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2023 ADULT BASKETBALL LEAGUE RULES

I.
ROSTER GUIDELINES

A.
Each team will be allowed to carry a maximum of fifteen (15) players on a roster, including playing coaches and managers.

B.
All teams must submit a completed team roster form prior to their first scheduled league game (submit roster to scorekeeper) 

The roster must include the Team Manager’s name, with cell and home phone numbers.  If a change of scheduling is necessary and a team roster is incomplete, the Athletics Supervisor will not be responsible for games missed. 

C.
Each player listed on the roster must include name, address, phone, and signature.

D.
All participants in league and tournament play are required to have an I.D. with them in the event a team roster is checked for validity.  See FORFEITURE POLICY.  All picture ID’s will be checked before tournament play begins.

E.
Only those names that appear on the roster are eligible to play.  Non-registered participant(s) playing in a game will be cause for the team they play for to forfeit that game.

F.
Team Managers may add or drop players to their original roster prior to their teams’ 3rd scheduled game.  Additions or replacements can be made at the gym prior to the teams’ 3rd regular season game.  No changes to a team roster will be allowed after that time.

G.
Once a player is omitted from a team roster, they may not appear on any roster in that league for the duration of that season.  A player can only appear on one (1) roster per league.

H.
All players must be at least sixteen (16) years of age prior to the first league game.

I.
Falsification of information on a player(s) team roster shall disqualify that player(s) from the league.
II.
EQUIPMENT & JERSEY GUIDELINES

A.
All players on each team must wear jerseys that are matching in color which have a permanently affixed, non-duplicated legal number (1 or 2 digits only which are not above the # 5--ex. 48, 72, 88, etc are illegal).

These legal numbers must be located on the front (minimum 4” in length) and the back (minimum 6” in length) of the jersey.

NOTE:  Jerseys without legal numbers, as well as jerseys with taped or pinned numerals will not be allowed.

There will be a two (2) game ‘grace period’ for all teams to obtain /wear their legal jerseys.  After this ‘grace period’ players not attired as described above will not be allowed to participate. 

B.
‘Pennies/Pullovers will be available for teams with matching jerseys.  A coin toss between the two (2) teams will determine which team wears the pennies.  

Reversible Jerseys are recommended (with light and dark) to avoid the above-mentioned situation.

C.
Court-regulation shoes will be the only footwear accepted.  No players will be allowed to play bare-foot or in socks.

III.
PRE-GAME

A.
Team Managers must have their lineups in to the scorekeeper at least five (5) minutes prior to their scheduled game time.  Lineups must include last name, first name, and valid jersey number.

B.
A team must have four (4) players to begin a game.

C.
Game time is forfeit time. 

D.
NOTE: Teams will not be allowed to warm-up or utilize the opposite court (court A) before or after their scheduled game unless they have a current membership to the Community Activity Center(CAC).  A membership to the CAC IS NOT included in the price of the league.  The opposite court (court A) is reserved for members of the Flower Mound Community Activity Center.
IV.
THE GAME

A.
When not covered in the Town of Flower Mound local playing rules, the current 2023 NCAA rules will apply with the exception of the 3 point line.

B.
All games shall consist of two (2) twenty (20) minute halves with a “running clock”.

1.
The clock stops only on time outs (both team and official).  The game officials may use their discretion to stop the clock for injury, ball retrieval, etc…

2.
The clock will stop on all whistles during the last two (2) minutes of each half.  (Exception:  Point Spread Rule).

3.
POINT SPREAD RULE:  If one team is ahead by twenty (20) or more points during the last two (2) minutes of each half, the clock will remain a “running clock”, except for time outs.

4.
Officials have the authority to add time to the game clock or run the clock continuously.

5.
OVERTIME:  If the score is tied at the end of regulation play, a three (3) minute overtime period will be played.  Additional overtime periods will be utilized to determine a winner.  If additional overtime periods are needed, the additional overtime periods will be played in the same manner.  The clock will stop on each whistle by the officials during the final one (1) minute of play.

6.
A five (5) minute halftime will be observed

C.
There will be five (5) timeouts per game.

1.
There are no thirty (30) second timeouts.

2.
Team timeouts will be one minute in length.

3.
One (1) timeout will be awarded in the event that overtime is needed (Timeouts do not carry over from regulation play).
D.
‘Dunking’ is allowed.  However, hanging on the rims will constitute a technical foul and may be deemed unsportsmanlike.  (See Disciplinary Actions below).

1.
Teams will be held financially responsible for any damages to the rims or the gym.   Please use good judgment while utilizing the gym. 

