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LAKESIDE 3x3 RULES 

2026 Edition  •  Aligned to the Official FIBA 3x3 Basketball Rules (valid 1 January 2026) 

 

How to use this document 

These are the playing rules for all Lakeside 3x3 junior competitions. They follow the Official FIBA 3x3 

Basketball Rules, with a small number of grassroots simplifications noted at the end. Where this 

document is silent, the Official FIBA 3x3 Rules apply. 

Court 

Games are played on half of a basketball court. 

Age Groups, Ball & Scoring Line 

The competition runs from U12 upward. The ball and the scoring line change by age group as follows: 

Age group Ball Scoring line 

U12 Size 5 Inside line 

U14 FIBA 3x3 Inside line 

U16 and above FIBA 3x3 Outside line 

 

Everything else in these rules is the same for every age group. “U16 and above” covers all older divisions 

offered (for example U18 and the senior lead-in group). 

Teams 

Each team consists of 4 players – 3 on court and 1 substitute. Players call their own substitutions. 

Game Official 

There will be 1 game official per game. 2 officials may be used at Lakeside’s discretion. 

Beginning the Game 

A game of rock-paper-scissors determines which team starts with possession. The same team also starts 

with possession in any overtime. 

Scoring 

• A shot from inside the 3-point line = 1 point. 

• A shot from outside the 3-point line = 2 points. 

• Each successful free throw = 1 point. 
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3-point line: which line each age group uses is set in the Age Groups table above – U14 and under use 

the inside line; U16 and above use the outside line. Every reference to “behind the arc” means the line 

relevant to that division. 

Game Play & Timing 

Regular playing time is one period of 10 minutes, played on a running clock (the clock does not stop for 

dead balls or free throws). 

The ball is checked after every foul and every out-of-bounds. 

• On a check-ball, the ball is live once it is at the disposal of the offensive player after the exchange is 

completed. 

• After a successful last free throw, the next offensive team takes possession (clear the ball). 

• After a missed last free throw, the ball stays live once it is touched by any player on the court. 

Winning, Ties & Overtime 

The first team to reach 21 points or more wins immediately if this happens within regular playing time 

(“sudden death” – regular time only, not overtime). 

Round-robin games produce a win or loss only. If scores are tied at the end of regulation, the game goes 

to a golden goal: a fresh rock-paper-scissors decides first possession, the game restarts with a check-ball, 

and the next team to score wins. 

Finals games: if scores are tied at the end of regulation, there is a 1-minute interval, then overtime. The 

first team to score 2 points in overtime wins. The team that won the pre-game rock-paper-scissors starts 

overtime with possession. 

Shot Clock 

No shot clock is used and the 12-second rule does not apply. Pace is managed under the Stalling rule 

below. 

Fouls & Free Throws 

A team enters the penalty situation after committing 5 team fouls. Players are not fouled out on 

personal-foul count (the only exceptions are the disqualifications under Unsportsmanlike & Disqualifying 

Fouls). 

Free throws for a non-shooting foul: 

Situation Award 

Non-shooting foul, team fouls 1–4 Check-ball, no free throws 

Team foul 5 and every foul after 1 free throw 

 

Free throws for a foul on a player in the act of shooting: 

Situation Award 

Shot made (1 or 2 points) Basket counts + 1 free throw 
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Situation Award 

Missed shot from inside the arc 1 free throw 

Missed shot from behind the arc 2 free throws 

Penalty adjustment: from the 7th team foul, every shooting-foul award above becomes 2 free throws (a 
made basket still counts, plus 2 free throws). 

Unsportsmanlike & Disqualifying Fouls 

• Every unsportsmanlike or disqualifying foul counts as 2 fouls for team-foul purposes. 

• A player’s first unsportsmanlike foul: 2 free throws, no possession. 

• A player’s second unsportsmanlike foul: 2 free throws + possession, and that player is disqualified 

from the game. 

• If a basket is made on the shooting motion when the foul occurs, the basket counts and the free 

throws are added. 

• A player disqualified from a game (two unsportsmanlike fouls, or a disqualifying foul) leaves the 

court. Lakeside staff decide on any further participation in the competition. 

How the Ball Is Played 

After every made basket the ball is checked from the top and the team that was defending goes on 

offence (not “winner’s ball”). 

Following a missed field goal or missed last free throw (except those followed by possession): 

• If the offensive team rebounds, they may score again without clearing behind the arc. 

• If the defensive team rebounds, steals or blocks, they must clear the ball behind the arc (by pass or 

dribble) before scoring. 

Possession after any dead-ball situation resumes with a check-ball – an exchange between the defensive 

and offensive player behind the arc at the top of the court. 

A player is “behind the arc” when neither foot is inside or on the 3-point line relevant to their division. 

In a jump-ball situation, the game resumes with a check-ball for the last defensive team. 

Stalling 

Stalling or failing to play actively (not attempting to score) is a violation. After the ball has been cleared, 

an offensive player must not hold or dribble inside the arc with their back or side to the basket for more 

than 5 consecutive seconds. If a team is not genuinely attacking, the official gives a warning, then counts 

down the last 5 seconds aloud while signalling with a raised hand. 

Substitutions 

Either team may substitute when the ball is dead, before a check-ball or free throw. Substitutes enter 

without notifying officials, only from behind the endline, while the ball is dead. 

Substitutions must be completed without delay. Failure to do so is a technical foul for delaying the game: 

1 free throw to the non-offending team. 
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Time-Outs 

There are no time-outs. 

Ladders / Standings 

Ladders are decided in this order: 

1. Most wins (or win ratio if teams have played an unequal number of games across pools). 

2. Head-to-head result between the tied teams (win/loss only, within a pool). 

3. Highest average points scored (forfeit results excluded; capped at 21 points per game). 

4. If still tied, the higher-seeded team – or a rock-paper-scissors / coin toss if the teams are unseeded. 

Competition Structure 

Round-robin competition with finals; teams may be split into pools. Check your competition schedule, 

results and ladder on the FIBA 3x3 website. 

 

About this edition & grassroots variations from FIBA 

These are Lakeside’s playing rules for junior 3x3. They follow the Official FIBA 3x3 Basketball Rules 

(valid 1 January 2026) except for the grassroots variations below, which reflect how Lakeside runs 

the tournament and match the game-day briefing video. Where this document is silent, the Official 

FIBA 3x3 Rules apply. 

Grassroots variations (differ from FIBA – deliberate): 

• Team fouls: penalty at 5 team fouls (1 free throw), with shooting fouls escalating to 2 free 

throws from the 7th team foul. FIBA: penalty at 6; fouls 7–9 = 2 FT; 10+ = 2 FT + possession. 

• Round-robin ties: decided by golden goal (next score wins). FIBA: overtime to 2 points – 

Lakeside keeps this for finals only. 

• Clock: one 10-minute running clock and no shot clock. FIBA: stop-clock plus a 12-second shot 

clock. 

• Stalling: 5-second back-to-basket count. FIBA: 3 seconds. 

• Possession: rock-paper-scissors (start and overtime). FIBA: coin flip, with the winner choosing 

the game or a potential overtime. 

• Court & lines: half a standard court, using the existing inside/outside 3-point lines by age 

group. FIBA: dedicated 3x3 court with a 6.75 m arc. 

• Time-outs: none. FIBA: 1 per team (plus TV time-outs in official events). 

• Officials: 1 per game (2 at Lakeside’s discretion). FIBA: up to 2 referees. 

 


