foot. 

2. A player who catches the ball while moving or dribbling may stop and establish a pivot foot as 

follows: 

a. If both feet are off the floor and the player lands: 

i. Simultaneously on both feet, either foot may be the pivot; 

ii. On one foot followed by the other, the first foot to touch is the pivot; 

iii. On one foot, the player may jump off that foot and simultaneously land on both; neither foot can be a pivot. 

b. If one foot is on the floor: 

i. It is the pivot when the other foot touches in a step; 

ii. The player may jump off that foot and simultaneously land on both; neither foot can be a pivot. 

3. After a player has come to a stop, he/she may lift either foot, but if he/she lifts his/her pivot foot or jumps to pass or throw for a goal, the ball must leave his/her hand before the pivot foot again touches the floor. 

4. A player who receives the ball without dribbling may start a dribble by releasing the ball before lifting his/her pivot foot. 

5. When obtaining a loose ball on the floor: 

a. A player may slide or roll on the floor because of momentum. 

b. Once a player’s momentum/sliding has stopped, he/she may not roll on the floor to gain an advantage.  However, a player may sit up without violating. 

c. A player may not go to a knee or stand without first initiating a dribble. 

d. Note:  It is traveling for a player to fall to the floor after being airborne to catch a pass or control a rebound
5. 
Five Second Inbound Rule- the player has five seconds which is counted by the official to inbound the basketball. After the five seconds has passed, they forfeit possession. 

All players are responsible for their actions, even if they are not in the game.  Sportsmanship ratings will be given out at the end of every game by the refs and supervisor.  
You must have a 3.0 in order to make playoffs.
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HOFSTRA INTRAMURAL BASKETBALL REFEREE HANDBOOK
Expectations:

1. Attend all IM staff meetings. 

2. Arrive to work on time. 

3. Show your student I.D. when entering the Rec Center. 

4. Come to work prepared to officiate. 

5. Do not play while officiating without proper approval. 

6. Do not read, study, talk on cell phone, or text message while on duty. 

7. Set up facility and area according to the guidelines provided by the Intramural Coordinator. 

8. Maintain the safety of the area while on duty. 

9. Be knowledgeable of the rules of play with each sport. 

10. Be knowledgeable of the proper officiating mechanics of each sport. 

11. Return all work-related equipment to its proper place in the  proper condition at the end of each work day. 

12. Communicate problems or irregular situations immediately  to the IM Coordinator. 

13. Be courteous and helpful to all participants, staff, and fans. 

14. Enforce all recreation and intramural program policies and procedures. 

Dress Code:

· Referee shirt

· Black or Grey sweatpants or shorts

· Athletic shoes

· NO HATS
Guidelines 

1. Foul language is unacceptable.  Please refrain   from using vulgar language during IM competitions. 

2. We are a health-oriented program , thus employees are not allowed to smoke or chew tobacco while officiating. 

3. Do not show up for work under the influence of alcohol or illicit drugs or with the intention of utilizing them while on the job. 

4. Participants (undergraduate, graduate, faculty/staff and spouses) are to be treated courteously at all times. 

 5. We ask you learn all the Intramural Sports Program policies, procedures, program, and offerings to be able to answer or refer any questions. Check with someone else if you do not know the answer.
Work Day Procedures

The procedures for a typical work day vary with each activity, but follows the same

format.  The indoor sports and the outdoor sports present two different situations and

procedures vary between the two accordingly.  These differences will be addressed

further in the meetings.
Sample Work Day
1. Report at the designated time in the proper attire with the IM Coordinator.

2. Prepare the designated site by setting up the appropriate equipment in the proper place.

3. Begin games on-time and start officiating the sport.

4. Keep games moving along according to the schedule.

5. Put  equipment away in its appropriate place.

6. Ask the supervisor if there is anything more which needs to  be done.  If not, feel free to leave.

7. Log out your finish time.

Dealing with Irate or Ejected Participants
As most of you know, Intramural Sports can be stressful and emotional.  Although we promote playing for leisure and fun, this is not always the case. Sometimes you will encounter an irate or bothersome participant.  Conflict stems usually from ignorance, error, competitive nature, hostility, or another reason.  It is important in these situations to “remain calm” and not add to the problem by losing your temper or patience.  This is difficult, but you must give it your best attempt.  Please follow these guidelines when dealing with participants: 
1. Treat the participant with respect. 

2. Listen to what the participant has to say.  Try to understand the situation as best as possible before speaking. 

3. Reiterate what you understand the issue is for the participant.  Check to make sure you both agree on the issue. 

3. Keep the conversation brief and specific. 

4. Try to resolve the problem if possible. This may include reiterating the event rules. If a resolution cannot be made let the participant know you will check into it further, or they will need to discuss the matter with the IM Coordinator, Student Center Manager or Intramural Director.     

This is not to say it is your duty to listen patiently to someone yelling and being verbally abusive toward you or another official.  Ask them to speak calmly.  You need to decide when the conversation is no longer productive and if they need to leave the facility.  The point is not to aggravate the situation.  An ejected participant needs to leave the facility immediately. Also, it is easier to talk to one person (either the team captain or the individual with a problem) than the whole team.  It is usually better to try to remove them from the scene/other participants. Remember, you are representing the Intramural Sports Program.  Handle the situation as calmly and as effectively as you can. 

