
GAME RULES 
BASKETBALL INDOOR - COED CALL YOUR OWN FOULS 

 

GEAR & SAFETY EQUIPMENT 
All players must wear a BSSC issued jersey. Players must wear team shirts (provided by league). 
Jewelry (including watches) and hats are not permitted to be worn during the game. 
 

PLAYERS & ROSTERS 

 There can be any number of players on a team roster, and rosters are open to players of all gender 
identities and expressions. For coed basketball, rosters must have a minimum of 1 player who identifies as 
a woman (“female player”).  After this minimum is satisfied, all other roster spots are open to any gender.   

 Teams consist of five players on the floor at one time. Teams must play a minimum of 4 players, including 
one female player, regardless of injuries or expulsions, to avoid a forfeit.  *If a team has 2 forfeits in one 
session they are disqualified from playoffs. Further forfeits may result in being eliminated from the rest of the 
schedule. 

 All players must be listed on and have signed the team’s official roster to be eligible to play. 

 Players may be added to the team's roster up until the 3rd week of the season. After the 3rd week, the roster is 
frozen and $25/non-member fees are charged at this time. Any roster additions of non-members must include 
$25 non-member fees. "Special circumstances" for roster changes must be presented to the program 
manager before the player can play in their first game. 

 Team players must compete in at least 3 regular season games to be eligible for the playoffs. 

 Players may only be on one team roster per league night. EXCEPTION: If the league has multiple divisions, 
a player may be on one team roster per division per night. 

 
DURATION OF GAME 

 To start the game captains can decide which team will have the ball first or "buck up" for choice, ball or side. 
Switch for second half. 

 The game clock will start on time, regardless of the teams’ readiness to play. If a team does not have enough 
players at game time, the team will have a 10 minute “grace period” before a forfeit is declared. During the 10 
minute period of running time, the team that is ready to play will get 1 point for each minute that runs off the 
clock. If both teams are not ready, the clock will still run, however points will not be awarded until one team is 
ready to play. At that time, 1 point will be awarded to the team that is ready until both teams are ready to play 
or the 10 minutes have passed. 

 There will be two 25-minute running time halves. There are NO timeouts at anytime during the game. 

 Once a game passes the half way point of the second half (12:29 remaining on the clock), a game will be 
considered official. If a game has to be stopped and cannot resume play for any reason after that point and 
before the final buzzer, the score at the time of interruption will be considered the final score. 

 The "buzzer/clock" signals the end of each half. A player with the ball has 2 seconds to shoot the ball after 
hearing the buzzer sound.  If the shot goes in, the basket counts. A player may NOT continue to pass or 
dribble closer and then shoot after the buzzer has gone off.  If a player "claims" that they did not hear the 
buzzer and continues to advance the ball and score, it will NOT count. 

 Regular season games can end in a tie. During playoffs, 5-minute overtime periods will take place until there is 
a winner. 

 
SCORING 

 Baskets are worth 1 point when shot by a male player, 2 points when shot by a female player. There are no 3 
pointers. 

 Free throws are worth 1 point. Male players have two chances for a maximum of 2 points. Female players 
have 3 chances for a maximum of 2 points. 
 
 



FOULS & VIOLATIONS 

 The only person who can make the call is the one being fouled. However, you will gain a lot of respect from 
other players if you call yourself for fouls that you commit. There is no arguing a player’s call for a foul. 
Respect all calls or you face removal from the game and potentially the league. 

 Fouls should be called out loud and at the time of the foul, not after you see the result of the shot. 

 Each team is allowed 6 fouls per half. After the 7th
 
foul, every foul is an automatic basket. Call out the number 

of fouls on each team foul so that everyone can hear it. 

 Player control fouls only result in a turnover.  

 3-second violation is in effect, but you must start counting 1-1000, 2-1000, 3-1000 out loud so that the player 
can hear you and get out of the key. If they make no attempt to get out, then it is a violation and the defense 
gets the ball. It is not a team foul. REMEMBER the idea behind the 3-second rule is to prevent players from 
gaining an advantage. If a player is not gaining an advantage, don’t rush to call 3-seconds. 

 There is no backcourt violation. 

 Dead balls and fouls must be checked in from the top of the key. EXCEPTION: If the ball is knocked out of 
bounds by an offensive player in his/her front court, the defensive team (now on offense) will put the ball back 
in play from the spot where the ball went out of bounds, with no check needed. The offensive player checking 
the ball must pass it in; they cannot dribble or shoot it. The defensive player must give the offensive player who 
is checking it in at least 3 feet distance. 

 For safety reasons, any player who is fouled from behind while on their way to a layup or who receives a hard 
flagrant foul against them will be an automatic 2 points and the ball back. 

 If you are fouled while shooting at the buzzer (you MUST call it out at the time you are fouled, not after you see 
the result of the shot) 

 If fouled before the buzzer goes off, but the buzzer goes off before the ball can be put back into play, the fouled 
player will receive foul shots. 

 
SUBMITTING RESULTS 

The team that wins a game must circle their team number on the posted schedule. If this is not done, no credit 
will be given for the win. 

 
MISCELLANEOUS   

 Alternating possession will be used in place of a “jump ball”. It will be used when two players gain 
simultaneous possession of the ball (there will be no wrestling for the ball), if the ball becomes lodged between 
the rim and the backboard, and when neither team knows who touched the ball last before the ball has gone 
out of bounds. 

 Teams can sub on the fly, but not to your team's advantage. Try to sub on a dead ball or on defense. 
 
TIE BREAKER PROCEDURE TO DETERMINE PLAYOFF SEEDING 

The following criteria will be used to determine seeding for playoffs (within each conference) in case of a tie in 
record.  Division ties are not always broken this way due to the fact that divisions can have different numbers 
of teams. 

 
1. Any team with a forfeit is automatically seeded lower 
2. Head to Head (only if all tied teams played each other and equal number of times) 
3. Record against common opponent 
4. Strength of schedule (Total number of points earned by all teams played against 
5. Record against each common opponent starting at the top, one team at a time 
6. If still tied, any team with a forfeit is automatically seeded lower 
7. Coin toss 
 
* If multiple teams are tied, go through criteria until one team is determined stronger (or weaker) than the rest, 

then start at the top again with the “new” tied teams. 
 
Boston Ski & Sports Club reserves the right to add, change, or modify rules at any time. 


