General Information:

Except when noted herein, National Federation of State High School Association Basketball Rules are used: in no way should the absence of a particular rule or procedure here be construed to mean that it will not be enforced. It is recommended that team captains obtain and become familiar with the Intramural Sports Calendar and the High School Federation Basketball Rulebook.

A. Responsibility of team captains
1. Read and know the rules. Have a team meeting to cover rules and schedule 

2. Control yourself, your teammates and your spectators 

3. Represent your team at all meetings 

4. Represent your team prior to, during and after games 

5. Make sure all of your players and all your opponents are eligible 

6. Only the captain may address an official on matters of rule interpretation and information

B. Eligibility

1. Faculty, Staff and students taking at least 3 credits are eligible to play 

2. A person may play for only one team per season 

3. Each player must wear a numbered jersey - #’s must be 3 inches in size and range from zero to five (0-5). 

4. For players to be eligible for play-offs a player must participate in at least 25% of the regular season games

C. Protests

1. No protest involving an official’s judgment will be upheld 

2. The protest must FIRST be stated verbally to the official. A time-out must be used to file a protest. If the protest is denied, the time-out is lost and if a team has no time-outs left a technical fouls is assessed to the captain 

3. Protest ruling appeals must be made in writing by 4:30pm of the next business day to the Athletic Director

Rule One: Equipment
A. Game Equipment
1. The Athletic Dept will provide game basketballs. 

2. Tennis shoes must be worn on the court at all times. No black soled shoes, hiking shoes etc. will be permitted 

3. Players and spectators shall not bring personal belongings into the gym, they must be kept in a locker 

4. No casts, knee braces with exposed metal or hard leather, hats or jewelry are allowed 

5. Players must be in athletic attire to play – no street clothes are permitted for game play. 

6. Teams must have numbered shirts that match in color, numbers must be permanent (no tape allowed) , at least 3 inches in size, and no two players may wear the same number during a game. 

7. The official’s decision regarding equipment is final.


Rule Two: Officials and Their Duties
H. Official’s judgment calls are final and cannot be protested 

I. The referee shall have the power to make a decision in any area not specifically mentioned in the rules 

J. Correctable errors: The official may correct an error if a rule is inadvertently set aside and results in 

J. Failure to award a merited free throw 

J. Awarding an unmerited free throw 

J. Permitting the wrong player to attempt a free throw 

J. Attempting a free throw at the wrong basket 

J. Erroneously counting or canceling a score

In order to correct any of the above errors, such an error must be recognized by an official before the ball becomes alive again following the first dead ball after the clock has started following the error.

If the error is for #’s 2, 3, 4, the free throw and the activity during it is canceled. This does not apply to unsportsmanlike conduct. 

If an error is corrected, play shall resume from the point at which it was interrupted to rectify the error.

Rule Three: Players and Substitutes
K. PLAYERS

K. A team must have all five players in order to start a game, but may finish with less than the five only as a result of injury or disqualification 

K. Prior to entering the game, players must check in at the statistician’s table 

K. A player’s name and number must be in the score book at the start of the game
PENALTY: Technical Foul – 2 free throws and ball at half court 

L. SUBSTITUTES

L. Unlimited. A substitute who desires to enter the game must report to score table and request a substitution.
THE SUBSTITUTE MUST BE BECKONED BY AN OFFICIAL BEFORE ENTERING THE COURT. 
PENALTY: TECHNICAL FOUL
***Time-outs and half time are free substitutions


Rule Four: Definitions
M. AIRBORNE SHOOTER: a player who has released the ball on a try for a goal and has not returned to the floor 

N. BASKET INTERFERENCE: occurs when a player touches the ball or any part of the basket or backboard while the ball is on or within the basket, or touches the ball while any part of it is within the imaginary cylinder which has the basket ring as its lower base 

O. PLAYER CONTROL: a player is in control when he is holding a live ball or dribbling it. An airborne shooter is in player control 

P. TEAM CONTROL: a team is in control when a player of the team is in control, and also while a live ball is being passed between teammates. Team control continues until: 