E.
FULL COURT DEFENSE (PRESS)--is allowed!

1.
MERCY RULE:  If one team is leading by twenty (20) points or more, they may not press and must wait until the ball crosses half court before guarding the opposing team.  Once the team, who is down by twenty (20)  or more points has possession of a defensive rebound, the leading team must retreat past half court and not play the ball until it crosses half court.
2.
VIOLATION:  The whistle is blown and the offending team is warned and the offended team puts the ball in play on their offensive front court at mid-court.  At the official’s discretion, they may call a technical foul (if deemed by the official as unsportsmanlike) on the offending (defensive) team if they continue to press after being warned by the officials.

F.
FOULS:

1.
Bonus shots (1 and 1) will be effective on the seventh (7th), eighth (8th), and ninth (9th) team foul of each half.

2.
Two (2) shot fouls will be awarded beginning with the tenth (10th) team foul of each half.

3.
A player fouls out when receiving their fifth (5th) personal foul.

4.
A technical foul is a personal foul, but is not counted as a team foul.

G.
BLOOD RULE:

A player, coach or official who is bleeding or who has blood on their uniform shall be prohibited from participating further in the game until appropriate treatment can be administered.  If medical care or treatment can be administered in a reasonable length of time, the individual will not have to leave the game.  The length of time considered reasonable is left to the sole discretion of the game official(s) judgment.  Uniform rule violations will not be enforced if a uniform change is required.  However, players should be prepared with a like colored t-shirt or jersey on stand by.

The official shall:

1.
Stop the game and allow treatment if injured person would affect the continuation of play.

2.
Immediately call a coach or other authorized person to the injured player.

3.
Apply the rules of the game regarding substitutions, re-entry, and short-handed player if necessary.  

V.
FORFEITURE POLICY



GAME TIME IS FORFEIT TIME
A.
If a team forfeits three (3) league games for any reason, that team will be expelled from the league with no refund.

1.
All teams scheduled to play the offending team for the remainder of the season will receive a win by forfeit.

2.
The forfeiting (expelled) team will be removed from the mailing list.
B.
If a team receives a win by forfeit, they will have use of the gym floor for practice, until ten (10) minutes before the next scheduled game time.

C.
If both teams do not have enough players at their scheduled game time, that game will be declared a double forfeit.  Each team will receive a loss in the loss column.

VI.
CONDUCT AND DISCIPLINE



Each player is expected to act in a manner that exemplifies good sportsmanship 
A.
No tobacco products of any kind are allowed in the building.

B.
No food or drinks are allowed in the gym.  Water bottles will be accepted as long as they have a cap on them
C.
According to Town of Flower Mound ordinances, no alcoholic beverages are allowed on the premises (and parking lot).  Legal action may be taken against an offender and possible suspension from the league.

D.
Two (2) unsportsmanlike (flagrant and/or poor sportsmanship) technical fouls on any one person will constitute an ejection from that game and a one game suspension.  Two (2) such ejections and that person shall be suspended from the league for the remainder of the season.  Any ejected player(s) must leave the premises immediately.  If that player or coach impedes the progress, fails to leave the premises, or makes a travesty of the game, said particular game may be forfeited to the opposing team. 
E.
Three (3) unsportsmanlike technical fouls on one team in one game will constitute forfeiture.
F.
A player’s conduct can extend suspension beyond minimum penalty.

1.
A player’s conduct before, during, and after a game will be considered.

2.
Player to player physical altercations (fighting) before during and after a game (including outside the premises) will result in suspension for all players involved for the remainder of the season, and legal action may be taken..  
G.
Physical assault on any game official will result in immediate removal from the league and legal action will be taken.  Verbal threats to harm officials within or outside the premises will result in removal from the league.

H.
Coaches will be responsible for the actions of their players, fans, and team followers before, during, and after all games.

1.
Unsportsmanlike actions or behavior from the bench or spectator areas will be assessed to the responsible coach in the form of an unsportsmanlike technical.  If their action impedes the progress, or makes a travesty of the game, the said particular game may be forfeited to the opposing team. 
              
VII       TIE-BEAKER PROCEDURE
A. In case of a tie for awarded positions or seeds in a post-season tournament, the following tie-breaker procedure will be used to determine positions and seeds.

Note: Any team that forfeits a game during the regular season due to lack of players will automatically lose any and all tie breakers for seeding purposes in post season play. 

1.
Head-to-head:

2.
If the two (2) tied teams play each other more than once during the regular season and split, then point differential between the two teams in games played between the two will be used.
3.
Head to Head Group (3 or more teams tied).  Win/loss record among games played between groups will be used first.  If head to head among group cannot be determined, then Points Allowed among group will be used; then points scored among group.  If place/seed cannot be determined among group, tie-breaker will revert to remaining tie-breakers.
 

4.
Points allowed 
5.
Points scored

6.
Coin-flip.

VIII.
THE ATHLETICS SUPERVISOR RESERVES THE RIGHT TO ADD, DELETE, & AMEND ITS RULES/REGULATIONS/POLICIES FOR THE BETTERMENT OF THE LEAGUES.

Scores, schedules and standings can be viewed at: www.teamsideline.com/flowermound 

