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M E N  /  W O M E N ’ S  18 +  O P E N  R U L E S  
G A M E  D E TA I L S  

1. Games will be two 24-minute halves with running clocks.  
2. The clock will stop on all dead balls in the last 30 seconds of the first half and last 2 minutes of the game.  
3. The 24-second clock will be used in the final 5 minutes of the second half only.  
4. Advancing the ball under 2 minutes: 

- If a timeout is charged to the offensive team during the last two minutes of the fourth period and/or last 
two minutes of any overtime period and (1) the ball is out-of-bounds in the backcourt, or (2) after 
securing the ball from a rebound in the backcourt and prior to any advance of the ball, or (3) after the 
offensive team secures the ball from a change of possession in the backcourt and prior to any advance of 
the ball, the timeout should be granted. Upon resumption of play, the team granted the timeout shall 
have the option of putting the ball into play at front court side of half court.  

- However, once the ball is (1) thrown in from out-of-bounds, or (2) dribbled or passed after receiving it 
from a rebound or a change of possession, the timeout shall be granted, and, upon resumption of play, 
the ball shall be in-bounded on the sideline where play was interrupted. In order for the option to be 
available following these conditions, a second timeout must be granted to the offensive team.  The time 
on the game clock and the shot clock shall remain as when the timeout was called. 

5. Games will begin with a jump ball. Balls will be in-bounded where the officials decide to put the ball in play.  
6. Each team has 2 time-outs per half. The ball may be advanced to half court on a timeout called with 2 minutes 

or less in a half. It has to be your timeout to advance the ball. It cannot be your opponents timeout. 
7. Free throws are awarded for shooting fouls. Common fouls will result in a Bonus Free Throw when a team 

commits its 7th team foul. If the try is successful the shooter will be awarded a second bonus free throw. 
Common fouls are awarded double bonus free throws after a team has committed their 10th team foul.  

8. Players may enter the lane on the free throws on the release of the ball by the shooter. Players not on the lane 
may not cross the 3 pt. line until the ball contacts the rim. The shooter, and players outside the 3 point line, 
must remain behind the free throw line until the ball contacts the rim 

9. A player will foul out on the 6th personal foul of the game.  
- That player may continue to play but any subsequent fouls by that person will be treated as an intentional 

foul (2 shots and the ball). 10. 
9. Substitutions will be at the 20, 16, 12, 8, and 4 minute marks of each half.  

- Teams can make substitutions freely in the last 2 minutes of the game. Players will need to tell the 
scorekeepers they are making a substitution and the referees will direct them into the game. 

- A substitution can be made for an injured player. No other substitutions are allowed throughout the game, 
except for the last 2 minutes of the second half. 

- The Rotation Sheet should be followed at all times. All subs are at the invitation of the official. The score 
keeper will sound the horn at the appropriate time.  

10. All other standard basketball rules will apply and be enforced by the officials 

T E C H N I C A L  F O U L S  

1. Any technical foul received by a player or coach will result in the following penalty. 
- First Technical Foul in a Season; Player must sit out the rest of that half.  
- Second Technical Foul in a Season: Player must sit the rest of the current game and serve a 1 game 

suspension.  
- Third Technical Foul in a Season:  Player will be dismissed for the reminder of the season with no refund 

being made.  



2. Technical fouls can be given for any of the following reasons: Arguing with a referee (in any manner), gesturing 
at/towards/against a referee (in any manner), bantering with opposing players/teammates, contact with the 
referee or league official, swearing, overtly aggressive play threatening the safety of opposing players/
teammates/officials, physical altercations, verbal altercations, and/or any kind of behavior, attitude or talk 
deemed inappropriate or excessive by the game referee or league director/staff member on duty.   

3. SCOREKEEPERS: Must mark Technical Fouls on the Score sheet with a Red marker/pencil in order to 
delineate the infraction. Further, the Scorekeeper must fill out a Technical Foul Report Card and submit it with 
the Score sheet folder.  

4. PLAYERS: If a referee delivers a second technical or a technical w/ ejection, players must leave the grounds of 
First Friends Church (aka leave the building and proceed off the premises).  

5. A technical foul will be 2 shots and the ball. Clock runs during a technical. 

OV E R T I M E  R U L E S  

1. In case of a tie, one 2 minute period will be played initiated by a jump ball.  
2. If it remains a tie after the overtime, sudden death (first to score) will determine the winner. Second Overtime 

will also be initiated by a jump ball. 
3. Shot clock is used in overtime  

Please note that overtime is an extension of the second half, therefore all timeouts carry over. Thus, if you  
  utilized all of your second half timeouts in regular time, you will enter overtime with NO timeouts.  

D E VO T I O N A L  R U L E S  

1. A 10-15 minute team devotional will be held after the conclusion of the earlier games and before the late game. 
2. Players who do not attend the devotional will sit the first 12 minutes of the following game. This will be 

enforced by the coach. 