P. The ball is in flight during a try for a goal by a non-airborne shooter 

P. The airborne shooter returns to the floor 

P. An opponent secures control 

P. The ball is dead

Q. COURTS: 

Q. Frontcourt: that part of the court between the end line and nearer edges of the division line 

Q. Backcourt: consists of the rest of the court, including the division line. During a dribble from backcourt to frontcourt, the ball is in the front court when the ball and both feet of the dribbler touch the court entirely in the frontcourt

R. DRIBBLE: ball movement caused by a player in control who bats, pushes or taps the ball to the floor one or more times. During a dribble the ball may be batted into the air provided it is permitted to strike the floor one or more times before the ball is touched again with the hands. The dribbles ends when: 

R. the dribbler catches the ball with one or both hands 

R. the dribbler simultaneously touches the ball with both hands 

R. An opponent bats the ball 

R. The ball becomes dead

S. COMMON FOUL: a personal foul, which involves illegal contact with an opponent while the ball is alive or after the ball is in possession of a player for a throw-in or committed by an airborne shooter when the ball is dead 

T. PERSONAL FOUL: a player foul that involves illegal contact with an opponent while the ball is alive or after the ball is in possession of a player for a throw-in or committed by an airborne shooter when the ball is dead 

U. INTENTIONAL FOUL: may be personal or technical foul, which, by the judgment of the official, appears to be designed or premeditated. IT IS NOT BASED ON THE SEVERITY OF THE ACT 
PENALTY: 2 free throws and ball at half court 

V. FLAGRANT FOUL...a personal or technical foul of a violent or savage nature, or a technical non contact foul which displays vulgar or abusive conduct. It may or may not be intentional
PENALTY: 2 free throws and ball at half court, and automatic ejection 

W. PLAYER CONTROL FOUL...a common foul committed by a player while he is in control of the ball or by an airborne shooter before he returns to the floor 

X. TECHNICAL FOUL....a foul assessed for unsportsmanlike conduct or violations by team members on the floor or seated on the bench. It may be assessed for illegal contact which occurs with an opponent before the ball becomes live. (counted both as a personal and a team foul)
PENALTY: 2 free throws and ball at half court 

Y. PIVOT: takes place when a player who is holding the ball steps once or more than once in any direction with the same foot, the other foot, called a pivot foot, being kept at its point of contact with the floor 

Z. TRAVELING: moving a foot or feet in any direction in excess of prescribed limits while holding the ball 

Z. A player who contacts the ball with both feet on the floor, may pivot, using either foot. When one foot is lifted, the other is the pivot foot. 

Z. A player, who catches the ball while moving or dribbling, may stop, and establish a pivot foot as follows: 

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

Z. simultaneously on both feet, either foot may be the pivot 

Z. on one foot followed by the other, the first foot to touch is the pivot foot 

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

If one foot is on the floor: 

Z. it is the pivot foot when the other foot touches 

Z. the player may jump off the foot and simultaneously land on both, neither foot can be a pivot foot

Z. After coming to a stop and establishing a pivot foot: 

Z. The pivot foot may be lifted, but not returned to the floor, before the ball is released on a pass or a try for a goal 

Z. If the player jumps, neither foot may be returned to the floor before the ball is released on a pass or a try for a goal 

Z. The pivot foot may not be lifted, before the ball is released, to start a dribble

Z. After coming to a stop when neither foot can be a pivot: 

Z. One or both feet may be lifted, but may not be returned to the floor, before the ball is released on a pass or a try for a goal 

Z. Neither foot may be lifted, before the ball is released, to start a dribble

AA. GOALTENDING: occurs when a player touches a ball during a field goal try or tap while: 

AA. The ball is in downward flight 

AA. The entire ball is above the level of the basket ring 

AA. The ball has a possibility of entering the basket in flight 

AA. The ball is touching an imaginary cylinder which has the basket ring as its lower base

AB. SCREEN: is a legal action by a player who, without causing contact, delays or prevents an opponent from reaching a desired position. To establish a legal screening position: 