The official should fill out an incident form immediately with the IM Coordinator.
Forfeit Procedures

The minimum number of players required for team competition must be signed in and present by FIVE minutes after game time.  If not, the team will be forfeit their opportunity to play.  The minimum number of participants required to start a game is 4 players who are registered on the respective teams roster. When a forfeit is declared, officials are still paid and should be reassigned to other fields/courts, facilities, or duties.  The only exception to this rule is if the forfeit is the last game of the day, and officials elect to leave.  Remember, always to check with the IM Coordinator before leaving the premises. Teams have the option of using their court/field time for a practice or scrimmage game.  Officials should not officiate these “pick-up” games; however they should be present. 

Additional Forfeit Procedure Information: 
 1. For team activities, all participants’ names on the team who are ready to play must be recorded on the proper score sheet. The captains must demonstrate to the officials  they have enough players to start a game. 

 2.  If both teams fail to show up or fail to have an adequate number of players, a double forfeit  will be recorded, and the contest will not be rescheduled. 

 3.  Two forfeits in succession by any one team during a scheduled season will eliminate that team from further competition and will cause them to lose all participation points.
Accidents

Accidents invariably occur during intramural activities.  Always follow the procedures outlined in the Handbook and on the accident report form. 

1.  For every injury that may happen, get the IM Coordinator or Rec Center Supervisor, as they must fill out the Accident Report Form. 

2.  Make the player as comfortable as possible without moving him/her. 

3. Do not give the injured person any advice.  Whatever  you do, DO NOT TOUCH THE INDIVIDUAL. 

4. Provide any assistance as directed by the IM Coordinator or Rec Center Supervisor.    

5. Overall, use your best judgment, common sense, and intelligence.
Officiating Procedures

Students who enjoy officiating are those who have studied the rules of the game and have developed an ability to detect infractions quickly and react decisively.  In general, it seems as though intramural athletes tend to respect their peers who serve as officials and give them the benefit of the doubt until their actions indicate such respect is misplaced.  This changes radically, however, at such times as an official demonstrates a lack of knowledge of the rules or displays indecisiveness. An official will lose his/her peers respect and more likely be challenged by peers when 

he/she: 
 1. Has to confer too often with his/her partners or the Intramural Coordinator prior to enforcing rules. 

 2. Hesitates in making calls. 

 3. Makes calls in an unconvincing/inconsistent manner. 
There are times when officials, unintentionally, either misapply a rule or enforce it improperly and are not challenged by someone convincing and authoritative in their execution of the basic mechanics of officiating.  On the other hand, officials can make a good call and be letter-perfect in enforcing a rule and encounter protests merely because no one believes their tentative movements or stumbling announcements. 

In basketball and volleyball, the official should blow his/her whistle loudly and sharply in order to stop play.  A weak whistle, even though blown at the proper time, may indicate a referee is unsure or not attentive.  Immediately after blowing the whistle, the referee should take it out of his/her mouth.  (Sounds fundamental, but it is surprising how many referees try to talk while the whistle is held between their lips.)  The call should be made instantly and should be supplemented by the proper hand signals. The more the players, coaches and spectators are kept informed of what is going on, the more they will pay more attention to the conduct of the game than to official’s calls.
In order to be convincing when they speak, officials should be both correct and coherent in their utterances to team captains.  Words should flow out of their mouths without grammatical flaws.  Common-sense and basic preparedness dictate an official should not blow his/her whistle unless he/she understands the rules to be enforced and knows exactly what is going to be said once everyone stops play and turns their attention toward the official.  Furthermore, the tone of the official’s voice should always be constructive rather than destructive. 

An official should be neat, clean and professional at all times.  What is done and said, as well as, what is not done, and said, all contribute to the image and acceptability of an official.  Does the official greet the coaches and captains with a friendly smile and a handshake before the contest and treat the players with respect?  Does the official refrain from throwing the ball around or shooting baskets during timeouts or at half-time?  Does the official speak to the players as he/she would like to be addressed?  Does the official keep from openly criticizing his/her partner’s judgment calls? 

Officials should let their first few calls set the tone for the rest of the game.  If strict attention is paid initially to curbing the use of profanity, sportsmanlike conduct, and unnecessary roughness, there generally should be very few problems throughout the game.  If a player’s conduct warrants his/her being ejected from the game, then he/she should be ejected immediately.  Otherwise, it would be disservice to the officials who work that player’s future games.  If a player is allowed to misbehave in one game, he/she is more likely to repeat those actions in subsequent games. 

If an official is on top of the play and has the best view of the action, there should be a bare minimum 

of complaints.  A referee should anticipate where the play will take place and be there before it happens.  Presence lends conviction. An official who inadvertently, misapplies a rule and recognizes his/her error before play is restarted 

should be strong enough to admit it and rectify it.  This merely requires a concise explanation and a short apology before the ball is put back into play.  If he/she realized his mistake too late and his/her fellow officials also fail to correct him/her in time, it should be chalked up as an unfortunate experience, one which should be prevented in the future. Dedicated officials become upset with themselves for mishandling a situation or letting a game get out of control.  By the same token, quality officials will receive a great deal of self-satisfaction if they can walk away after the game with pride, knowing their game was played according to the rules and kept under control. A knowledgeable, enthusiastic, sincere, and honest referee will find officiating to be a very enjoyable and rewarding experience.  More importantly, an official will know he/she has enabled the players, coaches, and spectators to enjoy themselves and to reap the benefits the game was intended to provide them in the first place.
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