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Innertube Basketball Rules 

Governing Rules 

1. The National Federation of State High School Associations Basketball rules will apply in all areas 

except where special University of Washington Intramural Sports rules apply.  

 

Eligibility 

1. Current UW students, faculty and staff, and +1s 

2. Every player should be on the roster by 8:00am the day of your game, or 8:00am Friday if your team 

plays on Saturdays and/or Sundays 

3. Players must bring a valid UW ID or gov. issued photo ID to EVERY game 

4. NO ID = NO PLAY, NO EXCEPTIONS! 

5. Current UW Varsity basketball players are not eligible  

6. Professional athletes, current or former, may not participate in their respective or alike sport, activity or 

event. A professional athlete is defined as a person who has been paid to participate in a sport, under 

contract with a professional team, included on a professional team roster, practiced with a professional 

team and/or compensated for trying out for a team. 

 

Equipment 

1. No JEWLERY is permitted! 

2. No braces or supports that may cause other players harm will be permitted. 

3. Appropriate swim attired must be worn.  

4. Innertubes, basketballs, basketball nets, and numbered water polo caps will be provided.  

 

Pre-Game  

1. All participants will need to bring a Husky ID or gov. issued photo ID card to the game site.  

2. Participants need to check in with the Intramurals Staff before each game to verify themselves on the 

team roster.  

3. Team Captain will take part in a pre-game conference with the officials.  

 

The-Game  

1. 2 teams of 6 players. 

2. Minimum to start a game is 4. Maximum number of players on a team roster is 12.  

3. Gender ratio must be even with 3 men and 3 women. When fielding 5 players, teams must have a +1/-1 

gender ratio (e.g. 3 women and 2 men or 2 women and 3 men).  

4. Game shall be two 10 minute halves with a 3 minute half time between periods.  

5. The clock will run continuously for the first period. The clock will only stop in the last two minutes of 

the second period and will only stop for: 

a. Fouls 

b. Jump ball  

c. Violations 

d. Time-outs  

6. Teams shall attempt to score baskets as in regular basketball.  

7. Players may advance the ball by passing, pushing, or carrying the ball while seated in innertubes as 

governed by the rules.  
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The Start of Each Period 

1. Each half shall start with each team at the sides of the pool which they will be defending. 

2. Players must be in contact with the wall of the pool. 

3. The clock starts and the game begins when the official blows their whistle and tosses the ball into the 

center of the playing area. 

Overtime (for playoffs only)  

1. In the event of a tie game, a 3 minute overtime period will follow. 

2. During the final 1 minute of the overtime period the clock will stop.  

3. Should there be a tie game after the first 3 minute overtime period, a sudden death overtime period will 

follow.  

4. No time-outs are granted in overtime.  

 

Time-outs 

1. Each team is entitled to two time-outs per game. 

2. A team may only request a time-out when it is in control of the ball or when time has already been 

stopped. 

3. A time-out requested by a player shall not exceed 45 seconds.  

4. An official may declared an official’s time-out for any contingency not covered by the rules, for repair 

or replacement of equipment, or when a player is injured.  

Substitutions 

1. A substitute who wished to enter the game shall report to the official and shall remain on the pool deck 

until the official beckons the player to enter into the pool. 

2. Substitutions are allowed during dead ball intervals, time-outs, or between periods. 

3. Injury substitutions may take place at any time acknowledged by an official.  

Scoring 

1. Teams who score a field goal will be awarded 2 points. 

2. Free throws are not awarded to players after a personal foul.  

1. After a team commits any three fouls, every foul after will result in giving the other team one 

point per offense.  

 

Player Control 

1. A player must be seated in the innertube when the ball is released in order for a field goal to be counted. 

2. If a player shooting a goal falls out of the tube due to the motion of the shot, the goal will not be 

counted. However, if a defensive player tips the ball (shot by the offensive team) while out of the tube, a 

goal is awarded to the offense.  

 

Splashing 

1. Defensive players are allow to splash offensive players in control of the ball. No more than one 

individual can splash a player at a time.  

 

Throw-in Administration 

1. The throw-in begins when the ball is at the disposal of the player entitled to the throw-in. 

2. The player has five seconds to release the ball.  

3. Throw-ins shall take place at a designated spot nearest a violation or from anywhere along the baseline 

edge of the pool after a goal is scored. 
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4. Defensive players must remain an arm’s length distance from the tube of the player putting the ball in 

play. 