AB. The screener may face any direction 

AB. Time and distance are relevant 

AB. The screener must be stationary, except when both are moving in the same path and direction

AC. VERTICALITY: any player has the right to the space above him 

AD. DEFENSIVE POSITION: the player(s) not in possession of the ball who is guarding the offensive player from getting to the goal


Rule Five: Scoring and Regulations 
AE. SCORING

AE. A goal is made when a live ball enters the basket from above and remains in or passes through 

AE. A successful try from the field by a player who is located behind the 19` 9in line = 3 points. All other goals from the field count as 2 points for the team whose basket the ball is thrown in. 

AE. A free throw counts as 1 point 

AE. Mercy Rule: If a team is up by 30 points with 4 minutes left, the game is called 

AE. The scorebook is the official record of the game and any discrepancies must be protested immediately

AF. FORFEIT OF A GAME

AF. A team must have 5 players on the court by game time or the game will be declared a forfeit 

AF. A game may be forfeited at any time where, in the opinion of the officials, there is the possibility an injury due to teams not playing in a sportsmanlike manner 

AF. The score of a forfeited game is always 2-0.

AG. TIME

AG. The game will consist of two 20min halves. The first 18 min of each half will be running time.

AH. OVERTIME

AH. During all regular season and post season play, the overtime period will be as follows: 

AH. Begin with a center jump 

AH. 2 min. stopped time 

AH. Bonus rule in effect throughout the overtime 

AH. Each team will receive an additional time-out 

AH. Teams do not change directions because overtime is an extension of the second half

AH. If the game is still tied at the end of overtime period, another overtime will played following the same procedures. This will continue until one team wins.

AI. TIME-OUT

AI. A time-out is 60 seconds 

AI. Each team is allowed 2 time-outs per half 

AI. Time-outs do not accumulate from the first half to the second half 

AI. time-outs do accumulate from the second half to the overtime period


Rule Six: Live Ball and Dead Ball
AJ. START OF THE GAME

AJ. The game and each extra period shall start with a jump ball in the center circle. The teams shall begin shooting at the basket furthest away from their bench. 

AJ. The game shall begin with free throws if warranted by a technical foul called during pre-game 

AJ. Any 2 opponents may jump the ball at the center circle. Each jumper shall have both feet within the restraining circle 

AJ. When the official is ready and until the ball is tossed, non-jumpers shall not: 

AJ. move into the circle 

AJ. change positions around the circle

AJ. the official shall then toss the ball upwards between the jumpers to a height greater than either can jump so that it can’t drop between them 

AJ. The ball must be tapped by at least 1 of the jumpers or it shall be tossed again. Neither jumper shall: 

AJ. Tap the ball before it reaches its highest point 

AJ. Leave the circle before the ball is tapped 

AJ. Catch the ball until its been tapped at least 3 times

AJ. The jump ball and these restrictions end when the tapped ball touches any of the non-jumpers, the floor, the basket or the backboard 

AJ. None of the non-jumpers shall: 

AJ. Have either foot break the plane of the restraining circle until the ball is tapped 

AJ. Occupy space around the restraining circle adjacent to a teammate if the opponent desires that space 

AJ. Take a position in an occupied space
PENALTY: JUMP BALL VIOLATION – if prior to the toss, correct the players position. If after the toss, give the ball to the other team for a throw in at the nearest spot

AK. OTHER JUMP BALLS 

AK. In all jump ball situations other than the start of the game and each extra period, the teams will alternate taking the ball out-of-bounds for a throw-in. The team not obtaining control of the ball will start the alternating possession procedure 

AK. The throw-in in alternating possession situations will be at the nearest spot out-of-bounds

AL. START OF THE SECOND HALF

AL. Teams must switch ends (baskets) 

AL. The team that is next entitled to the ball on the alternating jump ball makes a throw-in at half court to start the second half

AM. LIVE BALL
After any subsequent dead ball, play shall be resumed by a throw-in or by placing it at the disposal of a free thrower. The ball becomes alive when: 

