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Evergreen Park and Recreation District
This league utilizes the NFHS rule book except as it conflict with the following rules:

I. SCORING & POSSESSION
· Point Values: 1 point for baskets inside the arc; 2 points for baskets behind the arc.
· Free Throws: Worth 1 point (or 2 points if fouled on a 2-point attempt).
· Start of Game: A coin flip or rock/paper/scissors determines the first possession.
· After a Dead Ball: The ball must be put in play at the top of the arc.
· Technical Fouls: Result in an immediate two points awarded to the other team (no free throw attempts), plus possession of the ball.
II. THE "CHECK-BALL," "TAKE BACK," & BOUNDARIES
· The Check: All dead balls and made baskets must be "checked" by a defender at the top of the arc. The offensive player may then pass or dribble the ball.
· The Take Back: On any live change of possession (defensive rebound or steal), the ball and both feet of the player must be cleared behind the 2-point arc before a shot can be attempted. Failure to clear results in a loss of basket and turnover.
· Boundaries: At Wulf Recreation Center, the green lines are used for the side lines, base line, three-point arc, and lane. The curtain serves as the boundary at the back of the court.
III. FOULS & FREE THROWS
· Non-Shooting Fouls: Result in a check-ball at the top of the arc. No free throws.
· Shooting Fouls (Missed Basket): Awarded one (1) free throw.
· If the shot was a 1-pointer, the free throw is worth 1 point.
· If the shot was a 2-pointer, the free throw is worth 2 points.
· Shooting Fouls (Made Basket): The basket counts. No free throw is awarded. Possession changes to the defense.
· Player Fouls: Player fouls are not kept. However, if a player is found to be fouling excessively, a technical foul will be issued to that player and they may be removed from the game.
· Team Bonus: On the 7th team foul, the "Bonus" begins. Every foul results in one free throw for the value of the play, based on where the player was fouled.
IV. CLOCK & SUBSTITUTIONS
· Game Length: 20-minute running clock or first to 21 points, up by two (cap at 23).
· Final Minute: The clock will stop for all whistles and scores in the final 1:00 of play unless a team is leading by 10 or more points.
· Timeouts: Each team is allowed one (1) 30-second timeout per game. The clock stops during timeouts.
· Substitutions: Players may substitute at any dead ball period, but should notify the official when doing so.
V. OVERTIME & STALLING
· Overtime: First team to score wins. A coin flip determines the first possession of OT. In the playoffs, a full 1-minute overtime period is played before shifting to sudden death.
· Stalling: There is no shot clock. However, if an official deems a team is not "actively attacking," they will issue a 5-second count. Failure to attempt a shot results in a turnover.
VI. PLAYER CONDUCT
· [image: A picture containing text, outdoor

AI-generated content may be incorrect.]Unsportsmanlike conduct or excessive arguing with officials will result in an immediate Technical Foul and potential expulsion from the league.
· Fighting will result in an immediate forfeit for that player’s team and potential expulsion from the league.
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