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Registration: October 31st    (Monday) – December 8th   (Thursday)
Your team must be registered by the end of the Captain’s meeting.

Office Hours (11am-7pm, M-R, 11-6pm F)

DIVISIONS OF COMPETITION & FORMAT:


Men’s   Women’s    Fraternity   Sorority

MANDATORY CAPTAIN’S MEETING:  

December 8th (Thursday) at 7:00pm in the Sports Center Conference Room

If a team captain or representative does not attend this meeting or communicate with the Intramural Director, the team will be penalized for their first game. The meeting is held to discuss rules and program operations. It will provide the major link of communication between the Intramural Dept. and the team representatives.

Teams that are late in registering will be placed on a waiting list based on a first come first serve basis. PLEASE DON’T WAIT TO REGISTER UNTIL THE LAST MOMENT. Note: Starting this year, teams will be able to register on line. Go to the intramural website, click events and look for registration. All online registration will go to the intramural office.

ELIGIBILITY:
Participants are subject to the Intramural Sports eligibility rules as stated in the Intramural Handbook. Teams will be allowed to add new players to their roster until the end of the regular season. Exception: If it is tournament format you may add players throughout the tournament. All roster additions may be handled at the game site or at the Intramural office during office hours.
**Rosters will be checked throughout the season for eligibility. **

VALID ID CARDS:  Before anyone can participate, each player must present a picture identification (Hartford ID card, Driver’s license, passport, etc.) when they check in. If you have an ID problem, you must contact the Intramural Office at ext. 5053 prior to the game. NO ONE WILL BE ALLOWED TO PARTICIPATE WITHOUT PROPER IDENTIFICATION!   
TEAM JERSEY’S:  It is recommended for teams to wear similar color jerseys. Visible numbers (0-99) must be displayed in the front or back of the jersey. No taped -on or pinned –on numbers are permitted. Pinnies will be provided for teams that need them. 

FORFEIT PROCEDURE:  If a team fails to have the required number of participants at the scheduled game time, the opposing team who is present will have the following options:

1. Take the win by forfeit. No contest will be played.

2. Choose to wait until the opponent arrives to compete. A 15 – 0 lead will be given to the waiting team. If the team is still not ready for play after 15 minutes (1st half), a win will be declared for the waiting team. 

3. Depending on the circumstances, the Intramural Director will make final decision on whether the loss will be automatic (regular), default or forfeit.

4. Two defaults  =  One forfeit

5. A team who forfeits twice will be dropped from the league and will be replaced by a team from the waiting list.

If a team forfeits a game, then the forfeiting team will be required to pay a re-entry fee of $10 (non-refundable) at the Intramural Office before the team’s next scheduled contest in order to stay in the league. If the team does not pay their re- entry fee, then they will be dropped immediately from the league.

SAFETY:

1. Proper attire should be worn. No jeans or dress pants allowed.

2. It is forbidden to wear any object that may cause an injury or give an artificial advantage to the player; including but not limited to: head gear, jewelry (including tied rope necklaces, earrings, nose rings, etc.), casts or braces. Taping of exposed jewelry will not be permitted. This is for your safety as well as others.

3. Religious medallions or medical identifications must be removed from chains and taped/concealed under the uniform.

4. Individuals are required to obtain prior approval from the Intramural Director for the use of orthopedic devices essential to protect an injury.

5. Players/coaches bleeding or carrying blood on clothing will be prohibited from participation until appropriate measures have been administered.

6. Any player who refuses to follow these rules may be removed from the playing area.

All Intramural participants are responsible for their own medical expenses. Any student unsure of their physical condition should check with their family physician or Student Health Center before participating in intramurals. 

*NCAA rules will be used unless otherwise noted below.*

Please be on time. Only fifteen-minute grace period will be allowed, then a loss/forfeit will result.

Hats may not be worn during games. Jewelry of any kind may not be worn or taped. 

Teams may not have current collegiate varsity basketball players on their roster.

There is no roster limit. Players can only play on one team. YOU CANNOT PLAY FOR MORE THAN ONE TEAM. OTHERWISE THE PLAYER AND TEAMS INVOLVED MAY BE IN JEOPARDY. Only players with their names in the score book are allowed on the team bench. *No coaches.*
This is a 5 person league. You must start with five players, but may finish with less due to fouls and injuries. 

There will be two (2) fifteen-minute running halves, with a three-minute half-time. This means the clock does not stop. The clock will stop during the last (1) minute of the first half on all dead ball situations and the last one (1) minute of the second half on all dead ball situations including a made basket. The only other time the clock will stopped during the game is team time-outs, injuries and the official’s time-outs.

*No substitutions will be allowed on a made basket in the last minute of the second half (extra periods-overtime). 