AM. On a jump ball, the tossed ball leaves the official’s hand 

AM. On a throw-in the ball touches, or is touched by a player who is in-bounds 

AM. On a free throw, the ball is placed at the disposal of the free thrower

AN. DEAD BALL
The ball becomes dead, or remains dead, when: 

AN. A goal is made 

AN. It is apparent the free throw will not be successful on a try or on: 

AN. A free throw for a technical or flagrant personal foul 

AN. A free throw which is to be followed by another free throw 

AN. A free throw which is to be followed by a throw-in

AN. A held ball occurs, or the ball lodges on the basket support 

AN. A player control foul occurs 

AN. An official's whistle blows 

AN. Time expires for a half 

AN. A common foul occurs 

AN. A free throw violation by the throwing team occurs 

AN. A violation occurs (Rule 9)
EXCEPTION: the ball does not become dead until the try or tap ends when: 

AN. 5, 6, 7 (above) occurs while a try for a field goal or a tapped ball by a player toward his basket is in flight 

AN. 5 or 7 occurs while a try for a free throw is in flight 

AN. A foul is committed by an opponent of a player who has started a try for a goal before the foul occurred, provided time did not expire before the ball was in flight. The trying motion must be continuous and begins after the ball comes to a rest in the player’s hands, and is completed when the ball is clearly in flight 

AN. The ball is in flight or a try for a goal or a tap by a player toward his basket or during a free throw, an opponent excessively swings his arm or elbow without making contact


Rule Seven: Out-of-bounds and Throw-in
AO. OUT-OF-BOUNDS

AO. A player is out-of-bounds when he touches the floor or any object other than a player on or outside a boundary 

AO. The ball is out-of-bounds when it touches: 

AO. A player who is out-of-bounds 

AO. Any other person, floor or any object outside a boundary 

AO. The supports or back of the backboard 

AO. The ceiling, overhead equipment or supports

AP. THROW-IN
The ball is awarded out-of-bounds for a throw-in after: 

AP. A violation (Rule 9) 

AP. A free throw for a technical, flagrant personal foul or and intentional foul 

AP. A field goal or a successful free throw for a non flagrant personal foul or an awarded goal 

AP. The ball becomes dead while a team is in control, provided no infraction occurred or the end of the period is involved 

AP. A player control foul...never shoot a free throw in this situation 

AP. A common foul before the bonus rule is in effect


Rule Eight: Free Throw
AQ. When a free throw is awarded, an official will take the ball to the free throw line of the offended team. Any player not shooting or standing in the marked lane space must stand behind the half court line. After players have taken their positions the official will put the ball in play by giving it to the free thrower. 

AR. During a free throw for a non-flagrant personal foul, each of the lanes spaces adjacent to the end line shall be occupied by 1 opponent of the free thrower. A teammate of the free thrower is entitled to the next adjacent lane space on each lane line. No more than one player may occupy one space at a time. If the ball is to become dead when the last free throw for a specific penalty is not successful, players will take positions along the free throw lane 

AS. The free throw awarded because of a personal foul shall be attempted by the offended player. If such a player must withdraw because of injury or disqualification his substitute may attempt the free throw 

AT. The free throw awarded because of a technical foul may be attempted by any player of the offended team INCLUDING AN ENTERING SUB AS LONG AS THE PLAYER IS AT THE SCORERS TABLE AT THE MOMENT THE TECHNICAL IS CALLED. 

