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Wayzata Boys Basketball Association 3rd Grade House Game Rules
_________________________________________________________________________________________________
Ball
· Game size must be 27.5.
Baskets
· Baskets must be set to 10 feet.
Players
· A team cannot start a game with fewer than five players in uniform. If a team does not have enough players five minutes after the scheduled start time, that team loses the game by forfeit. The players present may have an unofficial scrimmage until 8 minutes before the scheduled start of the next game. 
Clock
· Two 20-minute halves with running clock except for injuries, timeouts, and substitutions. Stop-Time will be used during the last two minutes of the game and during overtime, during which the clock will also stop for dead balls.
· If a team leads by 10 or more points in the last two minutes, running clock will continue until the lead is 9 or less.
· Clock stops every five minutes of game time (on a dead ball or referee’s discretion) for substitutions.
· Halftime is three minutes.
· Overtime period (if necessary) is two minutes with substitutions at one minute. Should the game be tied after overtime, “sudden death” format applies.  In “sudden death,” the first team to be awarded a point by any means wins the game.
· Three 60-second timeouts per team per game. One extra timeout for overtime.  Timeouts carryover.
· When available, a “3rd hired referee” will operate the clock and manage the official score sheet. Occasionally, a volunteer parent(s) may need to manage these clock and score sheet duties.
Defense
· [bookmark: _Hlk148423271]Defense Generally: Man-to-man defense only. Help defense and switching are allowed. Double teaming is generally prohibited. Once a player with the ball enters the lane, double teaming is allowed.
· Switching: If a screen or dribble handoff occurs outside the lane and the dribbler stops dribbling within a very close distance to his teammate, double teaming is usually not a correct call. If two offensive players remain near each other for a few seconds, the defense can’t be expected to have one of the two defensive players just watch when he could “guard his own player” and reach out and grab the ball away too. This is part of the potential downside to bringing two offensive players so close together on the court. You bring a second defensive player too.
· If a coach is unhappy with how a ref is calling or not calling double teaming in these ball screen/dribble handoff situations, then he/she should continue to coach the action in practice to ensure separation between the two offensive players occurs quickly.
· Help and Helpside Defense: If help defense is used outside the lane, it cannot result in a double team. Either a switch must occur so each defender guards a different player; or, once the original defender recovers onto his player, the help defender must go back to guarding a different offensive player.
· When a defensive player is in “helpside” defense, the farthest he can play in helpside is to have the court’s marked or imaginary “centerline” down the middle of his body. He is not allowed to move fully into the strong side (basketball side) of the court unless:
· Providing help defense on an offensive player that has “beaten” his primary defender (if the help defense is outside the lane), or
· The helpside defender is helping to guard an offensive player with the ball that has entered the lane.
· If a helpside defender is generally playing in the lane across the court’s centerline, he will be considered to be playing zone defense.
· Defenders in helpside defense must actively track the offensive player they are guarding (involves both being mentally aware of the location of the offensive player he’s guarding and adjusting his defensive position accordingly). For example, a defensive player’s helpside position must change if the offensive player he is guarding moves from the weakside corner to the top of the key. A defensive player that doesn’t reasonably track the offensively player he is guarding will be considered in zone defense. Weakside offensive movement helps referees see when a helpside defender is not properly “tracking” the player he’s guarding.
· Penalty for Double Teaming & Zone Defense Violations
· A team is allowed two combined double teaming or zone defense violations each game without a penalty being enforced.  The 3rd such combined violation and each subsequent violation in a game against a team will result in a 1-point penalty awarded to the offense and the ball being given back to the offensive team.
· Referees have the discretion not to call zone/double teaming if the conduct (1) wasn’t done knowingly by the defender and (2) didn’t materially affect the play of the game.
· Press Defense: Generally, press defense is not allowed.  However, full-court man-to-man press defense is allowed (no trapping or double teaming) during the last 20 seconds of a game or last 20 seconds of an overtime period.  No press is allowed in “sudden death.”
Player Substitutions
· Player substitutions occur every 5 minutes (on a dead ball or at the referee’s discretion) of game time. This time is not to be used as a time out. Players on the bench should be ready to sub in.
· Players must have essentially equal playing time during each game. For example, no player should play his 5th sub-rotation until all players have played or are then playing their 4th sub-rotation.
· Players cannot be replaced at other times during a game except for injury or disqualification (ejection).
Scoring
· All made baskets are worth two points (no three-pointers).
· Exception: During the last one minute of the game and during any subsequent time (aka, overtime or sudden death) the three-point line (if properly marked in the given gym) will be in effect. Three-pointers are possible during these times.
Fouls
· Individual Fouls: Individual player fouls are not tracked and no player can foul out of a game. Each team is permitted 6 team fouls per half, including shooting fouls. On the 7th team foul per half and thereafter the offense generally (see below) gets 1 point and the ball back
· Team foul totals per half will be kept by the official score sheet keeper.
· Non-Shooting Fouls: No free throws are shot; ball out of bounds to the offensive team.  On the 7th and each subsequent foul per half, the offense is awarded 1 point and the ball back.
· Shooting Fouls: No free throws are shot; ball out of bounds on shooting fouls.
· Shot missed = offense always awarded one point and they get the ball back out-of-bounds.
· Shot made = offense gets the points for the made shot, they get an additional point for the foul, and the ball is then given out-of-bounds to the defense (team that fouled).
· Flagrant Fouls: Flagrant fouls are a foul offense with aggressive physicality and usually involves player conduct not made in a natural basketball movement. If a referee calls a flagrant foul, the offending player will be forced to sit out for the remainder of the half or the game depending on the severity of the play and at the referee’s discretion. No additional points (beyond points described above for fouls) are awarded for flagrant fouls.
· Technical Fouls: Technical fouls can be called by referees for highly offensive conduct by a player, coach, or team fan. Each technical foul results in the other team being awarded 2 points and possession of the ball.
· Player: Offending player must sit out the reminder of the half or game at the referee’s discretion. Upon a 2nd technical, the player is disqualified from the rest of that game.  The referee may require the player to leave the building.
· Coach: The “seatbelt” rule is applied. The coach must sit on the bench with no communication to the referees for the rest of the game. 2nd technical requires the coach to leave the building.
· Fan: Fan is required to leave the building immediately after a 1st technical foul.
· The officials have final say on everything.
Jump Balls / Alternating Possession
· Per MSHSL rules.
Violations
· Backcourt Violations: The offense has 10 seconds to advance the ball across the half-court line after it takes possession. The clock resets if the defensive team knocks the ball out of bounds or is called for a foul. A team is considered to have crossed half-court when the ball and both of the ball handler’s feet cross the half-court line.
· Free-Throw Lane Violations: An offensive player cannot stand in the lane for 5 seconds or longer without stepping outside the lane.
Overtime period (2 minutes of Stop-Time)
· [bookmark: _Hlk148425141]If overtime is necessary, player substitutions occur to start overtime, action starts with a jump ball at center court, and substitutions occur again at one minute. Should the game be tied after overtime, the game will end in a "sudden death" format. At the beginning of “sudden death” substitutions will occur again and possession will start with a jump ball at center court. The first team to score a point (via any way a point can be awarded) wins.
Miscellaneous
· For any situation that may arise during a game that is not addressed in these rules, the applicable MSHSL rule shall apply.
· The goal of the House League is to provide a fun, competitive basketball experience for all players.
· Coaches are strongly encouraged to take steps to control lopsided scores after their team is ahead by a large margin.
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