Teams are encouraged to get their own jerseys. These are to be color-matching with visible numbers displayed on the back of the jersey. If a team does not have the appropriate jerseys, pennies will be provided.

The game will begin with a jump ball and the alternate possession rule will be in effect for the remainder of regulation play. A jump ball will begin all overtime periods. 

Due to time constraint there will be NO OVERTIME during regular-season games!!! A tie will remain a tie. During playoffs, three-minute overtime (stop-time) will be played with one time out per team. 

Teams are allotted two (2) time-outs (30 sec) per game. During overtime, teams will be granted one (1) extra time-out (30 sec) per overtime. 

Substitutions must report to the scorer’s table before entering the game. Substitutions may only enter the game when the official acknowledges them. Penalty: Technical Foul.

*Players may place their foot on the box, and may move on a free throw when the ball is released. The foul shooter and players outside the free throw line, extend, must wait for the ball to hit the rim.*
All shooting fouls will be two or three shots (made fg one shot), depending where the shot was taken from.  

The bonus (one and one) will be awarded on the 7th foul of the half. Two shots will be awarded on the 10th foul of the half.

The game will end (Mercy Rule) if one team is leading by 20 points at the two minute mark of the 2nd half, or the captain of the losing team may ask to stop at any time during the last two minutes. The Mercy Rule will be used in all playoff games except championship games.

Person Fouls: Blocking, charging, hacking, holding, tripping an opponent, and pushing are personal fouls. A player shall be allowed five (5) personal fouls per game. On the fifth that player shall be removed from the game. *Technical fouls assessed to a player will count as a personal foul. 
Player Control Fouls: The basket will count if the ball has been released prior to contact. Free throws are not, at any time, awarded on player control fouls.

Intentional Fouls: Intentional fouls are awarded with two (2) shots and possession at the spot of the foul. 

Flagrant Fouls: (technical and violent, unsportsmanlike, and/or with intent to injure) are awarded with two (2) shots, possession at the spot of the foul, the offender is ejected from the game. Note: A technical foul on any player will also be a personal foul and a team foul. 

Dunking is legal during the game only. Dunking during warm-ups or dead ball situations will result in a technical foul being called. 

Indirect Technical will be assessed to the team for unsportsmanlike conduct from the bench or the fans associated with the team. 

Fighting: ABSOLUTLY NO FIGHTING WILL BE TOLERATED. This results in immediate ejection. The ejected player must leave the building within 60 seconds. No warnings will be given. The individual will be ejected from two of their next schedule games and must meet with the Intramural Director before further play.

Only one person per team (captain) may discuss rules or calls with an official.

If any team that leaves the bench (or if spectators, clearly related to that team leave the stands) and come(s) onto the floor during an altercation, the team will automatically be disqualified from the league. 
PLAYOFFS: Teams must have a 2.5 Sportsmanship rating for each playoff game to be eligible to advance to the next round. 

Sportsmanship Ratings:  

Each team will receive a sportsmanship rating from the official(s) and/or supervisor at the conclusion of the game.

4 (Excellent)- given to a team which demonstrates good sportsmanship and maintains an excellent attitude of complete cooperation. Full and complete support of the officials, staff and supervisor.

3 (Above Average)- given to a team when there is no incident of poor sportsmanship. Respect shown for opponents, officials and staff.

2 (Average)- given to a team that is beginning to show poor sportsmanship, disrespect towards staff and officials, minor infractions are present. Poor behavior limited to individual(s), not to the entire team.

1 (Below Average)- given to a team if players, other then the captains, persist in questioning officials’ decisions, repeatedly argue with the officials and staff. Frequently use of profane or vulgar language, players endangering the welfare of others, alcohol or drug use by players or spectators, spectators clearly related to the team fail to cooperate with the officials and staff. 

0 (Poor)- given to a team when players possess all behaviors of a 1 rating. In addition they disregard warning of unnecessary roughness, unsportsmanlike conduct, abusive language or action, etc. Examples include, fighting, bench clearing, ejected players for fighting, destruction or damage to IM property, no attempt of a team to control their fans and their interference in a game, striking an official or staff member.  
A team that defaults will receive a 2.

A team that forfeits will receive a 0.

Qualifying for Playoffs
A team must have a cumulative 2.5 average in order to be eligible for the playoffs.

A team must have at least a 2.5 rating for each game in the playoffs to advance to the next round. Teams receiving a 2.5 or less are required to meet with the IM Director prior to the next contest.
Any team that receives a 0.0 in a playoff game will be disqualified from that playoff tournament and the team and players will be suspended from all IM events for a period of time to be determined by the IM Director. The nature and severity of the incident will be taken into account.

In case of ties, the following tie-breaker format will be used:

1) Head/Head

2) Sportsmanship ratings

3) Point Differential   