AU. The try for goal shall be made within 10 seconds after the ball has been placed at the disposal of the free thrower. This shall apply to each free throw 

AV. If a free throw for a non flagrant personal foul is unsuccessful, or if there are multiple throws for an unintentional personal foul and the last free throw is unsuccessful, the ball remains alive


Rule Nine: Violations and Penalties
AW. A player shall not violate the free throw provisions: 

AW. The try shall be attempted from within the free throw circle and behind the free throw line 

AW. An opponent of the free thrower shall occupy each lane space adjacent to the end line during a try, and no teammate of the free thrower may occupy either of these lane spaces

After the ball is placed at the disposal of a free thrower:

AW. He shall throw within 10 seconds in such a way that the ball enters the basket or touches the rim before the throw ends 

AW. The free thrower shall not purposely fake a try. The ball must touch the rim 

AW. No opponent shall distract the free thrower 

AW. No player shall enter or leave a lane space once the shooter has the ball** 

AW. The free thrower shall not have either foot beyond the vertical plane or edge line* 

AW. A player who does not occupy a marked lane space must be in backcourt area* 

AW. A player occupying a marked lane space may not have either foot beyond the vertical plane or any edge of the space designated by a lane space marked by the neutral space**
*The restrictions in 7 & 8 (above) apply until the ball touches the rim or backboard or when the throw ends
**Any restrictions in 6 & 9 apply until the ball leaves the free thrower’s hand

PENALTY (A: 1-9)

50. If the violation is by the teammate of a free thrower only, the ball becomes dead when the violation occurs and no point can be scored by that throw: 

50. If the violation occurs during a free throw for a non flagrant personal foul, the ball is awarded to the opponents for a throw-in at either end of the free throw line extended 

50. If the violation occurs during a free throw for a technical foul, all is awarded to the thrower’s team for a throw in at half court

51. If the violation is by the free thrower’s opponent only: 

51. If the try is successful, the goal counts and the violation is disregarded 

51. If the try is not successful, the ball becomes dead when the free throw ends, and a substitute free throw shall be attempted by the same free thrower under the same conditions

52. If there is a double violation, the ball becomes dead when the violation occurs, no points shall be awarded and play shall resume by the team entitled to the alternating possession at the spot nearest to where the double violation occurred

53. A player shall not cause the ball to go out-of-bounds 

54. A player shall not violate provisions governing the throw-in. A player shall not: 

54. Leave a designated throw-in spot 

54. Fail to pass the ball directly into the court so that it crosses the boundary line, touches or is touched by another player before going out-of-bounds 

54. Consume more than 5 seconds from the time the throw-in starts until the time the ball is released by the thrower 

54. Carry the ball onto the court 

54. Touch the ball on the court before it has touched another player 

54. Have any part of his person beyond the vertical inside plane of any end line or sideline before the ball has crossed the line 

54. Be out-of-bounds when he touches or is touched by the ball after is has crossed the vertical inside plane of the boundary line
PENALTY (C: 1-7): The ball is awarded to the opponents for a throw-in at the same spot

55. A player shall not travel with the ball, kick it, strike it with a fist or cause it to enter and pass through the basket from below
NOTE: Kicking the ball is a violation unless accidental 

56. A player shall not dribble a second time after his first dribble has ended, unless it is after he has lost control because of a try for a goal, a bat by an opponent, or a pass/fumble has been touched by another player 

57. A player shall not remain for more than 3 seconds in the free throw lane (lines included) while the ball is in control of his team in the frontcourt. Allowance shall be made for a player who, having been in the lane for less than 3 seconds dribbles in or moves to attempt a shot 

58. A player shall not, while closely guarded: 

58. Hold or dribble the ball for more than 5 seconds anywhere on the court 

58. Control the ball for 5 seconds in an area enclosed by screening teammate
PENALTY (D-G)...the ball becomes dead when the violation occurs. The ball is awarded to the opponent for a throw-in at spot nearest violation. If the ball passes through a basket during a dead ball period immediately following a violation, no point is scored and the ball is awarded to the opponent for a throw-in at end line nearest the violation

59. A player shall not commit basket interference or goaltend 

59. Touch the ball or basket when the ball is on or within either basket 

59. Touch the ball when it is touching the cylinder having the rim as its lower base 

59. Touch the ball during a field goal try while it is in downward flight entirely above the basket and has the possibility of entering the basket in-flight, or touch the ball outside the cylinder during a free throw attempt 

59. Touch the ball while it is in its downward flight entirely above the basket rim level, which has been tapped by a player toward his basket and the possibility of entering the basket in flight. If the ball has touched or been touched by a player before it began its downward flight or if the ball has touched the rim, the restrictions in 3 & 4 do not apply.

