CDC High School Basketball

General Rules for 2009-2010

(Revised 12/3/2009)

General

1. IHSAA rules apply with the exception of the following:

2. Games will consist of 2 halves of 22 minutes each.  All halves will utilize a running clock.  A regulation clock will be utilized during the last minute of the game only. 
a) 7th and 8th grade games will consist of 2 halves of 20 minutes each.

3. A minimum of 4 players on each team is necessary to begin the game. 

a. If a team cannot field 4 players, the game will be declared a forfeit.

b. If, due to normal foul outs and injuries a team is reduced to less than 4 players, the game will continue to be a regulation game and may be played to its normal conclusion with the remaining players. 

c. If a team drops below 4 players due to any other reason (player schedules, ejections, etc) the game WILL be declared a forfeit. 

d. If a forfeit occurs, games can be played with “substitute” or “pick-up” players as long as those substitutes are officially registered in the CDC High School league (the other team can loan players or other players can be picked up) Basically, any time “substitute” players from other CDC High School teams are used, the game is forfeited.  

4. To avoid a forfeit, the coach can utilize players from OTHER CDC leagues (7th or 8th graders).  Anyone who plays in a game must be registered in a CDC league.
5. Three (3) timeouts will be allowed per game.   Each timeout will be 60 seconds in length.

6. Halftime is 1min 30secs in length.  

a. 7th and 8th grades will have a 3 min halftime. 

7. The clock will continue to run during the shooting of free throws unless a timeout is called.  If a timeout is called, the clock will start once the ball is considered live.  

8. The clock will stop only for the following reasons:

a. Player substitutions.

b. Time out called by a player or coach.

c. Player injury.

d. Referee timeout.

Substitutions

9. Substitutions will take place only at approximately the 16:30, 11:00, and 5:30 clock points in each half.  

a. 7th and 8th grades: at 15 minute, 10 minute and 5 minute points of each half.

10. The referee will stop the clock as near as possible to the exact time.  The clock may stop anywhere +/- 1minute from the pre-determined time.  The clock will stop only long enough to make the substitutions (approximately 10 seconds).  

11. If a player is substituted for an injured player, the time the replacement player is on the court counts towards his allowed playing time.

Playing Time

12. Playing time is REQUIRED to be equal. All players must play a minimum of ½ of a game (20 minutes).  Required times are as follows:

a. If a team has nine (9) players, then 5 players play 2.0 quarters, 4 players play 2.5 quarters

b. If a team has eight (8) players, then all players must play 2.5 quarters.

c. If a team has seven (7) players, then 5 players play 3.0 quarters, 2 players play 2.5 quarters

d. If a team has six (6) players, then 4 players play 3.5 quarters, 2 players play 3.0 quarters

13. There is one exception to the equal playing time rule.  If one team has 6 or fewer players and one team has 8 or more players, then the team with the higher amount of players can play players more than the maximum allowed in rule 12 as long as ALL players play a minimum of two (2) quarters.   

14. If a player shows up late for a game there is still a minimum playing time requirement.  

a. If the player arrives to the bench prior to halftime, he must still receive a minimum of ½ of a game playing time.  

b. If a player arrives to the bench after the start of the second half, he must receive at least ¼ of a game of playing time. 

Overtime

15. Overtime is 2 minutes in length.  

16. There will be a regulation clock during the last minute only of overtime.

17. Each team will receive 1 timeout per overtime.

18. Each game will have a maximum of 1 overtime period during the regulation season.  

19. During the playoffs, games will continue until a winner is determined.  

Technical Fouls

20. Technical fouls may be called on a player or coach either by the game referee or a high school league commissioner.

21. A player or coach may be ejected from the game at any time at the discretion of the referee or commissioner.  Called technical fouls are not required.  

22. Any coach receiving a technical foul will be required to sit out the remainder of the game AND the next game.  A second technical foul will result in expulsion from the league for the remainder of the year including playoffs.  Additionally, any coach receiving 2 technical fouls in a season will not be allowed to coach in the league the following year.  Reinstatement of the coach into the league after the year suspension will be determined by commissioner review.  

23. Any player receiving his second technical foul during a single game receives an automatic ejection for the remainder of that game. 

24. Any player that is ejected from a game will sit out the next game as well.  A second ejection may result in expulsion from the league for the remainder of the year including playoffs.  Reinstatement of the player into the league will be determined by commissioner review.

If there are questions concerning the rules stated above, please consult one of the high school league commissioners.  Consult a commissioner outside of our league only if you cannot locate a high school commissioner and an emergency exists that will not allow your game to continue.  

Greg Binder   (cell:  946-6114)



Brian Hughes (cell: 695–2369)


Mark Studebaker (cell:  716-3087)



Steve Faulkner (cell 340-7722

To help  you implement the equal playing time requirement, here is a table that can be used to allocate playing time player


   # of Players at Game    First Half Time    Second Half Time

	                              Player Names 
	 9 
	8
	7
	6
	1A
	1B
	1C
	1D
	2A
	2B
	2C
	2D

	#1
	2.5
	2.5
	3.0
	3.5
	
	
	
	
	
	
	
	

	#2
	2.5
	2.5
	3.0
	3.5
	
	
	
	
	
	
	
	

	#3
	2.5
	2.5
	3.0
	3.5
	
	
	
	
	
	
	
	

	#4
	2.5
	2.5
	3.0
	3.5
	
	
	
	
	
	
	
	

	#5
	2.0
	2.5
	3.0
	3.0
	
	
	
	
	
	
	
	

	#6
	2.0
	2.5
	2.5
	3.0
	
	
	
	
	
	
	
	

	#7
	2.0
	2.5
	2.5
	
	
	
	
	
	
	
	
	

	#8
	2.0
	2.5
	
	
	
	
	
	
	
	
	
	

	#9
	2.0
	
	
	
	
	
	
	
	
	
	
	