 

M E N ’ S  4 0 +  L E G E N D S  R U L E S  
G A M E  D E TA I L S  

2. Games will be two 24-minute halves with running clocks.  
3. The clock will stop on all dead balls in the last 30 seconds of the first half and last 2 minutes of the game.  
4. The 24-second clock will be used in the final 5 minutes of the second half only.  
5. Games will begin with a jump ball. Balls will be in-bounded where the officials decide to put the ball in play.  
6. Each team has 2 time-outs per half. The ball may be advanced to half court on a timeout called with 2 minutes 

or less in a half. It has to be your timeout to advance the ball. It cannot be your opponents timeout. 
7. Free throws are awarded for shooting fouls. Common fouls will result in a Bonus Free Throw when a team 

commits its 7th team foul. If the try is successful the shooter will be awarded a second bonus free throw. 
Common fouls are awarded double bonus free throws after a team has committed their 10th team foul.  

8. Players may enter the lane on the free throws on the release of the ball by the shooter. Player not on the lane 
may not cross the 3 pt. line until the ball contacts the rim. The shooter, and players outside the 3 point line, 
must remain behind the free throw line until the ball contacts the rim 

9. A player will foul out on the 6th personal foul of the game.  
- That player may continue to play but any subsequent fouls by that person will be treated as an intentional 

foul (2 shots and the ball). 10. 
9. Substitutions will be at the 20, 16, 12, 8, and 4 minute marks of each half. That is the only times subs CAN 

be made, EXCEPT for injury.  
- The Rotation Sheet should be followed at all times. All subs are at the invitation of the official. The score 

keeper will sound the horn at the appropriate time.  
10. All other standard basketball rules will apply and be enforced by the officials 

T E C H N I C A L  F O U L S  

1. Any technical foul received by a player or coach will result in the following penalty. 
- First Technical Foul in a Season; Player must sit out the rest of that half.  
- Second Technical Foul in a Season: Player must sit the rest of the current game and serve a 1 game 

suspension.  
- Third Technical Foul in a Season:  Player will be dismissed for the reminder of the season with no refund 

being made.  
2. Technical fouls can be given for any of the following reasons: Arguing with a referee (in any manner), gesturing 

at/towards/against a referee (in any manner), bantering with opposing players/teammates, contact with the 
referee or league official, swearing, overtly aggressive play threatening the safety of opposing players/
teammates/officials, physical altercations, verbal altercations, and/or any kind of behavior, attitude or talk 
deemed inappropriate or excessive by the game referee or league director/staff member on duty.   

3. SCOREKEEPERS: Must mark Technical Fouls on the Score sheet with a Red marker/pencil in order to 
delineate the infraction. Further, the Scorekeeper must fill out a Technical Foul Report Card and submit it with 
the Score sheet folder.  



4. PLAYERS: If a referee delivers a second technical or a technical w/ ejection, players must leave the grounds of 
First Friends Church (aka leave the building and proceed off the premises).  

5. A technical foul will be 2 shots and the ball. Clock runs during a technical. 

OV E R T I M E  R U L E S  

1. In case of a tie, one 2 minute period will be played initiated by a jump ball.  
2. If it remains a tie after the overtime, sudden death (first to score) will determine the winner. Second Overtime 

will also be initiated by a jump ball. 
3. Shot clock is used in overtime  

Please note that overtime is an extension of the second half, therefore all timeouts carry over. Thus, if you  
  utilized all of your second half timeouts in regular time, you will enter overtime with NO timeouts.  

D E VO T I O N A L  R U L E S  

1. A 10-15 minute team devotional will be held after the conclusion of games. 
2. Players who do not attend the huddle shall sit the first 12 minutes of the following game. This will be enforced 

by the coach. 

P L AYO F F  R U L E S  
G A M E  D E TA I L S   

1. Tournament Games consist of two 20 minute halves. 
2. The clock will run continuously except in the last minute of the first half and the final minute of the game.  

3. Substitutions will be made at the 16, 12, 8 and 4 minute marks. That is the only times subs should be made. 
Exceptions are for injury.  

- The Rotation Sheet should be followed at all times. All subs are at the invitation of the official. The score 
keeper will sound the horn at the appropriate time.  

4. Each team will have one (1) timeout per half. 
5. Fouls assessed will be standard basketball rules with free throws being shot. 

OV E R T I M E  R U L E S   

1. There will be a 2-minute period serving as a continuation of the second half. The clock will stop on all fouls, out 
of bounds and dead balls. 

- Teams DO NOT receive another timeout for the OT, but can use their one timeout for the half if they 
haven’t already done so.  

- Teams are permitted to make subs at the beginning of OT if they elect to. There are no subs once OT 
begins. 



2. If the game is tied after the overtime period, teams will shoot foul shots until a team misses, starting with the 
lower seeded team shooting first. Once a player has shot a foul shot, they can not shoot again until the entire 
roster present has shot first. 

    
   All Playoff Rules are all subject to change at the discretion of the league director. 

 

W E AT H E R  I S S U E S /  C A N C E L L AT I O N S  
C A N C E L L AT I O N S  

1. All games are cancelled by the Director of Sports, Assistant Director of Sports or Facilities Director at First 
Friends Church. 

2. Check website first – www.firstfriendssports.com  
3. Coaches will be notified by the League Director ⇢Players will be notified by coaches  
4. Games may be cancelled due to weather, building emergencies or any other situation deemed necessary by the 

church. 
5. In the event of a cancellation, make up games and refunds are not guaranteed. 

http://www.firstfriendssports.com
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