PENALTY (H: 1-4) 

59. If the violation is at the opponent’s basket, the opponents are awarded 1 point if during a free throw and 2 or 3 points if on a try for a goal 

59. If the violation is at a team’s own basket, no points can be scored and the ball awarded to the opponents for a throw-in at either end of the free throw line extended 

59. If the violation results from touching the ball while it is in the basket after entering from below, no points are awarded and the ball is awarded to the opponents for a throw-in 

59. If there is a violation by both teams, play shall be resumed by the team entitled to the alternating possession throw-in at the nearest spot

60. BACKCOURT RULE 

60. A player shall not be the first to touch a ball which is in his team’s control after it has been in the frontcourt, if his teammate was the last to touch or touched by the ball in the frontcourt before it went backcourt NOTE: if a player of the team in control in its backcourt causes the ball to goes from backcourt to frontcourt and return to backcourt without touching a playing in frontcourt , it is a violation for such a player or teammate to be first to touch it there.

EXCEPTION: it is not a violation when after a jump ball or throw-in, a player is the first to secure control of the ball while both feet are off the floor, and he then returns to the floor with one or both feet in backcourt.

Rule Ten: Fouls and Penalties

A TECHNICAL FOUL CHARGED TO A PLAYER COUNTS TOWARD THE 5 FOULS PERMITTED EACH PLAYER. THE SECOND TECHNICAL FOUL A PLAYER RECEIVES IS AN EJECTION FROM THE GAME. ANY EJECTION OF A PLAYER WILL RESULT IN AN AUTOMATIC ONE GAME SUSPENSION. PLAYER ELIGIBILITY WILL BE REINSTATED WHEN THAT PLAYER MEETS WITH THE ATHLETIC DIRECTOR.

BI. A. A team shall not: 

BI. Have more than 5 squad members participating simultaneously 

BI. Request an excess time-out 
PENALTY: Technical Foul – 2 free throws and ball at half court

BJ. A substitute shall not enter the court 

BJ. Without being beckoned by an official, except at time-outs and halves 

BJ. Without his name appearing on the score book PENALTY: Technical Foul – 2 free throws and ball at half court 

BK. A player shall not: 

BK. Cause either backboard to vibrate while the ball is in flight or during a try or tap, or while the ball is in the basket or in the cylinder above the basket 

BK. Delay the game by: 

BK. Interfering with the ball after a goal (first time is a WARNING, the second time is a TECHNICAL FOUL) 

BK. Not returning the ball immediately to an official when a whistle is blown 

BK. Slap or touch the ball on a throw-in before it has crossed the boundary line PENALTY: Technical Foul – 2 free throws and ball at half court

BK. Participate after having been disqualified 

BK. Grasp the basket or backboard before, during or after the game 

BK. Slam dunk the ball before, during or after the game
PENALTY: Technical Foul – 2 free throws and ball at half court 

BK. Hang on the rim before, during or after unless in an attempt to prevent harm to another
PENALTY: Technical Foul – 2 free throws and ball at half court and automatic ejection 

BK. Undercut an opponent
PENALTY: Technical Foul – 2 free throws and ball at half court and ejection of the offender 

BK. Commit an unsportsmanlike foul, such as: 

BK. Disrespectfully address or contact an official or gesture in a manner to indicate resent 

BK. Use profanity – automatic ejection 

BK. Bait an opponent or obstruct his vision by waving his hands near his face 

BK. Climb on a teammate to secure greater height 

BK. Knowingly attempt a free throw to which he was not entitled
PENALTY (a-e): Technical Foul – 2 free throws and ball at half court

BK. Wear illegal equipment
PENALTY: Technical Foul – 2 free throws and ball at half court 

BK. Wear street clothes - athletic attire must be worn

BL. Bench personnel should not: 

BL. Commit unsportsmanlike fouls, such as: 

