
Chippewa Valley YMCA  

3v3 Basketball League  

Rules & Guidelines

GENERAL ELIGIBILITY AND REGISTRATION 
A. A player cannot be registered with more than one team playing in the same league. 

B. This league is intended to aid in player development and create a fun environment for all. Please 

display good sportsmanship at all times.  Rough play or bad language will not be tolerated and may 

result in dismissal.   

C. Failure to abide by all league and facility rules will result in your team being dropped from the league. 

D. Only the league director can authorize additions/subtractions from the team roster. 

TEAMS 
A. A full team consists of 4 players minimum and 7 players maximum.  Teams must field a minimum of 2 

players at all times. 

B. A team must have at least 2 players present to begin a game. At 5 minutes past game time, the referee 

can declare the game a Forfeit if at least 2 players are not present. 

C. Teams must only use players on their roster.   

D. One coach is allowed on the sideline for each team to help with substitutions.  

E. All team members must wear tops of the SAME color. The league director will designate each team a 

color and a team name.  

A. A player shall not wear anything that is dangerous to themselves or others.  Jewelry, earrings, and 

other accessories are prohibited. Only regular indoor athletic shoes may be worn. 

 

GENERAL RULES 
• 10 ft Hoop 

• League will use a 28.5 size basketball 

• Each team is granted one 45 second team time-out. Any player can call the time-out in a dead ball 
situation. Note: time-outs and substitutions can only be called in dead ball situations or possession of the ball and cannot be 

called when the ball is live. 

• A team shall lose by default if it leaves the court before the end of the game, or all the players of the 

team are injured and/or disqualified. Forfeits will count as a loss toward your team standing and result in 

a score of 6-0. 

• No Zone Defense, Double Teaming, or Trapping.  

 

Game Play  
• Each game is 20 minutes running clock. The clock will only stop on timeouts and may stop at the 

official’s discretion.  

• Substitutions may be made on any dead ball.   

• A coin flip shall determine which team gets the first possession. The team that wins the coin flip can 

either choose to benefit from the ball possession at the beginning of the game or at the beginning of a 

potential overtime. 

• Scoring is by 1’s and 2’s (Shots made inside arc= 1pt, Shots made outside arc= 2pts, Free Throws= 1pt) 

• The first team to score 25 points or more wins the game if it happens before the end of regulation. 

• If the score is tied at the end of playing time, a 2 minute overtime period will be played. There is a 1 

minute break before the overtime starts. The first team to score 2 points in overtime wins the game. If 

only 1 point is scored at the end of the two minute overtime period, the team scoring the goal will be the 

winner. If the scored is tied at the end of overtime, play will continue and the first team to score in 

sudden death will win.  

• Holding the ball is not allowed and must initiate action or change will be awarded to the defense.  

• Stalling or failing to play actively (i.e. not attempting to score) shall be a violation. Teams stalling may be 

penalized with delay of game warning or technical foul (1 free-throw + possession of the ball) 
• The referee may institute a 30 second shot clock at any time. After a team has been warned about 

stalling, failure to hit the rim on the offensive possession within 30 seconds will result in loss of 

possession or technical foul (1 free-throw + possession of ball) 



 

How the Ball is Played 
• Play starts with the defense checking the ball to the offensive player on the top of the key 

• Play must start with a pass 

• Alternating possession on made baskets. 

• Possession of the ball given to either team following any dead ball situation shall start with a check-ball, 

i.e. an exchange of the ball (between the defensive and the offensive player) behind the arc at the top of 

the court. 

• A player is considered to be “behind the arc” when neither of his feet are inside nor stepping on the arc. 

• In the event of a jump ball situation, the defensive team shall be rewarded the ball. 

Following each successful field goal or last free throw: 

o A player from a non-scoring team will start with a check-ball, i.e. an exchange of the ball (between 

the defensive and offensive player) behind the arc at the top of the court. The ball must be passed 

in (not dribbled) from behind the arc. The defensive player is not allowed to steal the ball from the 

player passing the ball in. The defensive player may try to steal the in-play pass. 

Following each unsuccessful field goal or last free throw (except those followed by ball possession): 

o If the offensive team rebounds the ball, it may continue to attempt to score without returning the 

ball behind the arc. 

o If the defensive team rebounds the ball, it must clear the ball behind the arc (by passing or 

dribbling). 

o If the defensive team steals or blocks the ball, it must clear the ball behind the arc (by passing or 

dribbling) 
 

Fouls/ Free Throws 
• Technical Fouls will result in two points for the opposing team and opposing team gets offensive 

possession. If a player or coach receives a technical, they are then out for the remainder of the game 

and also unable to participate in the following game.  

• A team is in penalty situation after it has committed 6 fouls. Players are not excluded based on the 

number of personal fouls subject to disqualification. Note: no free throws are awarded after offensive foul. 

• Fouls during the act of shooting inside the arc shall be awarded 1 free throw, fouls during the act of 

shooting behind the arc shall be awarded 2 free throws. 

• Fouls during the act of shooting followed by a successful field goal shall be awarded 1 additional free 

throw. 

• Team fouls 7, 8, and 9 will be awarded 2 free throws. The 10th and any subsequent team foul will be 

awarded 2 free throws and ball possession. The game continues with an exchange of the ball behind the 

arc at the top of the court after a technical or unsportsmanlike foul.  

• During a free throw the offensive player shoots from the free throw line while the other players stand 

behind the arc while the offensive player is shooting.  

 

 

In the case that there are 2 or more teams with the same record, winner will be determined as 

follows: Head-to-Head, Point Differential, Points Against 
 

 

 

 

League info can be found online by visiting ymca-cv.org and clicking: 

Programs  Sports & Rec     YMCA Sports Center (See Schedules, Scores, and Rules)              

 

 

 

***The league director will have final say on all disputes and interpretations of the Rules*** 


