
Carolina R.I.S.E - Game Rules

Carolina R.I.S.E will abide by all National Federation of State High Schools (NFSA)

except:

Time:

2nd-5th Grade: (2) 13 Minute Halves - Boys & Girls

6th-8th Grade: (2) 14 Minute Halves - Boys & Girls

9th-11th Grade: (2) 15 Minute halves - Boys & Girls

(Clock stops on all whistles unless the “mercy” rule is in effect)

Mercy Rule:

If a team is up by 20 points, the clock will continue to run except during time-outs
and injuries. (clock will stop again on all whistles once the score is 15 or lower).
Teams can not full court press when up by 20 points.

Time-Outs:

Each team is given (2) 30 second and (2) full time-outs per game for regulation.
Players can sit on the bench only during full timeouts . These time-outs do
NOT carry over to overtime. Each team is awarded (1) thirty second time-out for
each over time period.

Overtime:

The first Overtime period is 2 minutes long. Each team will receive (1) thirty
second time-out for each overtime. Timeouts from regulation do not carry over to
overtime. Any overtime after the first is 1 minute long. This rule will apply for both
pool play and bracket play



Game Ball Size:

2nd – 6th grade / boys: 28.5 intermediate size basketball

7th – 11th grade boys: official men’s size basketball (29.5)

3rd – 11th/12th girls: official women’s size basketball (28.5)

Half time and Pre Game allotted time:

Half time: 2 minutes

Pre-Game: 3 minutes

Each team should be stretched and ready to go as soon as the previous game is
finished. Carolina R.I.S.E reserves the right to override the time allotted up to
their discretion.

Scorebook:

Carolina R.I.S.E will provide experienced clock-keepers and book-keepers. No
personnel from either team is permitted at the official score table.

Uniforms:

Each team should have a home uniform (light color jersey) and away uniform
(dark color jersey). The team listed first/on top will be the designated home team
and will provide a game ball.

Jersey numbers:

Carolina R.I.S.E requires each player to have a number on the back of their
jersey. Eligible numbers are 00-99. R.I.S.E highly recommends a number is
visible on the front of the jersey as well.



Grace Period:

Teams must be ready to play at game time.  If a team is not present at game time,
a 5 minute grace period will be given.  If the missing team has not shown up
within that 5 minute grace period, the team present will be awarded a 25-0 forfeit
win.

Roster Rules:

-A player may play in a maximum of (2) age/grade divisions.

The following requirements must be met:

The following requirements must be met:
● Birth Certificates and Proof of Grade (Report Card) are required

for all events. We also accept NSID as a verifiable form of
eligibility.

● The player meets age/grade requirements for both divisions
● The player is on both official rosters for each team
● The player must represent only (1) organization
● Players must be on the roster in order to be eligible to play in

all games including pool play games and bracket play games.
● The 2 teams must be in separate grade divisions

-Post Grad (Prep School) players are not allowed to play.

Each player must have proper paperwork on file to verify their eligibility. A report card
and birth certificate will be required for each athlete. Any athlete that does NOT
have proper paperwork  on file prior to their first game will not be able to play
until it’s turned in.

Disqualification from games:

If a player is ejected from a game, they must sit out the remainder of the game and
the entirety of the next game. Players will be allowed to sit on the bench, but may not
enter the game. Coaches who are ejected from a game must exit the facility for the
remainder of the game. Coaches are not allowed to coach their next game upon an
ejection. Coaches will be allowed to sit in the stands opposite of their team’s bench



as a spectator. R.I.S.E tournament management reserves the right to remove the
coach for the remainder of the tournament should they deem necessary.

If any team is found playing with an ineligible player during any game, penalties shall
be imposed by R.I.S.E. R.I.S.E reserves the right to use reasonable discretion to
determine the outcome. Outcomes can be, but not limited to (1. Technical Foul &
Possession, 2. Result of Forfeit in next immediate matchup, 3. Disqualification from
the tournament).

Number of players/coaches allowed:

Each team is allowed to have 15 players per team and 2 coaches per team (one
head coach and one assistant coach).

Coaching Attire:

Please dress appropriately during all games if you are sitting on the bench.  R.I.S.E
reserves the right to ask anyone to change attire during games.  No ball caps,
beanies, hoodies, jeans, flip flops. R.I.S.E asks for coaches to wear a collared shirt
while coaching. R.I.S.E requires bench personnel to wear either pants or golf type
shorts.

Refunds:

No refunds or transfers will be given.  If a team forfeits for any reason, they will forfeit
their entry fee.  If R.I.S.E dismisses a team for any reason from a tournament or they
are ruled to be ineligible no refund will be issued. Teams affected by a forfeit will
not receive a refund.

If a particular tournament isn't made due to lack of teams in your age group,R.I.S.E
will refund 100% of your entry fee.

Protest:

A protest on any team and/or player costs $100 (cash only) and should be made prior
to the game.  The money must be given to the R.I.S.E Tournament Director and the
director will determine the outcome of the protest.  If the team that protested wins,
they will receive their $100 cash back.  If the Tournament Director determines the



player/team in question is legit, the team that is protesting will forfeit the $100 which
R.I.S.E keeps.

R.I.S.E will not accept protest regarding judgment calls by officials or game
administrative mistakes.  Any correctable error must be changed during the game.
R.I.S.E does not overrule any calls made by officials during the game.

Items Lost/Stolen(Personal Items):

R.I.S.E is not responsible for any lost and/or stolen items.

Forfeits:

All forfeits will be a score of 25-0.

Point Differential:

There is a maximum point differential of 25 points. If a team wins by more than 25
points, they will receive a "+25" in the point differential column for determining seeds
for bracket play.

Determining Seeds for Bracket Play:

If it is a two way tie, R.I.S.E will first look at the head-to-head record. If one team beat
the other team, the team that won will get the higher seed. If the two teams didn't play
each other in pool play, point differential will be used to determine the higher seed.
After point differential, points allowed and points scored will be used, respectively.

If it is a three way tie, R.I.S.E will look at point differential first to determine the seeds.

Note: If teams are still tied after all the tie breakers above are used, R.I.S.E will then
look at points against to determine the higher seed. The team that gave up the least
amount of points will be the higher seed. Should all teams in the tiebreaker have the
same amount of points against , R.I.S.E will then proceed to points scored.

Rule Changes:

R.I.S.E reserves the right to make any rule changes at any time. By signing up to play
in R.I.S.E, you agree to be aware of all rules, regulations, and policies of R.I.S.E.