BL. Disrespectfully address an official or attempt to influence his decision 

BL. Use profanity – automatic ejection 

BL. Disrespectfully address or bait an opponent 

BL. Incite undesirable crowd reactions
PENALTY: Technical Foul – 2 free throws and ball at half court

BM. All unsportsmanlike fouls shall result in a technical foul or ejection depending on the severity of the act 

BM. Technical Foul – issued to any player who commits a less severe unsportsmanlike act 

BM. Ejection – issued to any player who commits a more severe unsportsmanlike act

BN. The captain of the team is responsible for the behavior of the bench. Technical fouls assessed to the bench personnel will be charged to the captain if the person committing the unsportsmanlike act is unknown. 

BO. PERSONAL FOULS: 

BO. A player shall not: hold, push or trip; nor impede the progress of an opponent by extending an arm, shoulder, hip, knee or by bending the body into other than a normal position nor use any rough tactics. He shall not contact an opponent with his hand unless such contact is only with the opponents hand while it is on the ball. It is a form of pushing when the player holding the ball is contacted by a defensive player who approaches from behind. Contact that is caused by the momentum of a player who has thrown for a goal is a form of charging. 

BO. A dribbler shall not contact opponents in his path but must attempt to go between them (if there is space which allows for no contact) or go around them. If a dribbler without contact sufficiently passes an opponent to have his head and shoulder in advance of that opponent, the greater responsibility for subsequent contact is on the opponent. If a dribbler in his progress has established a straight path he may not be crowded out of the path, but if an opponent is able to establish legal defensive position in that path, the dribbler must avoid contact by changing direction or ending his dribble. 

BO. A player who screens shall not: 

BO. Take a position closer than a normal step from his opponent when he is behind a stationary opponent. 

BO. Make contact when he assumes a position at the side or in front of a stationary opponent. 

BO. Take a position so close to a moving opponent that this opponent cannot avoid contact by stopping or changing direction. The speed of the player to be screened will determine where the screener may take his stationary position. This position will vary and may be 1 or 2 normal steps from the opponent. NOTE...the screener may take a position on any side of an opponent in possession of the ball without making contact.

PENALTY FOR PERSONAL FOULS:
The offender is charged with 1 foul, and if it is his fifth or if it is flagrant, he is disqualified. The offended player is awarded free throws as follows: 

BO. One free throw for a foul against a field goal thrower whose try is successful 

BO. 2 free throws for a foul against a field goal thrower whose try is unsuccessful or if the foul was intentional (the ball is awarded out-of-bounds at spot nearest intentional foul) 

BO. 3 free throws for a foul against a field goal thrower whose 3 point try is unsuccessful or if the foul was intentional 

BO. 2 free throws, ball at nearest spot and ejection of offender for each flagrant foul 

BO. Bonus Rule: Bonus free throw after 7 team fouls (1&1 - one attempt, if the attempt is good then another one is awarded) if it was a common foul. Double Bonus after 10 team fouls (2 free throws) if it was a common foul. No free throws are awarded for a player control foul. 

BO. No free throws for: 

BO. Each common foul before the bonus rule is in effect 

BO. Player control fouls 

BO. A double foul, 1 or both fouls of which are flagrant or intentional

Rule Eleven: Conduct and Sportsmanship
BO. CONDUCT AND SPORTSMANSHIP 

BO. All persons participating or spectating in any sport are expected to conduct themselves in an appropriate manner. Any swearing, fighting or disrespect shown to officials, intramural staff or other player will be considered unsportsmanlike conduct. Failure to follow this rule may result in suspension from participation for one or more games, the season or the year. 

BO. Any player receiving two technical fouls or similar disciplinary action in one contest will be suspended for a minimum of one game. Eligibility will be reinstated when that player meets with the Athletic Director. 

BO. Any player committing a flagrant foul attempting to harm another player may be immediately ejected from the game 

BO. At no time will any person be permitted to threaten an official in any way before, during or after a contest. Any such action may result in a suspension from all intramural competition for the remainder of the school year.

