
    
SoCo Basketball In-Game Rules  

 

 Game will consist of two (2) twenty minute halves. The clock will be a running clock except for the following 

situation: 

o The clock will stop on the official’s whistle the last two (2) minutes of each half (unless there is a 20 

point or more lead) 

o The clock will stop on all official timeouts (injury, the basketball get stuck, etc) 

o The clock will stop on all technical fouls 

o The clock will stop during all overtime periods 

o If a timeout is called before or while a team is shooting a free-throw (within the first 18 minutes of each 

half) the clock will not start again until after the free-throw shots are taken and the ball is inbounded by 

the opposing team.  

 Each team receives 3 – “45 second” time-outs per game and cannot be carried into overtime.   

 Overtime:  1
st
 overtime will consist of a 2 minute period.  If a 2

nd
 overtime is necessary, the “sudden death” 

format is used: the 1
st
 team to score a single point wins the game. One time-out is issued to each team for use in 

the 1
st
 overtime period.  No timeouts are carried over or added in the 2nd overtime. For tournament play, the 2nd 

overtime will be 1 minute with no timeouts.  If the game is still tied after the second overtime, the same rule will 

apply to future overtimes until a winner is declared. 

 Game must begin with 5 players within 5 minutes of scheduled game time.  Teams may finish a game with 4 

players.   

 Each team must supply one volunteer to work at the scorer’s table for each game. Score sheets will be provided 

at the scorer’s table.  The person running the clock is responsible for the official score and the person keeping the 

score sheet is responsible for foul count as well as jump balls.  Table personal must remain impartial to the 

rulings made by the officials and are part of the officiating crew.  It is the coach’s responsibility to choose 

volunteers who can handle themselves in a professional manner.  

 SoCo follows Colorado High School Athletic Association Rules (modified). 

 Any player whose number is not listed on the official score sheet prior to tip off will receive a technical foul.  

 Only two coaches are allowed on the bench during a game.   

 Coaches who receive a technical foul will be expected to be seated for the duration of the game.  If the coach 

is assessed a second technical, the coach will be asked to leave the gymnasium.   

 Coaches who receive two technical fouls in one game, will receive a one game suspension. If a coach receives an 

excessive amount of technical’s throughout the season (determined by SoCo staff), a one game suspension will 

be implemented.  Remember, this is OFF SEASON basketball.  Remember our commitment to sportsmanship 

and the example we set for the athletes.  The season is about the kids, not us.   

 Any coach, assistant coach, team representative or player who approaches an official after a game (in an 

argumentative or confrontation manner) is subject to a one game suspension.  Coaches are also responsible for 

the actions of their parents and fans and could also be held responsible for their inappropriate behavior, 

depending on the circumstance.  

 Any parent/fan who approaches an official after a game (in an argumentative or confrontation manner) will not 

be allowed to attend any SoCo games the remainder of the season.  The player of the parent/supporting fans who 

behaves inappropriately may be suspended for one game.  Coaches are also responsible for monitoring 

consequences and disciplinary actions implemented by SoCo staff.  

  Disciplinary action and suspension may be taken against players who are ejected from participation and/or act 

inappropriately before, during, or after a SoCo game.  

 If two teams have identical jerseys, with no option of reversibles, the visiting team must wear the SoCo supplied 

yellow pennies.  

 Teams will be seeded for the end of season single elimination tournament based on their placement in their 

division.  The following tie-breaker rules apply: 

o Two-way tie: 

1. Head to head competition 

2. Number of wins vs. common opponents 



3. If evenly split after head to head (or teams don’t play each other)– then margin of victory up to a 

15-point max per game (first within the head to head competition, then within common 

opponents)  

4. Strength of Schedule: The number of wins by opponents (not just common opponents) will be 

added up. The team who played opponents with the most number of wins will advance.  

5. Coin toss 

o Multiple-team tie:  (all of the rules above  apply unless all teams do not play each other) 

1. Number of wins vs. common opponents (all teams must play the same opponents) 

2. If even after tie break rule #1 (or teams don’t play each other)– then margin of victory up to a 

15-point max per game (first within the head to head competition, then within common 

opponents). 

3. Strength of Schedule: The number of wins by opponents (not just common opponents) will be 

added up. The team who played opponents with the most number of wins will advance.  

4. If multiple teams are still tied and the above rules do not apply, straws will be drawn for seeding   

 Roster names and payments must match the actual players.  Any players not officially registered for the team 

they are playing on will cause that team to forfeit. 

 Hard casts or braces with metal are not allowed to be worn in SoCo games. 

 All boys teams will use a men’s basketball (29.5 inches, size 7) and girls teams will use a women’s basketball 

(28.5 inches, size 6). 

 Communication with officials needs to come directly from each team’s head coach.   

 Assistant coaches are not allowed to stand.  The head coach is the only person allowed to stand while coaching 

and must be from within the confines of the coach’s box.   

 


