The National High-School Federation Rules and Regulations will apply to all tournament games, except were superseded below.

3x3 Basketball League Rules

Ball Sizes

	•	Boys’ divisions 7th grade and up use a size 29.5 ball.
	•	Girls’ divisions 3rd grade and up and boys 3rd thru 6th grade use a size 28.5 ball.

Court
	•	The game of 3x3 is played on a half-court with one basket.

Teams
	•	Each team shall have 4-5 players (3 on the court and 1-2 substitutes).

Officials
	•	The game shall consist of 1 referee, 1 time/scorekeepers, and 1 shot clock operator.

Starting the Game
	•	Both teams warm up simultaneously before the game.
	•	The home team receives the ball first to start the game.
	•	The game must start with three players on the court.
	•	The ball must be checked by the defense before being put into play.

Playing Time and Winning the Game
	•	Regular playing time is 16 minutes. The clock stops during dead ball situations and free throws and restarts once the ball is in the offensive team’s hands.
	•	The first team to score 30 points or more wins if this occurs before the end of regular playing time.
	•	If the score is tied at the end of regular time, a 1-minute break precedes a 2-minute overtime. The first team to score 2 points in overtime wins. If the game is tied after 1 over time the game will go to a shootout. 
	•	A team forfeits if not present with three players ready 5 minutes after game start time, resulting in a score marked w-0 or 0-w.
	•	A team defaults if it leaves the court or if all players are injured or disqualified. The winning team may choose to keep its score or win by default, with the defaulting team’s score set to 0.
	•	A team losing by default or forfeit is disqualified from the competition.

Scoring
	•	1 point for each successful shot inside the arc.
	•	2 points for each successful shot behind the arc.
	•	1 point for each successful free throw.

How the Ball is Played

After a successful field goal or last free throw:
	•	A player from the non-scoring team resumes the game by dribbling or passing the ball from inside the court directly underneath the basket (not from behind the end line) to a place on the court behind the arc.
	•	The defensive team cannot play for the ball in the ‘no-charge semi-circle area’ underneath the basket. (defensive players are not allowed to contest or attempt to steal the ball from offensive players in the ‘no-charge semi-circle area)

After an unsuccessful field goal or last free throw:
	•	If the offensive team rebounds the ball, it may continue to attempt to score without returning the ball behind the arc.
	•	If the defensive team rebounds or steals the ball, it must return it behind the arc (passing or dribbling).
•	The defensive team cannot play for the ball in the ‘no-charge semi-circle area’ underneath the basket. (defensive players are not allowed to contest or attempt to steal the ball from offensive players in the ‘no-charge semi-circle area)
	•	A player is considered ‘behind the arc’ when neither foot is inside nor stepping on the arc.
	•	In a jump ball situation, the defensive team is awarded the ball.

Fouls and Free Throws
•	During the free throw players not shooting lines up around the arc to rebound the ball.
	•	Team fouls reset to zero at the start of the second half.
	•	A team is in penalty after 7 fouls; any fouls beyond 10 are technical.
	•	Fouls during a shot inside the arc result in one free throw: fouls during a shot behind the arc result in two free throws.
	•	Successful shots followed by a foul receive an additional free throw.
	•	Fouls 7-9 result in one and one free throws; the 10th foul and beyond, including technical and unsportsmanlike fouls, result in two free throws and possession.
	•	After unsportsmanlike or technical free throws, possession continues with a ball exchange behind the arc at the top.
Substitutions
	•	Substitutions can be made by any team when the ball is dead, before the check-ball.
	•	The substitute can enter the game after his teammate leaves the court and establishes physical contact with him.
	•	Substitutions can only take place behind the end line opposite the basket, and substitutions require no action from the referees or table officials.

Stalling
	•	Stalling or failing to play actively (i.e., not attempting to score) is a violation.
	•	If the court is equipped with a shot clock, a team must attempt a shot within 14 seconds. The clock starts as soon as the ball is in the offensive player’s hands.
	•	Note: If the court is not equipped with a shot clock and a team is not sufficiently trying to attack the basket, the referee shall warn them by counting the last 5 seconds.

Timeouts
	•	One 60-second timeout is granted to each team. A player can call the timeout in a dead-ball situation.

Tie Breaker
	•	In case of a tie, the following criteria will be used in order:
	•	Head-To-Head: If two teams are tied, head-to-head between the two teams determines the winner.
	•	Points Scored: The sum of final scores by the team in all games. Participants with a higher number are placed higher in the standings.
	•	Points Allowed: The sum of final scores by the team’s opponents in all games. Participants with a lower number are placed higher in the standings.
	•	Point Differential: Total margin a team won or lost if two teams do not go head-to-head or if two or more teams have the same record in the same pool.

Overtime
•	Possession: one player from each team will shoot. If one player makes it and the other misses, possession goes to the team that made the shot. If both players make or miss, new players from each team will shoot. This continues until one player makes a shot and the other misses. If neither team gains possession after three players from each team have shot, possession goes to the first team to make a shot. Every player on the team must shoot once before anyone can shoot again.
•	If the game is tied at the end of regulation, a 2-minute overtime period will be played.
	•	If still tied, a sudden death overtime will be played where the first team to score wins.
•	No 21 Point win in Overtime: Overtimes will be played out.

Protests
	•	If a team believes its interests have been adversely affected by a decision of an official or by any event that took place during a game, it must proceed as follows:
	•	A coach must get with the site director within 30 minutes. The team should present a written explanation of the case and a security deposit of 100 USD to the Sports Director. If the protest is accepted, the security deposit is refunded.
	•	Video materials may be used only to decide if a last shot for a field goal at the end of the game was released during playing time and whether that shot for a field goal counts for 1 or 2 points.

Player Protests
	•	All players will be verified through our NSID player verification - No Exceptions.
	•	Athletes can only be protested before the start of a game. There is a fee of 100 USD to protest an athlete, which is refunded if the protested athlete is found ineligible to play on the team.
	•	To protest, a coach or team manager must notify the official before the start of the game. No protest can take place after a game has started.

Disqualification
	•	A player committing two unsportsmanlike fouls will be disqualified from the game by the referees and from the event by the organizer.
	•	The organizer will disqualify the player(s) concerned from the event for acts of violence, verbal or physical aggression, tortuous interference with in-game results.
	•	The organizer may also disqualify the entire team from the event depending on the other team members’ contribution (also through non-action) to the behavior above.
	•	Fadeaway Hoops reserves the right to impose disciplinary sanctions under the regulatory framework of the event, the Terms and Conditions.