 

Jump Ball Administration 

1. A jump ball shall be called when opposing players have equal possession of the ball, when opposing 

players simultaneously hit the ball out-of-bounds, or when the official cannot determine team possession 

for any other reason. 

2. In all jump ball situations the teams will alternate taking the ball out of bounds for a throw-in. 

3. The official shall hand the ball to the team throwing it in at the spot nearest where the jump ball 

occurred.  

Violations 

1. A player shall not: 

a. Touch, hold, shoot, or pass, the ball while not sitting in an innertube. 

b. Cause the ball to go out-of-bounds. 

c. Push off of or use the side of the pool to gain an advantage. 

d. Hold the ball under water.  

e. Touch the bottom of the pool while catching, passing, holding, or shooting the ball. 

f. Remain in continuous control of the ball for more than 5 seconds. 

1. A player is considered to be in control once they have gained possession of the ball, 

which includes holding the ball in your hands or in your lap. 

g. Advance the ball with their feet (kick) or in any manner other than by passing, pushing, 

swimming, or carrying the ball. 

1. Kicking the ball up to yourself is allowed. 

h. Violate any of the other basic rules of the game of basketball. 

2. The penalty for committing one of these violations will result in the ball being awarded to a nearby 

opponent for a throw-in at the out-of-bounds spot nearest the violation.  

Personal Fouls 

1. A player shall not: 

a. Hold, push, hit, dunk, or dump an opponent. 

b. Hold, push, tip, or jump upon an opponent’s innertube.  

c. Splash an opponent without the ball. 

d. Two individuals splashing an opponent at a time.  

e. Corner or impede the movement of an opponent by double-teaming. 

2. The act of committing a personal foul will result in the offender being charged with one foul and the 

offended player is awarded possession of the ball. 

a. If it is the offender’s fourth personal, or if it is their flagrant foul, they are disqualified and the 

opposing team receives possession of the ball. 

b. If it is the fourth (or greater) team foul then the opposing team receives possession of the ball and 

is awarded one point.  

Technical Fouls 

1. A player shall not: 

a. Enter the pool unless by permission of an official. 

b. Grasp the basket, dunk, or attempt to dunk the ball at any time (including during warm-ups). 

c. Delay the game. 



 
 
 

4 UNIVERSITY OF WASHINGTON INTRAMURALS 

d. Commit an unsportsmanlike act. 

e. Participate after having been disqualified. 

2. The act of committing a technical foul will result in the opposing team receiving possession of the ball 

and shall be awarded one point. 

1. The offender will further be disqualified and must leave the pool area immediately.  

Fighting 

1. Fighting is an attempt by a player or non-player to strike or engage an opponent in a combative manner 

unrelated to the sport. Such acts include but are not limited to:  

a. Attempts to strike an opponent(s) with the arm(s), hand(s), leg(s), or foot, whether or not there is 

contact.  

Sport Conduct Rating  

1. The Intramurals program promotes sportsmanship at all contests and activities. Unsportsmanlike 

conduct includes actions which are unbecoming to an ethical, fair, and honorable individual. It consists 

of acts of deceit, disrespect or vulgarity and includes taunting.  

2. Teams will be assigned a Sports Conduct Rating on a scale from (4 – 0) after each game. Sport Conduct 

Ratings will be determined by the Intramurals Staff and are non-negotiable.  

3. Team captains are responsible for their players, sidelines, and spectators. All will contribute to a team’s 

Sport Conduct Rating.  

 

Ejections  

1. Any player ejected from a game will be immediately suspended from participating in all Intramurals. 

The ejected player must then make an appointment with the Intramurals Manager to determine the 

length of suspension and any other sanctions.  

2. The following actions can result in ejections from Intramural Sports Team Tennis: 1. Improper 

language. 2. Unsporting conduct. 3. Kicking or throwing the ball directly at an object or person.  

 

Prohibited Acts 

2. There shall be no unsportsmanlike conduct by players, substitutes, coaches or others subject to rules. 

Examples include, but are not limited to:  

a. Attempting to influence a decision by the Intramurals Staff.  

b. Disrespectfully addressing the Intramurals Staff 

c. Indicating objections to the Intramurals Staff decision.  

d. Holding an unauthorized conference or being on the field illegally.  

e. Using profanity, taunting, insulting, or vulgar language or gestures. 

f. Fighting an opponent.   

3. Any of these acts, dependent on the discretion of the Intramurals Staff may lead to disqualification. 

 

 


